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INTRODUCTION 


This edition the THE BOOK OF APPLE COMPUTER SOFTWARE — 1982 combines 
previous editions (some re-written) and new articles, reviews and evaluations. Judging from the 
response accorded the first edition, which immediately sold out, there is a great need for a guide 
to the hundreds of programs that compete for the Apple owner’s dollars. With the introduction of 
the Z80 card, choices get even harder concerning what to purchase; therefore, we dedicate this 
book to you, the consumer. We hope you will use it for a guide and as a reference to assist you in 
making intelligent and informed decisions when purchasing software. 

Currently, the Apple Computer owner is presented with a bewildering selection of software 
from which to choose. On the one hand, this should please you in that, as the owner of probably 
the most popular micro-computer in the world, you have a wide and rapidly growing selection of 
software from which to choose. On the other hand, this wide and growing selection presents some 
problems. The vast majority of retail computer store staff people simply just do not have the time 
to adequately review each new piece of software that comes in their store. The problem is com- 
pounded if the new program is an extensive or complicated one, such as an accounting package or 
a word processing system, or a comprehensive data base management program. This does not 
mean that store personnel do not want to give you the best service possible; it’s just that it is an 
almost impossible task. If you purchase software through the mail, the risks that you assume, 
without a reliable guide to assist you should be apparent. 

Other pitfalls await the uninformed buyer. For instance, in too many cases you cannot decide 
by the appearance of the package whether the program requires Integer Basic or Applesoft Basic 
or whether it needs 16, 32 or 48K of RAM. It is also often difficult to tell when you purchase a 
program on tape whether it can be transferred to disk or, if a disk program is purchased, whether 
it can be copied or not. 

Another area that can present problems to the buyer is the similarity of software. A well- 
stocked computer store may possibly offer five different word processing packages, four 
assemblers, ten different adventure type games and/or several mail list programs (the choices 
seem endless); all of which have obvious advantages and disadvantages as well as different prices. 

The goal of “The Book” is to eliminate as many of these potential problem areas for the soft- 
ware buyer as possible. 

We welcome any comments or criticisms from readers that will help us in reaching this goal. 


The past year, 1981, saw continued phenomenal growth for one of the world’s most popular 
microcomputers, the Apple II. Tandy Corp., producer of the Radio Shack line of microcom- 
puters, was the only computer manufacturer to actually deliver more systems. However, when 
you consider that Tandy has, in place, a distribution network of over 6,500 Radio Shack and Tan- 
dy computer stores, Apple’s ability to deliver approximately 80% as many systems with a 
distribution of only 1,000 stores is truly impressive. 

1981 also saw the somewhat disappointing debut of Apple III. Initial production and quality 
control problems plagued the introduction of this machine, which was designed to address the 
specific needs of small business. With no more disk storage than could be had on the Apple II and, 
considering the lack of application software available for it, the machine has received a lukewarm 
response from the public as well as Apple’s dealer network. However, certain internal projects 
under development of Apple could finally get the Apple III off the ground (see “A Look Ahead to 
1982”). 


Probably the biggest corporate event for Apple during 1981 was the fact that they became a 
public company. The offering was one of Wall Street’s most exciting. A measure of the public in- 
terest in Apple Inc. is the fact that their shares, introduced at $22, represented a price/earnings 
ratio of over 100. Subsequently, Apple’s shares have traded in a range of between 22 and 35. For 
1982, who knows? 

Another interesting development during 1981 (though not specifically related to Apple) was 
signs of a starting “Shake-Out” among computer stores. Now that the distribution and sales of 
microcomputers are becoming big business, many of the earlier stores started primarily by 
engineers and other computer people who lack sufficient business and financial expertise have 
started to dwindle. In general, they have not been able to adjust to the rapidly changing market 
conditions. Usually, early customers were engineers, computer people or hobbyists. Now, the 
more typical customer is a small businessman who does not have any computer background but is 
looking, rather, for a tool with which to perform some specific function for his business. Evidence 
of such dwindling stores can usually be found daily in almost any newspaper. They are the ones 
who advertise computer equipment (often Apples) at large discounts. Unable to offer the kind of 
service, knowledge and support that today’s customer needs, they can only resort to discounting 
in order to try to move hardware. Consider carefully your own requirements in terms of service 
and support before patronizing these types of stores. The good news is that newer stores, as well as 
a number of the older ones, are being run by businessmen who understand the new customers’ 
needs and are willing and able to meet them. They deserve your business. 

Since this is primarily a book about software, I feel we must at least touch on one of the more 
perplexing problems confronting the software industry today — piracy and (the other side of the 
coin) — copy-protected disks. The average person has little conception of just how difficult it is to 
produce a decent program. Suffice it to say that even a game program (forgetting about business 
programs) can take many weeks or months of coding and testing to produce. Then comes packag- 
ing, advertising and support. All in all, an expensive undertaking, both in terms of money as well 
as time. Consequently, what happens? Many people, not recognizing or caring about the work 
that went into producing the diskette that they purchased at their local computer store, will hap- 
pily copy the program and give it to their friends, who in turn will give a copy to other friends, 
and so on. In order to protect themselves, software producers often will “copy-protect” their 
disks, which means, in most cases, that users cannot make a copy from the original diskette. This 
brings us to the other side of the question. Is it fair or reasonable for a consumer to walk into a 
computer store, purchase a $30 game or a $250 business program, take it home and then find that 
the diskette, for some reason, will not work? If the store will not replace it, then the only alter- 
native is to send it to the software publisher for replacement and wait one to two weeks. Or, what 
if the disk (especially a business program) goes “bad” or you step on it? Does that mean that your 
business comes to a halt while you wait for a replacement? As in many controversies, there are 
valid arguments for both sides of the question. Unfortunately, a good solution is not in sight. In 
the meantime, take the following steps to protect yourself: 

1 If you purchase a program in a store, insure that the diskette “boots” properly before leaving. 

2 If the program is copy-protected, ask what the replacement policy is from the publisher 
should the diskette go bad after a specified length of time. 

3 If you are buying a business program, deal only with those companies that have some type of 
policy for providing you with a back-up disk should there be a problem. 


A Look Ahead 
to 
1982 


If, in simplistic terms, the value cf a computer to a businessman can be defined as “having 
economical storage and manipulation of information”, then the expected introduction by Apple 
Inc. of their Winchester hard disk should be a major event in 1982. It is quite probable that by the 
time you read this, the announcement will already have been made. For now, though, few (if 
any) hard facts are known. Without getting into technical explanations, a Winchester hard disk is 
simply an external memory device that can store much more information than a floppy disk, with 
the added advantage of accessing that information much faster. 

Internally code-named “Doublemint,” the rumor is that the device will store approximately 5 
megabytes of information. That is the equivalent of some 36 floppy disks. The expected price 
range is $2500-3500. Such a device would make the Apple II, and especially the Apple III, a much 
more valuable small business computer. 

Possibly the most significant development for Apple Inc. in 1982 will come not from internal 
technological innovations, but in the market’s reaction to significant new competition and Apple’s 
marketing policy, in particular, in dealing with the competition. That competition is gearing up 
from many different quarters. 

Tandy Corp and its Radio Shack line will lead the industry in terms of units shipped. 

Commodore International, which produces high capacity, relatively low-priced microcom- 
puters, could be a source of significant competition if the company can straighten out its internal 
problems. 

Xerox Corporation has entered the battle with the “Sam,” a moderately-priced, well-designed 
microcomputer at $2995. 

IBM is finally getting into the quest with a new line of microcomputers. 

Lastly, the Japanese are expected to hit our shores in force in 1982 with microcomputers from 
many leading Japanese companies. 

The battle appears to be long and bloody. 

1982 will be an interesting year. 


CRITERIA EXPLAINED 


In order for you to gain the maximum benefit in terms of information from the reviews, we feel 
that an explanation of how those ratings are derived would be useful. 

Before each master section, you'll find a general commentary on what we look for in evaluating 
that particular type of program. 

Each program will then be listed, starting first with a summary rating followed by general 
descriptive comments. 

The point scale used is a follows: 

10-20 21-40 41-60 61-80 81-100 
(unacceptable) (poor) (fair) (good) (superior) 
The specific criteria used are: 

(1) Ease of use—Are the screen layouts or documentation, if necessary, sufficiently clear and 
well laid out to enable the new user to “run” the program with a minimum of difficulty? 

(2) Documentation — Does it answer all the questions — is it clear — is it sufficiently extensive? 

(3) Reliability Does the program do what it’s supposed to do? 

(4) Price/Usefulness Ratio— This means: is the buyer getting value for his money? For example, 
a fair program from one vendor priced at $7.95 might be a better value than only a slightly 
better program of the same type from another vendor but priced at $24.95. 

(5) Vendor Support— Does the software company back its products? Are they available to 
answer questions? Will they replace a program that’s defective (bad disk or tape)? 

(6) Visual Appeal—For game or graphic programs, does the program take advantage of the 
Apple Computer's capabilities? 

(7) Error handling — Does the program “bomb” during execution? Are there proper “error trap- 
ping” routines? 

(8) Creativity — (Entertainment) — Has the author been creative and imaginative? 

(9) Challenge — (Entertainment) — Does the game challenge the participant or is it a game one 
will tire of quickly? 

(10) An * indicates that the tape or disk is not copyable. 
(11) Availability — Using a scale from 1 to 10, this figure indicates whether or not the program 
will be found in most stores (10 = all stores). 


THANKS TO REVIEWERS 


Before going any further, we must gratefully acknowledge and thank the reviewers who have 
made ‘‘The Book”’ possible. They have toiled many hours without pay to share their knowledge 
and experience with other Apple Computer owners. Again, many thanks to: 


John Dickey Robert Schoenburg 
Kathy Farmer Kim Schuette 
Mike Farmer Robert Silva 
George Lee Tom Simondi 
Pieter Lechner Jeff Stanton 

Bob Male John Tinsman 
William T. Mooney Henry Waldman 
John Mudd Carl Work 

Susy Sadlier Don Worth 

Lou Rivas 


APOLOGY IN ADVANCE 


While every effort has been made to include the majority of known Apple software on the 
market, we know that there are probably many programs that are not included. In most cases, 
this is because we were simply either not aware of the program or we were not able to obtain it. 

We would be pleased to hear either from our readers or from authors of software about those 
programs not included, so that the next edition of “The Book” will be even more complete. 

It is appropriate here to point out that while every effort has been made to present a fair and 
objective summary of Apple Software, neither our reviewers or the publishers of “The Book” will 
be held liable for any mistakes, comments, or omissions that have occurred. 

We, of course, welcome comment and we will revise or correct, in future editions, any errors 
that are pointed out to us. 

Remember, “The Book” is intended only as a guide. It is your responsibility as a consumer to do 
whatever “checking” you deem necessary BEFORE making your purchase. 


A CALL FOR NEW PROGRAMS 


When some people look at the wide variety of programs on the shelves of computer stores or flip 
through the pages of “The Book,” we’ve heard them express the idea that there is “not much room 
for new programs”. 

DON’T BELIEVE IT! On the contrary, the market has not even been dented. There is a huge, 
unfilled demand for new programs in literally hundreds of areas. Not just for games (see “How to 
Write Games That Last”) but for specific areas of application. 

There are three essential ingredients for a good program: 

(1) A programmer knowledgeable in Basic or Pascal or another high level language. He/she 
should also be familiar with assembly or machine language. The programmer should know and 
be able to utilize the specific capabilities of the machine. 

(2) An individual who is intimately familiar with the specific field of knowledge to which the 
program applies (such as an accountant for business programs or a lawyer or a doctor, etc.) in 
his/her particular vocation or area of experience. Too often, we see programs from someone who 
obviously is a good programmer but who, just as obviously, is not sufficiently familiar with his 
subject. 

(3) An individual who can look at the program from the end-user’s standpoint and who can 
make sure that the documentation is clear and sufficient. 

Putting this “trio” together is not easy, but the rewards can be great. And remember, the 
market is there. 

“The Book” would like to contribute to bringing new programs to market. To that end, we of- 
fer a “pre-evaluation” service. Send us your idea or program. Using the criteria we've stated 
above, we would be happy to review, critique and make suggestions on improvement. When the 
time comes, we can also refer you to an appropriate marketing agency for distribution of your 
program. 

A very small list of possible new program ideas is as follows: 

(1) Games — yes, games, there is always a market for a new creative and challeng- 
ing game. 

(2) Job Costing 

(3) Real Estate 

(4) Construction 

(5) Architecture 

(6) Medical/dental billing 

(7) Medical/dental insurance 

(8) Insurance agencies 

(9) Travel agencies 

(10) Employment agencies 

(11) Education 

(12) Manufacturer’s Representatives 
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At the present time, many if not a majority of so called “personal” computers, like the Apple, 
are not being sold to the home consumer, which was the intended marketplace, but to the pro- 
fessional or small businessman. 

It appears that the long anticipated mass consumer market has not yet materialized. The 
reasons usually given for this fact are that the general public is still not aware of small com- 
puters and needs further education, or that the public is naturally hesitant to adopt new 
technology, especially technology that may alter their way of living. Both of these reasons are 
probably correct and though no one doubts that the mass consumer market will appear, it just is 
not here yet. 

In the meantime, the personal computer market is exploding, fueled not by consumers but by 
professionals and now small businessmen. At first glance, this is somewhat surprising, since until 
relatively recently there was very little application (of a practical nature) software available. The 
answer is, the first buyers of personal computers were hobbyists and other professionals who had 
experience with larger computers, saw the potential of the personal computer, and had the 
knowledge to write their own programs. Some of these programs were of sufficient general use to 
be marketable and are now commercially available. 

However, though there are now some business-oriented programs currently available (as you 
will see in the succeeding section), the business software industry as a whole is still in its infancy. 
There is a reason for this situation. It is very difficult to produce good programs. A good program 
needs three things (as we mentioned earlier in THE BOOK): an expert programmer, an expert in 
the particular application for which the program is designed and someone who can view the 
whole program as an end-user would; that is, making the program error-proofed, easy to follow 
and making sure that it has adequate documentation. This procedure is time-consuming and dif- 
ficult, not to mention expensive. Fortunately, some software houses are now making the 
necessary commitments, in terms of time and money, to produce good quality software. Some is 
available now, but more, much more, will be available in the near future. 

It is not a supposition or a prediction, but a fact, that in order for the small businessman to re- 
main competitive he will have to learn about and use small computers. 
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MODELING 


So many modeling-type programs are currently on the market that a separate section in The Book seemed to be 
necessary. This introduction will attempt to describe what constitutes a modeling program. 

Before we get too far into a discussion of what a modeling program should do, let’s first discuss what a model is 
and what it is used for. This may seem elementary, but a firm definition of terms is necessary in order to understand 
any concept. 

Models are a representation of reality. They exist in many forms. Perhaps the most common models are architec- 
tural types which show in scaled format what the final construction will look like. Recently, with the advent of high 
speed computers, a new form of model is appearing — the math model. For a considerable period of time, scientists 
have been attempting to describe reality using mathematical terms in the form of a description which would , 
predict what is likely to happen in the future, given certain input assumptions. Such modeling attempts met with 
much frustration until the invention of the high speed computer, since many of these modeling techniques‘require 
statistics and repetitive processing when the conditions of the model are changed and the computations are run many 
times in order to obtain the most optimal result. These types of computational requirements lend themselves to an 
area in which the computer best excels. 

So, given this, we can see that the elements of a computer modeling system are the actual mathematical represen- 
tation of the system to be modeled and provide some way to manipulate that representation. We now have to in- 
vestigate what part of this process the Apple computer could best be utilized. 

First, let’s look at the mathematical representation of reality. If we attempt to model a complex system in any 
detail at all, we find that the representation very rapidly becomes quite difficult to build, interpret, and has a 
mathematical construction that is beyond the capability of an eight-bit machine to handle easily. That leads us to 
having the small computer handle only the simplest of mathematical representations — those that require rather 
simple and straightforward computations. Fortunately, there is a class of models that fit this category quite well, 
and has a large market following: financial models. They're simple, straightforward, and the computations are 
generally not beyond the capability of eight-bit machines. 

This judgment is reflected in the marketplace, since most of the modeling programs are directed at financial 
modeling (either business or personal) and those areas that are somewhat broader in scope which generally center 
their examples around a financial situation. 

The second major consideration is the manipulation of the model. It’s here that the computer really excels. Mass 
storage and data manipulation techniques are quite well developed for the small computer and are constantly being 
improved. There are many clever programmers who are producing data structures and manipulation techniques 
that are very appropriate suited for small models. 

The next question which must be investigated is in what way the computer can help the user. The same two areas 
are subject to question. 

Can the small computer help in the generation of models? Of course, the simple answer would be yes; however, on 
consideration, it is also important to ask if it is economically feasible to produce programs of the complexity re- 
quired. The answer to that is probably no. For this reason, we should go back to the definition of a model: which is 
“a representation of reality”. Reality is different for every person and often each person has to deal with many dif- 
ferent applications (or realities). To develop a program that will model each of these different realities in just the 
way each person desires would require an insight by the programmer on the nature of the application or a computa- 
tion technique required for the application that defies imagination. The best we may expect for now is a modeling 
technique that gives the user tools to work with. Perhaps in the future, processing techniques will be developed 
which will allow the computer to learn in real-time and turn general desires into specific model constructions. 

What the user should look for, then, are constructions that will assist in developing the specific type of model that 
is of interest. For example, if the model type is to be of an engineering system or some other type of scientific applica- 
tion, then look for such techniques as integration plus various statistical constructs. If a financial model is to be 
developed, then such things as depreciation schedules, net present value, and internal rate of return should be 
available for use. In short, those computational techniques that are generally difficult to program, but necessary to a 
great many models that might be developed, should be in any good modeling package. 

OK, now how about the program to manipulate the model once it is developed? There are several things that such 
a program should be able to do and many more that would be beneficial. In the necessary category falls the ability to 
accept the model and rapidly change it as required. The program should also be able to implement the model 
calculations and then report the results in a variety of ways. It would be advantageous if the program were able to 
create graphics and assist in checking the model logic for you. Other nice features would be the ability to edit data 
and/or model files, use multiple data files with any given model, and create data files from the model runs for later 
use in other models (or whatever). In short, the model manipulation program must be as flexible as possible in its 
ability to handle data so that the user may do whatever is necessary to implement the model. 
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Now, let's investigate some of the ways that a modeling program could be used. First, the user must make a very 
basic decision — what to model. This is more difficult than it may seem. It's rather easy to want to model something 
and quite something else to do it. Assumptions that go into the model will have a profound effect on the outcome — 
and assumptions will be necessary for just about anything more difficult than 2 + 2=?. Keep the requirements sim- 
ple to begin with. 

When you know what the end product is to be, sketch out the calculations that must go into getting to the result. 
Find out what the last step is that gets you to the single number you want; then find out what step(s) enter into ob- 
taining the variables that apply to that calculation; then back up from that calculation, and so forth until you get to 
variables that are to be input. If you have kept good notes, you now have (in reverse order) a summary of the model 
calculations. 

Given the results from the last step, go back to pencil and paper and sketch an outline of the type of report you 
would like to see that includes all of the variables to be entered into the calculations — usually with the variables 
toward the top, intermediate calculation steps and results below, and the final result at the bottom. You now have 
the logic of the model on paper along with at least one report format. 

NOW TURN ON THE COMPUTER! 

That's right, to this point you have not (or should not have) used the computer! Until you know what you want to 
do in outline form the computer will only get in the way. There is no program yet on the market in the micro- 
computer field that will really act like a scratch pad — although some are closer than others. 

From here on, the way you proceed is largely program-dependent. In general, you would enter the model logic in 
some form; either on a spreadsheet (like VISICALC) or in a logic file (like most others). Then you would enter data 
and the program would use the logic of the model to manipulate the data and come up with an answer. Note that 
this is just an answer, not necessarily the right answer or the answer that you want. Everything depends on the logic 
and assumptions that went into building the model. 

Given this, the program now should give you options for output — either in report form or graphics form (or 
both). 

Now comes the fun. Using the model and data already entered,you should be able to do sensitivity analyses by 
varying one variable at a time to see how the answer changes in response. In this way you can see which of the 
variables has the most control over the model. Chances are, in the real world, this variable will be the one you have 
to watch. 

That's the essence of model building and use in today’s Apple environment. Who knows what the future will 
bring? Many programs exist which are structured to work in the way described above — most of them oriented 
toward the financial model. The real differences lie in the versatility of handling the model and data, along with the 
ease of entry and manipulation of those items. Use the data that results to narrow down your choice and then ask to 
use the software before making a purchase. You are the one who is going to have to be satisfied. 

As a parting caution, remember one important point. Models are only a representation of reality and are only as 
good as YOUR modeling data and parameters. If you are not familiar with the calculations that go into the type of 
model you want to create, have someone who is do it for you. Unlike game programs, these system models demand 
that you know what you are doing going in. There are very few other types of programs where the maxim “garbage 
in, garbage out” applies more directly 
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VISICALC 3.3 Department: Business 


Company: Personal Software Sugg. Retail: $150.00 

Language: Applesoft/Assembly Availability: 9 

Hardware Requirements: 32K Disk Apple ll, Apple ll + Disk or Tape: Disk* 

EASE OF USE 95 DOCUMENTATION 95 RELIABILITY 95 

VENDOR SUPPORT 30 PRICE/USEFULNESS RATIO 100 ERROR HANDLING 95 
VISUAL APPEAL 95 


VISICALC 3.3 is an enhanced version of the original program. With its 17 new commands, it’s compatibility with 
DOS 3.3, and its implementation of its Data Interchange Format for use in the other “VISI-” products, it is the most 
advanced VISICALC available on any micro. As with the previous version, it takes advantage of the extra memory 
available on the language card or other 16K memory boards. However, this revised version takes some 10K more 
space in the computer. If your existing models running under the old version come close to filling the electronic 
sheet, they probably will NOT run under the new version without a 16K card. 

Let's assume that you're in marketing and do financial modeling, or you're a businessman or accountant and need 
a quick accounting statement or cost analysis.study considering the effects of variable interest rates, or you're an 
engineer who needs to do repetitive formula calculations. If so, then VISICALC is not merely a useful program for 
you, but a “must have” program. This program, which won an award as the single piece of software that most in- 
fluenced the growth of the micro computer industry, is literally “The program worth buying a computer for.” 

Briefly, VISICALC is an electronic worksheet. It employs up to 63 columns and 254 rows to work with. You may 
create any format you wish within these parameters and perform whatever calculation or manipulation of figures 
you find desirable. Quite literally, any problem that can be solved by using a calculator or pencil and paper can be 
done by VISICALC better and much, much faster. 

Any position on the VISICALC worksheet can be defined as a label, value or formula. More importantly, any for- 
mula can relate to any other positions, or combination of positions on the sheet. Whenever any position’s, value 
changes, all other items that depend on that value change automatically without any action on the user's part. For 
example, if one were doing business forecasting and one wanted to increase sales 10% per month, by taking the sales 
value of the first month at, say, position B1 and simply defining the new month’s sales at position Cl as “Bl * 1.1”, 
the Cl value for the 2nd month sales would be instantly calculated. VISICALC fortunately has a series of com- 
mands, like “replicate”, which would enable the user to easily create rows or columns of repetitious values or for- 
mulas even if each calculation is related to the previous formulas in previous rows or columns. 

VISICALC features a complete set of arithmetic operations (+, —, x, +) and exponentiation; financial func- 
tions, such as Net Present Value, Sum, Avg., Min., Max.; and table lookup, plus trigonometric functions. It has add- 
ed a number of Boolean logic functions for its command structure, such as TRUE, FALSE, NOT, AND, OR, and IF. 
Additionally, the CHOOSE command allows the selection of a particular element within a list, based on the result of 
another calculation. 

Other commands allow the user to fix titles while they scroll the locations in the table, or split the screen in sec- 
tions so that they can see only the portions of the table that they are currently using. Values can be formatted in 
dollars and cents, scientific or integer numbers, and flush right or left. A new editing feature allows you to edit for- 
mulas without bothering to retype them from scratch. 

Files can be saved to a disk for later retrieval. Files were generally stored as formulas for the calculations on the 
electronic worksheet; now one can also store the data in Data Interchange Format (DIF) for use in VISIPLOT, 
VISITREND and VISITERM programs. Full compatibility with all line printers is featured. The system allows 
commands that will suppress or add line feeds and adjust the column width. One simply decides which section of the 
worksheet is to be printed, places the cursor at the top left, indicate the bottom right of the block, then prints. Large 
worksheets will have to be printed in sections. Either the calculations or the formulas can be sent to the line printer. 

The documentation has been improved. Its manual has a good tutorial for users who have absolutely no ex- 
perience in programming. It takes between one and two hours to master. The tutorial is basically the same as the old 
manual and has more screen examples but does not cover the new commands. However, a new section, called the 
command reference section (90 pages), has very good explanations and some examples of each command. Best of all, 
Personal Software finally has included a superbly organized chart of all the commands for handy reference. They 
have also revised their foldout reference card. 

In summation, VISICALC 3.3 is a uniquely versatile product for a wide variety of uses and users. Personal Soft- 
ware has provided retail stores with an excellent demo of VISICALC’s capabilities. It would be well worth one’s 
time to check it out. 
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VISITREND [with VISIPLOT] Department: Business 

Company: Personal Software Sugg. Retail: $249.95 

Language: Applesoft Availability: 7 

Hardware Requirements: Apple ll or |l+ with 48K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 88 RELIABILITY 90 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL N/A 


VISITREND is effectively an extension of the VISIPLOT program; consequently, the two are marketed in a com- 
bined package. (Refer to the review of VISIPLOT elsewhere in this copy of THE BOOK.) 

Using VISITREND, you may perform the following operations on a data series: 

1) Data smoothing using moving averages, percent of change, leading, lagging, and cumulative functions. 

2) Data transformation using sums, loss, or any other mathematical or logical transform. 

3) Linear multiple regression (least squares). 

4) Trendline forecasting of raw, smoothed, or transformed data. 

5) Major multiple regression statistical measures including the T-statistic, R-bar squared, F-statistic, and the Durbin- 

Watson statistic. 

6) Other statistical measures such as minimum, maximum, mean, variance, standard deviation, and correlation 

coefficient. 

Assuming you have loaded your series into memory from the VISIPLOT main menu, entry into VISITREND requires 
only four keystrokes (right arrow, space bar, return, and Y to confirm). The menu within VISITREND follows the same 
outstanding format as the parent program. 

One important thing to note is that memory for data storage is limited. VISITREND creates a new series with many of 
its functions. Filling memory is rather easy. Use the “lookup” feature to check memory often. 

Once a series is created and displayed, you may print the data. The same complaint is noted here as with VISIPLOT; 
you may only print what is on the screen. There is no way to print the entire series as a unit. 

After the series is created, the “analyze” function will perform a statistical analysis and display the results. This is 
copacetic as far as it goes. Unfortunately, to save the results, you must copy them down or print them. There is no way to 
save them to disk for use by other programs (like “Visicalc”). It would seem that the results could be placed into the DIF 
file for transfer and use by other programs. 

Regression calculations may be performed on the raw data or on transformed data. Be patient during this period. 
Calculations may take up to a minute depending on the number of data points. Again, you must print or copy the results 
in order to save them. 

From the regression function you are able to create a forecast as a linear extrapolation of the analysis. 

The moving average and smoothing functions can provide useful information from noisy data, but you should know 
what you are doing. The program will do what you tell it to, but cannot evaluate the adequacy or usefulness. Remember 
the maxim which states that statistics are a great way to fool oneself. 

A unique part of the VISITERM program is its ability to transform data. This “xform” function lets you write your own 
formula (limited to 80 characters) using all Applesoft operators and functions. When using a basic function, you are 
allowed to insert a series name as the value the function which it operates on. For example, LOG (SERIES NAME) 
creates a new series with each data point being the natural logarithm of the original series. Take care that you follow the 
instructions when inserting the series name. If done incorrectly, an error results. 

VISITREND is a useful addition to the VISIPLOT program which could be made more useful by the ability to save the 
results for use by other programs. You must know what you are doing. There is an old saying that statistics don’t lie, but 
liars use statistics, in addition to the capability of bamboozling yourself, as mentioned above. 
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Here a VISI —, There a VISI —,--- 


It seems that everywhere you turn these days another VISIISOMETHING program shows up. True to their pro- 
mise, Personal Software has springboarded off of its initial success with VISICALC and CCA DMS in an attempt to 
capture the bulk of the small business market. To date, the following programs have appeared: 


VISICALC An updated version of the original. 
VISIDEX A keyword retrieval information management system. 
VISIPLOT A plotting program using time series data. 
VISITERM A communications terminal program. 
VISITREND A statistical package for use with VISIPLOT. 

and non-VISI mavericks of the group: 
CCA DMS A data base management system. 


(Why not VISIDMS?) 
DESKTOP/PLAN-II A printer-oriented planning package. 
(Why not VISIPLAN?) 


Individual reviews of each of these appear in this and other editions of THE BOOK. This article will comment on 
how well Personal Software has integrated these programs into a comprehensive business package. The question is: 
If you wanted a complete, easy-to-use set of business software, would you get if for the $----- you would pay for all of 
the above? 

First, let’s answer a more basic question. What does a small business need? Needs differ, but in general the first 
priority would probably be some form of record keeping capability that has the ability to perform basic inventory, 
billing, and ordering functions. The need for data for both historical needs and planning is universal. 

The second priority need would probably fall within the planning and forecasting area. Your requirements. here 
will revolve around the type of business you have (product or service), the size of the business, and, to some extent, 
your educational background. Planning and forecasting are not preprogrammed functions and a businessperson 
with some formal business education is more likely to make full use of these kinds of programs. 

Finally, we come to the need for communications. Most businesses today do not need the ability to hook up to cen- 
tral computers and data bases; but, as these central data bases grow, there will be a future need to do so. In fact, 
real-time banking, ordering, and billing will probably increase their priorities for centralized computing resources 
in the future. 

To recap, then, the business package should keep accurate and complete records, take care of ordering, billing, 
and inventory, combined with planning and forecasting, and be able to communicate with universal data bases or 
computer networks. We are now in a position to see how well Personal Software has done when rated against those 
needs. 
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Accuracy, Completeness, and Manipulation of Data. 


Accuracy is not a major concern with computers. Data will be as accurate as your input under the universal rule, 
GIGO (garbage in - garbage out). Completeness is a matter of interpretation. In general, all data management with 
Personal Software programs should be performed with the CCA DMS data base management system. The VISIDEX 
system is also advertised as a data base system, but it is not really suitable for the general tasks required of a business 
accounting system since its output is not flexible. 


The CCA DMS program is generally flexible enough to handle almost any task relating to data management. This 
reviewer does find it somewhat cumbersome to use, however, and therefore prefers other programs. The one advan- 
tage that this Personal Software program has over others is its ability to create DIF files for transfer of information 
from the master data base to other support programs. 

Ordering, billing, and inventory can be accommodated with the CCA DMS program if you take the time to 
generate the proper data entry requirements and report outputs. 


Planning and Forecasting 


Most of the Personal Software programs revolve around this function. VISICALC, VISIPLOT, VISITREND, and 
DESKTOP/PLAN-II all perform some sort of planning or forecasting function. 

The planning capabilities of both VISICALC AND DESKTOP/PLAN-II are well known and won’t be repeated 
here. The newcomers are the VISIPLOT and associated VISITREND. These take data, mostly as a time series, and 
either graphically display it or perform some standard statistical analyses. 

All of these capabilities are useful in some form. You have to decide which is most useful for you. Graphical 
displays are useful for both seeing relationships and selling ideas. Statistics tend to lend authenticity to intuitive or 
visual conclusions. 

The ability to transfer data between these programs is of particular interest. You are able to use VISICALC to 
develop a series, transfer it to VISIPLOT for graphical analysis, and use it with VISITREND to perform statistical 
analysis. This is marred only by the inability to transfer the results of the statistical analysis back to VISICALC for 
reporting. You must print them and reenter manually. 


Communications. 


VISITERM is the Personal Software entry into the terminal emulation market. In many ways, VISITERM is an 
excellent program. It supports virtually any data communications protocol and connection available and has many 
other useful features. 

Two problems exist for any communications effort: slow data transfer‘and non-existent standards for data for- 
mats. No software vendor can resolve the first problem; the second problem simply means that a great deal of data 
formatting flexibility must be available through the software. Personal Software has done fairly well. 


General Comments. 


On a scale of 1 to 10, this reviewer would rate Personal Software an overall 8.5 for its business programs. All of the 
programs reviewed are quite complete and well done. All are quite flexible. Many will communicate with the others 
via DIF (Data Interchange Format) files. All of this comes at a price, however. In the case of the Personal Software 
programs, the price is a package that was built by different people at different times, so while there is much com- 
monality between programs, the entire package lacks the ease of use that a package built from scratch would have. 
The same functions in several of the programs might have different commands. The ability to print data in one pro- 
gram may differ from the ability to print data in another. 

Another price you pay with this package comes about because of the flexiblity built in. With many options 
available, the user must be somewhat familiar with computers and how they are programmed to be able to use the 
package to its utmost. In addition, the user should have some education in the disciplines represented by the various 
programs: information management, mathematics, business planning, financial analysis, statistics, and the struc- 
ture of data communications systems and protocols. Few business people will have all of that knowledge. Very few 
will be able to take complete advantage of the Personal Software package (or others of the same type, for that mat- 
ter). There is a budding market out there for people who do have the system knowledge to take advantage of these 
programs for business people. Expect to see systems analysis houses for small business, soon — and then expect to see 
businesses rate the systems analysis houses! 


CONTEXT CONNECTOR Department: Business 


Company: Context Management Systems Sugg. Retail: $180.00 

Language: Applesoft Availability: 6 

Hardware Requirements: Apple |i or Il + 48K, and at least one disk drive. Disk or Tape: Disk 

Supports selected communications cards. 

EASE OF USE 75 DOCUMENTATION 70 RELIABILITY 80 

VENDOR SUPPORT 90 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 75 
VISUAL APPEAL 80 


The basic purpose of the CONTEXT CONNECTOR is to allow the user to get information from other computers 
and transfer it into “Visicale” models. You can also combine results of several “Visicalc” models into a consolidated 
model. In the process, you are also allowed to format text files created in any manner (as well as those residing on 
disk as Applesoft text files) and enter these files into “Visicalc” models. This program operates on any text file — it 
does NOT have to be in the Data Interchange Format (DIF). 

With CONTEXT CONNECTOR, the “Visicale” program capabilities may be expanded greatly and used for a 
variety of very large accounting applications. You may create accounts on individual forms and then feed the results 
of these into a general ledger format. In this way, for each accounting period, summaries are produced on blank 
forms created to receive them. “What if” questions regarding the ledger may then be asked for planning purposes. 

The CONNECTOR program also comes with a communication interface for transmitting files to and receiving 
files from a remote computer. With this feature, stock reports may be obtained from The Source, stored on disk and 
then later formatted for entry into “Visicalc”. The communications interface cards supported are the Hayes 
Micromodem, the Apple Communications Card with modem, or the SSM/AIO board with modem. (See the com- 
ments below relating to this feature.) 

The CONTEXT CONNECTOR comes with either DOS 3.2.1 and DOS 3.3. Both versions are provided — one on 
either side of a disk. There is a reference card consisting of the text for each menu in the program. The final item pro- 
vided is a rather skimpy manual outlining some of the features of the program, but by no means all. 

Initial testing of the basic conversion capabilities demonstrated that the program performed as advertised. In the 
example, files provided you include the capability of transfering two lines from one “Visicalc” model and two from 
another into a third blank format. The program accomplished this simple task correctly; there is no reason to believe 
that it would not do so for larger files up to the limits of memory. 

In another test, a text file was formatted for entry into “Visicale”. Again, the test was a success, although this par- 
ticular method of generating “Visicalc” formats is quite time-consuming. The model changed was 33 lines long by 
seven columns wide, requiring some three minutes to convert. Large models will take quite a bit longer; therefore, 
this type of conversion should only be used if you can spare the time or if it is inconvenient to create DIF files for 
direct entry into “Visicalc”. 

CONTEXT recognizes the relative lack of speed in the program and has provided several suggestions on how to 
organize files and formats to increase the transfer rate. 

Problems occurred when the communications features of the program were tested. First, the program’s ability to 
handle lower case was attempted (the claim is that it will). Both the DoubleVision and the 40-column lower case 
display are supported. This reviewer uses the Videx; while attempting to fool the system, the program bombed. As a 
backup, this reviewer also has a Paymar board (which is supported). Lower case was displayed as the default mode. 
Unfortunately, this is not pointed out in the manual and there is no discussion of how to shift to upper case on either 
a single letter entry or locked-in upper case. In this mode, this reviewer was not able to log onto The Source. A suc- 
cessful log-on is accomplished only when the default setting is upper case operation only. We are told by the 
manufacturer that a new version will be coming out which will support the other 80-column boards. That should 
solve the problem noted above. 

Two other comments must be made about the communications portion of this program. The program appears to 
implement half- and full-duplex in a manner opposite to that which is correct This is because the program displays 
what actions will take place when you execute a command, not the status. (For example, if the instructions say half- 
duplex, it means if you push the key, you will switch to half-duplex, etc.) This takes some getting used to, since most 
other such displays show the status and not the option. There is a choice of line formatting: “on” or “off”. The line 
formatting feature, when on, will cause a wordwrap should the output exceed 40 characters. Finally, when an at- 
tempt to save a captured file was made, it could not be saved and was ultimately lost. There was no description of 
the error message appearing on the screen. As it turns out, the attempt to save the file was made to a second disk 
drive. The program does not now support two drives. We are told that the next version will. 

This program could ultimately be quite useful if it could be speeded up considerably (perhaps by using an Ap- 
plesoft compiler or rewriting in machine language) and if the bugs found during review testing were fixed. The 
manual could stand extensive rewrite as well. 
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Context Software Products Overview 


*ED NOTE: The following is an overview of products under development. This is not a review. For futher informa- 
tion, contact context management. 


BA — The Business Administrator is a powerful modeling, database, and executive word processing system for use 
on personal computers with less than 128K of memory. It uses a major subset of SLASH language, and stores models, 
es Sie and databases in a format totally compatible with the more powerful MBA. Key features of the BA 
include: 

* The BA appears to the user to be a large electronic document which can be used to create and analyze business 
models, databases, and correspondence. Users place their information in a document comprised of cells 
organized into columns and rows of data and formulas (correspondence and reports occupy large cells). 

¢ Users control how they work with their documents by switching between three contexts: spreadsheet modeling, 
igi databases, and executive word-processing. Users may switch from one to another with only three 

eystrokes. 

¢ Spreadsheet modeling — Similar to “Visicalc” and “Supercalc”, but with several important improvements. 

¢ Executive word-processing — provides a basic set of commands (less than 10) to allow users to compose and 
edit routine correspondence and business proposals or reports quickly. Unique to BA's word-processing context 
is the ability to include data as text format tables extracted from adjacent cells in the electronic document on 
which the user is composing a report. Any changes to table data will automatically update the text format 
table. 

¢ Relational database support — all BA documents (models, word-processing, and databases) are stored in Con- 
text’s proprietary relational database format. This allows information created in any context to be used in sort 
models, user databases in models and user model data (as text format tables in reports/letters). Users wishing to 
write their own programs in Pascal can use powerful data access commands to speed development. 

MBA — The Master of Business Administration package provides a complete foundation for a comprehensive deci- 
sion support system. The MBA combines modeling, relational database, executive word-processing, business 
graphics, and data communication capabilities in a single system. The MBA has been designed to take advantage of 
the computing and storage power of second-generation personal computers such as the IBM Personal Computer. 

Context’s proprietary SLASH language contains a simple set of commands to control the MBA. A 3-keystroke con- 
text switching capability means users only need to learn a few commands; what the commands do depends on the 
context within which they are used. 

The MBA does everything the BA does, plus: 

e Interactive graphics — Users may format any cell in a model as a graphic cell (/FG). A formula in the cell 
specifies what data are to be graphed and in what way. As data are recalculated, the graph changes 
automatically. Users may specify as many graphs as will fit on their display to see, literally, side-by-side com- 
parisons of different data or graph types. 

¢ Data communications — The telecommunications context (/FT) allows users to dial remote computers and 
engage in a time-sharing session. During the session, data may be received, automatically edited, and stored in 
specified cells in the current document, or data in specified areas of the document may be sent to the remote 
computer. 

DOCUDOC — The document documentor provides a hard-copy analysis of a user's electronic document. A cross- 
reference listing shows which cells are referenced by formulas in other cells. A “map” of the document prints out a 
grid of cells showing constant data and formulas in each cell. DOCUDOC supports the BA and the MBA products. 

ADVANCED GRAPHICS — Adds 3-dimensional graphics, zoom in/out, animation, and slide-show capabilities 
to the MBA product. Three-dimensional graphics would most likely be limited to histograms and scatter plots (sur- 
faces). Users may select from several plotters and graphic printers for hard-copy of their graphs and, for some 
printers, may scale graphs for inclusion in their typed reports. Ease of use derives from being able to use data in adja- 
cent cells (in the same manner as when defining business models) and a comprehensive set of menus and prompts. 
Built-in statistical routines enable users to plot trend lines and regression curves and data. 

REPORT GENERATOR — Adds “forms” capability to database display functions in BA and MBA (forms allow 
formatted display and printing of database records, generally one record at a time). A unique feature of Context’s 
forms systems is the ability to lay out and edit a form using sample data ... users simply move the data around the 
screen until it looks right. In addition, users may specify simple tabulation using sorted control data in the file. 
Report generator commands may be stored for repeated use. 

DATAGLOBE -— The global data access capability teaches the MBA how to translate users’ SLASH data access 
commands into command sequences that database systems on remote computers understand. Users will be able to 
query different kinds of databases without needing to learn and remember the different commands each uses. 
DATAGLOBE will merely require that the user establish contact (i.e., “sign on”) with the remote computer, enter 
the name of the database desired, then enter the database commands just as if using the MBA's relational database 
capabilities. DATAGLOBE will translate the commands and create, update, retrieve, and store data on the remote 
system automatically (if the user is authorized for that type of access). 
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AUTHOR — Context’s professional word processing package supplements commands available in the BA and the 
MBA packages. Author provides comprehensive text formatting capabilities and such finished document features as 
proportional spacing (for certain printers), italics, key word indexing, automatic headers, footers and page number, 
and left/right page margin offsets. 

DYNAMIC THESAURUS ~— Provides user “authors” who are stuck for a fresh synonym with 10,000 useful alter- 
native words. Users may request synonyms while creating or editing documents in the word processing context 
(/CW). The package also allows users to add their own words to the thesaurus. 

WORKGROUP SUPPORT — Provides software to support Corvus, Nestar and Ethernet local networks. Key 
capabilities include sharing databases between personal computers on the network, personal calendars, electronic 
mail, and “spooled” printer output. 

DESKTOP CALCULATOR — Adds a calculator context (/CC) to the MBA package. The calculator uses a display 
format similar to a paper tape with selectable hard-copy of calculations on request. In addition to the basic four 
functions, the DESKTOP CALCULATOR permits labeled entries and supports financial, scientific and statistical 
calculations. 

APPOINTMENTS CALENDAR — Creates a perpetual calendar with time slots for scheduling appointments. If 
the user's computer has a calendar/clock, the package creates a “to-do” list containing imminent appointments. The 
package is accessible to the “Workgroup Support Package” for public reading (if the user wishes). 

TRAINABLE MBA — Permits the MBA to record or log successful command sequences. These can then be saved 
and invoked in the future with a single command. This package will be useful to people who repeat complex sets of 
database or model updates and wish to avoid having to retype the same commands over and over. Exits for variable 
input are provided. 


DESKTOP /PLAN-II Department: Business 
Company: Personal Software Sugg. Retail: $199 
Language: Applesoft Availability: 7 
Hardware Requirements: Apple llor ll + with 32K min. Disk or Tape: Disk* 
At least one disk. Printer recommended. 16 sector disc. 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 90 

VISUAL APPEAL N/A 


DESKTOP/PLAN-I1 is a significant improvement over the original version. While it was quite useful for planning 
purposes, the original version was difficult and time-consuming to use. Each entry took quite a bit of time and the 
entry system was prone to potential human error. 

DESKTOP/PLAN-II eliminates many of these deficiencies with a menu-driven system that is quite complete and 
easy to use. As just one example, in the original system, values were entered into each row/column intersection by 
first specifying the row number and then the column number. Finally, you had to type END to signify that you 
wanted a new row. In this update, you are presented with a screen with blocks of data. You are able, with simple 
keystrokes, to move the cursor through the entry format and enter data wherever you want. One more simple 
keystroke and you have completed the entry routine. The beauty of this is your ability to see not only what you are 
entering, but several rows and columns around what you are entering. This helps greatly in eliminating the potential 
for human error. 

The same type of display is available to the user following computations with DESKTOP/PLAN-II. Your printer is 
no longer needed to read the reports (although a printed report is still the main output desired by most who would 
use this program). The key is that now you can observe the results to see if they are reasonable before committing 
then to paper. If not, a few changed entries later you can recompute the results and see them again. 

But that’s not all. In addition to the much improved data entry scheme, you get new functions for the added $100. 
Now it is possible to convert a limited number of “Visicalc” files to work with DESKTOP/PLAN-II. In order to do so, 
however, you must follow several explict rules. If you do not, the transfer does not take place. Also added is a 
graphing capability built into DESKTOP/PLAN-II and the capability to build files that can be read by “Appleplot”. 

The internal graphing capability built into DESKTOP/PLAN-II is quite useful and flexible. Line charts or bar 
charts are available with two variables plotted. The graphs are quickly drawn and nicely fill the page. You have the 
opportunity to print to an Apple Silentype printer or to store the graph as a picture on disc for later printing using 
another program (assuming your printer can accept graphics). 

The documentation with the original version was good; with this update version, the documentation is excellent. 

The discs are provided with the package. The discs cannot be copied with commercial copy programs. Should you 
require a replacement disc, there is a $20 fee. 

A key question that is left unanswered is the ability to update models produced on the original version to a form 
that can be read by this new version. The manual makes no reference to this (a major shortcoming). This reviewer 
did not have any models handy to experiment on so no resolution can be offered. 


TREND-SPOTTER Department: Business 


Company: Software Resources Sugg. Retail: $275.00 

Language: Applesoft Availability: 5 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 85 


TREND-SPOTTER, the forecasting tool for management by Software Resources, Inc., is a program which uses a 
powerful personalized data base with computer graphic data displays combined with statistical information. The 
program is written for an Apple II with 48K and Applesoft in ROM. It will run with one or two disk drives with or 
without a printer. A printer with graphics capability is handy if hardcopy of the charts is desired. The program con- 
sists of one disk with two main programs in it. A second disk (supplied by the user) is needed for the data. The pro- 
gram will boot in DOS 3.3 and the data disk must be initialized in DOS 3.3, also. When the disk is booted the pro- 
gram looks to see if one or two disk drives is present. If only one is found, then the initialized data disk has to be put 
into drive one when prompted to do so by the program. 

The two programs are called DATABASE and DISPLAY. The database is used to enter the raw data and store it 
on the data disk. This data can be edited and modified and also updated on a regular basis. Many different types of 
data can be stored in a monthly, quarterly, yearly, general time-series input which is data that is expressed in terms 
.of an amount that changes with time. All types of business data can be projected for the future if the present and past 
data are input into the data tables. The main part of the program is the “DISPLAY”, which is really the heart of the 
TREND-SPOTTER. This provides the means of getting the information from the data files and presents it on the 
screen in a very large variety of graphic formats which can be changed by the statistical programs in the “display” 
program. The display portion is command-driven in plain English language. 

The documentation which comes with the program is very extensive and takes the user step by step through every 
phase of data input to graphing in every available form and changing formats, mathematical calculations, 
forecasting, saving to disk, and many others. The Database menu consists of the following: 


1. UPDATE FILE (& STATS) 

2. CREATE A NEW FILE 

3. EDIT AN OLD FILE 

4. DELETE AN OLD FILE 

5. HARDCOPY FILE CONTENTS 

6. DIRECTORY OF FILES 

7. GOTO DISPLAY PROGRAM 

8. SAVE DIF FILE 

9. LOAD DIF FILE 

The DISPLAY program is driven by the following commands, which are called Graphing commands: 

BARGRAPH LINEGRAPH SCATTERGRAPH 
AREAGRAPH LBARGRAPH 
Graph control commands: 
CLEAR NEW COLOR 
HIGH LOW HORIZONTAL 
STARTING DATE TITLE UNITS TITLE 
MARKERS 
Statistical commands: 
SMOOTH MOVING TREND 
ARITHMETIC CONSTANT BASELINE 
INFLATION DIFFERENTIATE SUMMATION 
LEAD LAG PERIOD 
Miscellaneous commands: 
LOAD SAVE 


All these commands are input only by typing the first three letters of each command, as that is what the computer 
recognizes. 

The graphic capabilities of this program are easy to use and can be varied in many different ways — Bar graphs, 
Side by side graphs, Line graphs, Scatter graphs, Area graphs and any combination of any of the graphs. 

This is a very comprehensive and excellent program for many uses such as business forecasting, plotting sales 
trends, stock markets trends, moving averages and many other features too numerous to mention. Two additional 
features included are the ability to interface TREND-SPOTTER to “Visicalc” through the database program and the 
command which permits direct printing of a graph on a Silentype printer from the display program as the module 
accesses the Silentype automatically. 


TARGET PLANNER Department: Business 


Company: Advanced Management Strategies, Inc. Sugg. Retail: $225 

Language: CP/M Availability: 3 

Hardware Requirements: Apple ll or |i + with two disc drives (two required). Disk or Tape: Disk 

16K card and printer are useful. 80 column card not required. 

EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 80 

VENDOR SUPPORT 82 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL N/A 


TARGET PLANNER falls into the category of business planning programs like “Desktop Plan” and “Visicalc”. 
Like the others, the program takes data and formulas and combines these together according to set rules to obtain an 
output. The planner may then change the input parameters and recalculate the model to observe changes that may 
take place. 

Of the planning programs, TARGET PLANNER compares most closely with “Desktop/Plan-II” (see review 
elsewhere). The two programs are very similar in execution. Differences lie in the ease with which certain operations 
may be performed. The major difference lies in data entry and speed of execution. In general, “Desktop/Plan-II” has 
the better data entry format since data is entered directly into the planning form. With TARGET PLANNER, you 
must create a program with your formulae and data entered in the correct locations. At times, this program will 
become rather complicated; identifying a particular piece of data in the midst of the program may be difficult, 
especially if you are looking to change one number in the middle of a string of the same numbers. 

Where TARGET PLANNER outshines “Desktop/Plan-II” is in the entering of calculation rules. Because you ac- 
tually write a program, the formulae and all connecting logic is laid out before you for easy modification. This is of 
particular value when you have rather complicated formulae involving logic (», «, »=, «=, etc.). With 
“Desktop/Plan-II” you have to alter the program itself to obtain these types of logical operations; with TARGET 
PLANNER, you only have to insert them into the flow of the program that you have created to perform the 
necessary calculations. The programs that are necessary are not difficult to create, with step-by-step instructions 
which are included with TARGET PLANNER. 

The documentation supplied is quite complete although at times you have to reread sections to completely under- 
stand it. Your best bet is to follow along with the computer at your side and actually do the examples as they are 
listed to get a feel for the program. Be somewhat careful of the examples, however; some have typos in them that are 
relatively easy to spot, but could lead you astray if followed to the letter. 

TARGET PLANNER has the unusual hardware feature of requiring two disk drives. It will not run with just one. 
The program also has a quirk that is peculiar to the Apple II configuration — it only displays 40 characters on the 
screen at any given time, even with an 80-column board. It should not be difficult to query the system or the user to 
see if an 80-column board is in place and expand the display to fit. 

It is possible to change the basic configuration of the model you create within limits. Columns may be added to or 
deleted from the end of the model only. Rows may be added or deleted anywhere in the model. 

When creating the model, you have the capability of switching the display from the program you are creating to a 
spreadsheet showing the results of what you are doing (only the format is shown; calculations come later). This is 
useful; however, be advised that the part of the model being displayed on one screen may not correspond with the 
spreadsheet you will see on the other screen as you flip back and forth. Some cursor movement may have to be input 
to line them up. This is tedious and should be fixed. 

Some care must be exercised in the use of TARGET PLANNER for large numbers. The program performs calcula- 
tions using up to seven significant digits only. It is not really meant for engineering calculations and models, only 
financial or related models. Note also that when using conditional statements in your program, conditions which ap- 
pear true may sometimes fail. This is due to rounding and should be taken into consideration if one is dealing with 
very small numbers. 

Both TARGET PLANNER and “Desktop/Planner-II” are similar in execution. One should consider carefully both 
before making a choice. It is obvious that the author of the TARGET PLANNER recognized that his program was 
similar to both “Desktop Plan” and “Visicalc”, since one of the sample models presented in the rear of the manual is a 
project analysis for Busytalc - a division of Impersonal Products. 
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MICRO DSS /F (Decision Support System/Finance] Department: Business 


Company: Addison-Wesley Publishing Co. Sugg. Retail: $1,500. 

Language: Apple Pascal Availability: 3 

Hardware Requirements: Apple ll or ll + with Pascal Disk or Tape: Disk with special 

Language System. Two disks are required. hardware protection 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL N/A 


The DSS/F is a complete financial planning package that was originally released overseas. DSS/F started as “Rus- 
ty’s Computing System”, named after its programmer, Mr. Rusty Luhring. When the program was released in the 
United States, it beeame MICRO DSS/F for Microcomputer Decision Support System/Financial. The name implies 
that there will be planning modules in the future for other areas (the manual points out that these will be in the areas 
of project management, personnel, and forecasting). 

The first feature that strikes you about the program is its unique protection system. You are free to copy the soft- 
ware as many times as you want for backup purposes, but you will only be able to run that software on one par- 
ticular machine. With the program, you are provided a slide changer remote control mechanism with a 16 pin plug 
on the end of the cable. This outfit must plug into the game socket in the Apple computer. The device serves two pur- 
poses: (1) it changes “slides” during the slide show feature and (2) it has an embedded ROM in the slotted end that 
contains the protection device. Periodically, the program checks for the presence of this ROM and its accuracy. If 
the ROM is absent, the program will abort. This type of hardware protection would appear to be very difficult to 
duplicate (and more costly); thus, you might expect to see it more often in the future. 

The program is written using the Apple Pascal language system; therefore, you must have that system in order to 
make it work. Two disk drives are mandatory when running this program; having three would not hurt. An 
80-column board and printer capable of printing 132 columns are also helpful for taking full advantage of the pro- 
gram features. 

The DSS/F program is a financial planning package 4 la “Visicalc”, “Target Planner”, and “Desktop-Plan/II”. It is 
primarily a combination of the latter two, with extended capability that directly applies to the business situation. It 
is these add-ons that make the program much more useful (and expensive). 

When using this program, you are required to create a model and then write a “program” that describes that 
model. The program describes the logic of the model, while relating each variable or constant in the model to all of 
the others much like the other planning programs. You are required to do all the work, but that also gives you the re- 
quired flexibility to do whatever you want. 

Once the logic file is checked-out and compiled, a data file is created and validated, after which calculations may 
be performed. All of these steps take place relatively rapidly once the logic and data files are produced. At this point, 
you have several options. You may view the data on the screen in essentially any format you want. While in the 
display mode, you may change input data and then perform “what if” exercises. As many changes as you desire can 
be accommodated, with the results displayed on the screen. 

You may also output to the printer. All you have to do is generate a report format file and run the program with 
the file as output. “What if” cases are performed as easy as changing the data file and rerunning the calculations. 
Several format files and data files may reside concurrently on disk for ease of changing either the logic, the data, or 
the output format. There is also an option for “quick printing” results without the need for creating a report format. 
This allows you to “draft” your model and then format it exactly the way you want it with the report format. This is 
a time-saver when building a model for the first time. 

Graphics are also included by the planning package. Pie charts, bar charts, stacked bar charts, and line drawings 
are supported. Any of these may be displayed directly from a save computation file or programmed via output file 
specifications. These graphs and others you may create by hand may be saved to disk as pictures that may be recalled 
sequentially in the form of a slide show — rather effective for business presentations, since either text or graphics (or 
both) may be located on a slide. Seventeen pictures are allowed per disk. Display is advanced either forward or 
backward (just like a slide projector) via the remote control that is attached to the game port. The only problem that 
this reviewer had with this feature was an inability to stop the show! The instructions provided said to use the “ESC” 
key, but that did nothing. 

Up to this point (with the exception of the slide show), the program would seem to do the same things as some 
combination of “Desktop-Plan/II” and “Target Planner”. Thus, what are the enhancements? 

Enhancements include the use of financial functions among the stable of functions that can be called upon in the 
logic. There are several: discounted cash flow (involving net present value, internal rate of return, and payback 
time); depreciation (involving straight-line, declining balance, or sum of the years’ digits); loan amortization (in- 
cluding interest paid per period, principal paid, remaining balance, and total payment); and tax calculations (to in- 


clude tax loss carry forward and lookup table for finding the appropriate bracket and rate). The net present value 
computations will discount a row of numbers at a constant rate or at rates you specify to arrive at the NPV. A 
perpetual cash flow stream is also supported, as are calculations that give the NPV of a given stream of values for 
several streams of discount rates. The results of these multiple calculations may then be used to make financial deci- 
sions by using greater than, equal, or less than comparisons with some decision variable. 

Internal rate of return is computed in a similar fashion. Either a given cash flow will be used or the function can 
assume an infinite cash flow. The payback function computes the payback period for a cash flow stream. No 
payback is indicated. 

The depreciation function allows either straight-line or declining-balance depreciation. Residual value may be 
specified and the half-year convention may be taken into account. You also have the option of switching over to 
straight-line or sum of years’ when declining balance crosses over. If several dollar amounts must be depreciated, 
starting in multiple periods, the total depreciation is returned. If you want to use the sum of the years’ digits 
depreciation, that capability is also provided in function form. 

Four functions are provided to perform the loan amortization function: interest, principal, balance, and pay- 
ment. Each of these performs the necessary calculations (given the input data), producing the data for the report as 
you specify. : 

The tax loss carry-forward function computes the amount of loss fowarded year by year for use which can be ap- 
plied to the profit and loss figures as displayed in a row on the screen. 

When building the models, all the standard arithmetic functions are supported. In addition, you are able to shift 
numbers right or left for moving the calculation into another period. You may also allocate annual figures across 
months. Accumulation of value is supported, as well as total values. 

The program will handle both simultaneous equations and matrix operations. You must identify these situations 
to the program; simultaneous equations are not automatically detected. The matrix operations include addition, 
subtraction, multiplication, and division and operate between the work area and a file. Care must be taken to make 
certain that there are the same number of elements (rows and columns) in the file as there are in the work area. 

In addition to the standard report features, the DSS/F program supports automatic consolidation wherein 
elements of a financial picture may be reported individually and then combined into a composite picture. Selected 
rows and columns retrieved from a report are available for “quick looks” during “what-if” gaming. An interesting 
addition to the report generation feature is the ability to swap rows for columns and vice versa. 

At this point, you might be telling yourself that all this sounds good, at which point you may ask if the system is 
worth the $1,500 cost. The answer to that question depends upon the use to which you will put the package. If all 
you want to do is plan the household budget, you probably won't want this program, unless you have a desire to own 
an expensive toy. If you have a serious application for financial modeling, then this program could well pay for itself 
in a rather short time. As a comparison, consider the use of MODEL] on the “Source” in non-prime time hours (truly 
a conservative comparison). Assuming the conservative figure of 15 hours per week at the current connect time rate 
of $4.25 per hour, the $1,500 investment will have been recovered in just under six months (24 weeks). At the prime 
time rate, recovery is quite a bit shorter. 

The DSS/F manual is sufficient to run the program. There are not too many examples, but the commands and 
how to use them are adequately described. The program took some time to learn; however, once learned, it was 
fairly easy to use. 

The DSS/F is an excellent program. It has been field-tested for a couple of years now before being released to the 
public. If you have a need for a sophisticated financial planning package, DSS/F is a good choice. 


GENERAL BUSINESS 


HOW TO CHOOSE BUSINESS SOFTWARE 


The first priority to consider when choosing business or professional software is to do your 
homework. This necessitates that you sit down and carefully evaluate your requirements before 
visiting your local computer store and/or calling on software houses. If you are looking for general 
accounting software, some questions you might ask yourself might be: 

(1) Ina general ledger system, how many chart-of-accounts must I have? 

(2) How many transactions a month are necessary? 

(3) If you need billing, does the program generate invoices as well as statements? 

(4) How many invoices or statements do you produce in a month? How many a year from now? 

(5) How many checks do you write per month (Accounts Payable)? 

(6) Ifa payroll package is required — does the program handle state and local taxes? How many 
employees? Maximum number of deductions? Voided checks handling? Print modification 
allowable for pre-formatted checks? 

This is just a very rough idea of the preparation you should do in understanding your own 
needs. And, unless you do analyze and comprehend your requirements, you have very little 
chance of selecting the appropriate software for your needs. 

The next step is visit your local computer store and ask questions based on the homework that 
you've done. If by chance your local store does not carry any of the major brands or cannot 
reasonably answer your questions, do yourself a favor and go to another store. If they can’t help 
you before the sale, how much support do you think you will get after the sale? 

Assuming that your local dealer has recommended a program to fit your needs, take a look at 
the manual — is it easy to follow? Are the instructions clear? ° 

One highly recommended task to perform before actually making your purchase is to call the 
company that publishes the software in which you are interested. As you may know, there are 
some software companies that cannot be reached by phone. That augurs well for support, doesn’t 
it? When you call the company, ask a couple of questions that may not have been covered in your 
visit to the dealer. Ask about their back-up disk policy. Find out about updates. Most important- 
ly, find out who to talk to should you have a problem your dealer can’t solve. Remember, no mat- 
ter how good the package might look to you superficially, it’s worthless unless it is supported. 

Remember, however, as an end user of a product, you also have certain responsibilities. Before 
complaining to a software vendor about a problem, be sure that the problem is not your lack of 
familiarity with your equipment. Be sure that you have read your Apple manuals and know how 
to use your machine, how to initialize disks, make copies, and operate your printer. Also, read 
thoroughly the manual that accompanies the software that you’ve purchased. If you do have a 
problem, remember to write down exactly what you were doing when the problem occurred, as 
well as any error message that might have appeared on your screen. Lastly, always make disk or 
tape copies of your data. If something happens and you have to re-do a lot of information because 
you have no back-up copy, it’s back to the drawing board as a part of your responsibility in 
assuming that Murphy’s Law (“If anything can go wrong, it will.”) is a myth. 


31 


INFOTORY Department: Business 


Company: S.S.R. Corp. Sugg. Retail: $295.00 

Language: Applesoft Availability: 5 

Hardware Requirements: 48K, 2 Disk Drive & Printer Disk or Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 83 

VENDOR SUPPORT 83 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 83 
VISUAL APPEAL 85 


INFOTORY, an Inventory Management System by S.S.R. Corp. of Rochester New York, is a complete system for 
keeping track of purchase orders and inventory for a business which does not have more than 9999 items of one type 
in its inventory. An Apple II or Apple II Plus with 48K and Applesoft in Rom is needed with two disk drives. A 
printer which allows 80 columns on 9.5 x 11 inch paper with 66 lines per page is necessary for all reports. There is no 
way to change these requirements, as the Program Disk is copy protected. The printer card can be either a serial or 
parallel interface version and the DOS controller card can be 3.3 or 3.2.1. If a 3.3 DOS edition is used, the program 
can handle about 1200 inventory items; otherwise, only 1000 can be used. 

The Package comes with two Disks: one a program disk and the other a Data disk with a sample inventory pro- 
gram on it. The documentation is quite extensive and supplies all information necessary to get the system up and 
running. The programs are menu-driven with three daily entries which are Receiving, Sales and Purchase Orders. 
As these are entered, a printed copy is made of all transactions so there is a complete audit trail available at all times. 

INFOTORY can allow a user to make an inquiry on any item and will provide Inventory reports, price lists, sales 
and cost analysis as desired. Also, in addition to this, there is available a very unique report called ANYREPORT 
which allows the user to create many various reports using many different combinations of available fields or data 
elements. The program which allows one to keep track of purchase orders is very useful in that it provides you a way 
of knowing when to replenish stock on hand. 

The Menu for the Program Disk is as follows: 

1. RECEIVING ENTRY 

2. SALES ENTRY 

3. ON ORDER P/O ENTRY 

(Note: These are daily entries) 

4. INQUIRY ON ITEMS 

5. INVENTORY REPORT 

6. PRICE LIST 

7. SALES & COST ANALYSIS 

8. ANYREPORT 

(These are information & reports) 

9. ADD NEW ITEMS (INVENTORY) 
10. CHANGE/UPDATE ITEMS 
11. DELETE ITEMS 
12. CLEAR SALES/COST DATA (for new period) 
13. INITIALIZE NEW DATA DISKS 
(This is the data maintenance section) 

The stored Data items are: 


AVG. COST DESCR ITEM# 
LOCATION ON ORDER PERIOD COST 
PERIOD SALES PRICE QTY ON HAND 
QTY SOLD 


The program calculates the cost on hand, cost on order, gross profit, percentage of gross profit, margin and 
percentage of margin, as well as maintaining a reorder flag. 

All in all, this is a very complete program for a business that does not have too many of the same items in stock 
(max 9999) and does not have an item that sells for more than $9,999.99. Also no more than 9999 items of one kind 
can be sold. 


CASHIER Department: Business 


Company: Apple Computer Co. Sugg. Retail: $250.00 

Language: Applesoft Availability: 8 

Hardware Requirements: 48K, Applesoft ROM, printer Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 85 


The CASHIER, distributed by Apple Computer Inc., is a program designed for retail store management. 

As with most Apple Inc. products, it is a well designed and useful package if the program specifications meet your 
particular requirements. 

The purpose of the program is to handle point of sale transactions and maintain your inventory records. At the 
point of sale, the program will accept the transaction entry and print an invoice and/or a packing slip or a quotation. 
At the same time, as the transaction is processed, CASHIER will update your inventory file. The program will also 
keep a record of your customer’s names and addresses in addition to vendor's names and addresses. 


CAPACITY 

With two drives: 

1) customer/vendor names, addresses, and inventory items cannot exceed 750 records. 

2) maximum item price: $99,999.00. 
With three drives: 

1) customer/vendor names and addresses cannot exceed 750 records with up to 850 inventory items. 

2) maximum item price: $99,999.00. 
For inventory management, the system will generate the following reports: 

1) physical inventory checklist 

2) turnover report 

3) list of back-ordered items 

4) item movement report 

5) inventory value report 

One thing you should be aware of is that the system is not fast. If your store personnel is constantly busy at the cash 
register, the CASHIER’s speed may be a problem. Before purchasing, have your computer store salesman 
demonstrate the package with a large inventory file. 

CASHIER is well documented, easy to use and has attractive screen layouts and excellent error trapping. If your 
requirements do not exceed CASHIER’s specifications and speed is not a problem, CASHIER is worth looking into. 


KS/QUOTER Department: Business 

Company: Kinetic Systems, Inc. Sugg. Retail: $75.00 

Language: Applesoft Availability: 1 

Hardware Requirements: 32K,D0S3.3 Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 85 
VISUAL APPEAL 70 


KS/QUOTER is a price quoting report generator for contractors, engineers, salesmen and marketing managers. It 
is used to prepare price quotations or estimates using user-specified quantities of various input items that are stored 
in a data file. Each file can contain up to 100 items. 

Upon selecting an item to be included in the quote, one must know its exact spelling or the program will assume it 
is a new item in the list. One can avoid this anomaly by generating a list of the items with their current prices. The 
data file list can be sorted alphabetically by item or item #. 

The disadvantage of this program is that it is less flexible than a regular data base type; however, it is easier to use 
for the specific format the program produces. 


TAX PREPARER Department: Business 


Company: Howard Software Services Sugg. Retail: $99.00 

Language: Applesoft Availability: 4 

Hardware Requirements: Apple ll or ll + Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 81 RELIABILITY 85 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 83 ERROR HANDLING 75 
VISUAL APPEAL N/A 


The TAX PREPARER program is very useful for record keeping throughout the year and investigation of alternate 
tax strategies. Just about any schedule or form that you may need is represented in the package (schedules A, B, C, 
D, E, F, G, R&RP, SE, TC and forms 1040, 2210, 2106, 3468, 4562, 4726, 4797, and 5695). 

It is important to note that this is a record keeping program and not a program which will tell you what to do to 
optimize your tax position. You must make the decisions on what to enter on to the forms and what is legal and not. 
This is important to remember when using any program of this type. Another important point to keep in mind is that 
there is no guarantee put forth by the software vendor regarding the accuracy of computations in the program. The 
IRS insists on holding you responsible for the accuracy of what you turn in to them. This is not to imply that the TAX 
PREPARER makes errors. It is only an advisory that you will be held responsible for inaccurate input results. 

All of the software worked as advertised and updates for each form were posted to the 1040 as required. It is possi- 
ble to make errors if certain forms are used before others, but these cases are spelled out in the instructions. Records 
are kept by code name so that several files can be placed on a data disk either to record different strategies or to ac- 
commodate several clients should the program be used for commercial tax preparation. This is very convenient. 

Output can be either to the screen or to a line printer. If line printer output is used, the form may be sent directly 
to the IRS as part of your tax return (except form 1040). In the case of the 1040 requirements, there are provisions for 
formatted output onto a standard form 1040. 

Another useful feature is the ability to create itemized lists for various entries. The system lists of up to 1,000 en- 
tries, each of which will be summarized by the program and totals entered onto the appropriate forms. The lists may 
be printed as supporting data for the IRS. 

Data entry is relatively convenient and editing data entries is quite convenient. This helps when studying alter- 
natives. 

Program documentation is marginal. The instructions will allow you to run the programs properly but that is 
about all. Only a few forms are provided in the appendix. A sample return is included with the program disk, which 
is helpful in learning how to use the program. Error trapping is relatively good in handling user problems. 
Nonetheless, it is possible to bomb the program by doing really offbeat things. 

Because tax laws change yearly, Howard Software offers a nice update package. Each year in January, an update 
will be produced and be available to all users “...at a fraction of the cost of your original disk.” In addition, 
packages which include more forms are in preparation along with certain state returns. 

This is a very useful and well-designed package, with nice functional features. 


‘FEDERAL INCOME TAX PREPARATION Department: Business 
Company: Aardvark Sugg. Retail: $395.00 
Language: Applesoft Availability: 3 
Hardware Requirements: 48K, 2 Drives, Printer Diskor Tape: Disk 
EASE OF USE 55 DOCUMENTATION 60 RELIABILITY 75 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 75 

VISUAL APPEAL 60 


TAX PREPARER is a four disk program for the Apple II with at least 48K, two disk drives, Applesoft and a printer 
capable of handling 132 columns. The Manual supplied with these programs is quite extensive, consisting of instruc- 
tion sheets, input sheets and samples of filled out input sheets with a completed 1040 Form for a fictitious taxpayer. 

The information in the manual is not sufficiently precise and does not take a user step by step through the pro- 
gram. This reviewer found the program hard to use; it took a while before I was able to figure out how to get started. 
The prompts supplied for the Tax Preparer’s information were quite clear and the computer system information was 
easy to enter with the program’s full editing features. There is a problem in that there are no screen prompts for data 
input to these programs. All inputs are handled by codes, so that constant reference has to be made not only to the 
information being input but also the correct codes are being keyed in. 

Even though the program provides good editing features, I found it difficult to input the right information in the 
proper areas as all the screen prompts consist of are “input number” followed by “data.” Data entry is not made easy 
because of the confusing menu prompts. 

The program disks consist of the following: 
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DISK 

#1—INPUT 

#2— CALCULATE 
#3—PRINTOUT/SCREEN DISPLAY 
#4— DEPRECIATION 

An initialized disk is needed for data. Also, a package of input forms is supplied with the manual and should be us- 
ed as a master set for duplication purposes. These sheets go from A through P: 

A— General Demographic Data 

B— Wages & Salaries, Other Income, etc. 

C—Interest & Dividend (Schedule B) 

D— Business or Profession (Schedule C) 

E —Sale/Exchange Residence (Form 2119) 

F — Capital Gains/Losses (Schedule D) 

G—Supplemental Income (Schedule E) 

H— Farm Income (Schedule F) 

I — Self-Employment Income (Schedule SE) 
J—Itemized Deductions (Schedule A) 

K — Adjustments (Form 3903 & other adj.) 

L—Income Average (Schedule G) & Max tax (4726) 

M-— Credit dependent care expense (Form 2441) 

N — Other taxes/credits Supplemental gain/loss 

O—Minimum Tax (Form 4625)/Alternate tax (Form 6251) 

P—Overrides (Schedules C, D, F, & SE and forms 2119, 2441, 3903, 4625 and 6251) 

These forms contain all the input numbers that are needed to be entered. After this is accomplished, the disk 
which performs all the necessary calculations needed to complete the schedules and the 1040, is inserted in the drive. 
After the calculations have been done, the Printout/Screen disk is used for display or hard-copy choices. 

All in all, this is a very extensive program for tax preparation which should only be used by a professional tax 
preparer with the necessary pre-printed forms. The menu-driven features are excellent as well as the depreciation 
processing capabilities. 

NOTE: State and/or city taxes were not provided at the time of this review. 


MOONLIGHTER TAX GUIDE Department: Business 

Company: Shafer Software Sugg. Retail: $40.00 

Language: Applesoft Availability: 4 

Hardware Requirements: Apple ll or Il + with disk Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 73 RELIABILITY 75 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 75 
VISUAL APPEAL 75 


While the idea behind this program is good, the program itself is not very useful. It is advertised as a teaching and 
record keeping aid for the person who is involved in a small part-time business for profit. The bad part is that the 
manual is inadequate for accomplishing the advertised instruction (although the company will sell you a book to do 
that!); if you have the data handy to input to the program at run time, you do not need the program! 

Everything in the program is screen-oriented, with no option for use of the printer, even if you have one. 

Nothing in the program is user-oriented. The program does not even start running upon booting the disk! The 
critical instructions on starting the program are on page 3 of the manual — which was blank in the review copy. 

The introduction program makes effective use of the Ron and Darrell Aldrich program HIGHER TEXT. The pro- 
blem is that when it finishes, it leaves the Apple in HIGHER TEXT mode and follow-on programs are not set up to 
use that program. The result is that you cannot read the screen in the following program which asks you questions as 
a test! This is because the HIGHER TEXT routines do not clear the screen with a HOME command; it takes a 
CTRL-L. 

Another annoying feature is the need to continually type in your name. The various stages of the program should 
be modular for the convenience of the user. Different files could be accessed through a catalog type command. 

The program that fills out the Schedule C tax form simply takes information in the order specified on the form and 
records it in memory, after which you record it on the form. No printer is supported. The only calculations perform- 
ed are the totals plus some basic depreciation. In truth, with the required data entered, combined with the use of a 
calculator, you could probably do the job faster by hand, considering the processing level of the program. For more 
complicated schedules, the instructions refer you to your tax advisor. 

In summary, the program is too basic to be of much value. A better investment would be a book on the subject. 


PROPERTY MANAGEMENT Department: Business 


Company: Continental Software Sugg. Retail: $495.00 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K, 2 Disk Drives, Printer Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 85 
VISUAL APPEAL 2s 


As this review is being written (Fall 1981), the bloom appears to be off the real estate “rose.” Current newspaper 
headlines talk about sky-high interest rates, a lack of financing money, and alternative investments (e.g., money 
market funds) as being more attractive than real estate. Cocktail party chatter has changed in just a couple of 
months from statements like “Boy, look how much my house appreciated last month!” to questions like “I guess I'll 
have to take back papers in order to sell this white elephant”. 

It is well to remember in times such as these that all investments run in cycles. Hopefully, when interest rates do 
come down and the current severe drop in housing starts is shown to result in a much lower supply of housing, then 
real estate may start to look very attractive again. What looks very attractive now for current income property 
owners is the PROPERTY MANAGEMENT system by Continental Software. 

This program records a complete transaction history for all property-related charges, deposits, payments, 
refunds, write-offs, etc. Property-related expenses can be entered in a format similar to federal tax information. This 
data is available for presentation in income/expense reports for each property. 

The program produces well-organized and readable reports for each property. These include property and rental 
unit descriptions, tenant information, rental status, transaction summaries (audit trail) and income/expense sum- 
maries, as well as an accounts receivable reports. The program will also print out tenant statements and mailing 
labels, if desired. 

This system is designed to accommodate approximately 75 to 100 properties (defined as 75 individual family 
homes or three apartment buildings, with 30 units in each building). 

A nice feature of this software product is the ability for automatically interfacing with the General Ledger module 
from Continental Software (see review) should you desire a more detailed Profit and Loss Statement or Balance 
Sheet for each of your properties. The PROPERTY MANAGEMENT system can also communicate with the Ac- 
counts Payable module (see review) if computer check printing for bills is desirable. 

Future plans for new software systems from Continental Software involving real estate include: 

A) A hard disk version for handling larger properties. 

B) Specialized versions for accommodating property management needs in the areas of: 
1) Large commercial properties 
2) Condominiums 
3) Public storage or mini-warehouses. 
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VISICALC TEMPLATES 


REAL ESTATE ANALYST Department: Business 

Company: Apple Computer Inc. Sugg. Retail: $79.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K & Disk & Printer (optional) Disk or Tape: Disk 

EASE OF USE 70 DOCUMENTATION 75 RELIABILITY 75 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 60 
VISUAL APPEAL 80 


A totally new type of software package, utilizing VISICALC as a “mother” and The Real Estate Analyst Series as a 
Real Estate Descriptive tool is a unique concept. 

This software is designed for the serious real estate investor and the professional; it is a very good price/perfor- 
mance investment in itself. If you have ever been asked by your local S & L institution for a financial statement, you 
will appreciate this program. You simply enter the data and it prints a financial statement for you (saves that CPA 
fee, too). 

The program provides the following reports: 1) Monthly Amortization Calculator, 2) Monthly Amortization, 3) 
Amortization/Annual Summary, 4) Mortgage Loan Analysis, 5) Comparative Depreciation Schedule, 6) Personal 
Financial Statement, 7) Income Property Investment Analysis/Declining Balance Depreciation, and 9) Income Prop- 
erty Investment Analysis/Sum of the Years Digits. 

The software that I received was protected; therefore, a copy cannot be made, making it a bit difficult if one has a 
problem. 

To use the system, you must load VISICALC, then, following the prompt instructions, load one of the above pro- 
grams. Numbers for Creative Financing are easy to plug in; the printed reports are well organized and logically for- 
matted. 

For those of us deeply involved in Real Estate, this is a good program well worth the investment. 
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REAL ESTATE ANALYZER Department: Business 


Company: Howardsoft Sugg. Retail: $150.00 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K, Disk, Applesoft Card Disk or Tape: Disk 

EASE OF USE 95 DOCUMENTATION 95 RELIABILITY 95 

VENDOR SUPPORT 95 PRICE/USEFULNESS RATIO 30 ERROR HANDLING 85 
VISUAL APPEAL 95 


The major purpose of the REAL ESTATE ANALYZER is to provide buy and sell decision-making on cash flow 
and return-on-investment (ROI) investment properties. The varied and comprehensive factors in the system include 
income tax considerations, capital gains tax impacts from selling the property, depreciation recapture inflation rate 
influence on income, expenses, costs and (again) taxes. Depreciation schedules, complex loan financing and the 
aforementioned factors, in combination, allow for pre-and post-tax prediction analysis for buy/sell decisions. Invest- 
ment risks on rate-of-return for unlike properties can also be calculated. All this amounts to a monumental chunk of 
detailed display and/or printed output, most of which is very enlightening. 

A semi-tutorial approach is used in the manual, including a glossary of real-estate terminology, which turns out to 
be very lucid and helpful in its easily referenced “DEFINITIONS” section. A sample information worksheet form is 
provided for multi-copies, if necessary. Well-written explanations of the technical analyses are included, concise and 
logical. All-in-all, a complete and not overly-lengthy manual. 

The sample property demo takes you through the operating procedures with clear and well-organized prompts. 
Altering the displays with inputs provides insights into investment impacts. Hours can be spent in changing the en- 
vironment until you finally attain the status of a wealthy land tycoon. Unfortunately, if you continue to pursue this 
course, you've also changed the intent of the system to one of a land-parlaying adventure; you have to be careful in 
determining the boundary between reality and fantasy if this is to be a real-life investment tool. 

An inherent problem in a package of this type is the general volatility of the market during this period of realty 
recession. With variable rate mortgages, all-inclusive trust deeds, three and five year take-back interest-only loans 
and continuing similar gyrations in creative financing, the real estate investment arena does not lend itself to defin- 
ing parameters required for an effective computer system. Obsolescence in financing procedures is certain. 
However, Howardsoft is hopefully addressing that inconsistency with its CREATIVE FINANCING package (as yet 
unreviewed), as the name implies. 

The usefulness of this system might be considered dubious at a time when real estate investment is (with the excep- 
tion of the extremely knowledgeable), at best, questionable. Considering the versatility of the REAL ESTATE 
ANALYZER, such an attitude would be missing the point. It is also an excellent learning tool. Another more realistic 
attitude might involve purchasing this package as a tax write-off used in determining what should be the optimum 
investment property for a larger tax write-off (if you are one of those very affluent investors). 

Overall, this nicely-packaged system is a very well-constructed and fascinating tool for real-estate investment 
analysis; its usefulness is qualified by its potential future utility when, hopefully, the real estate investment market 
has stabilized in opposition to fluctuating interest rates and monetary conditions. 


MICRO MEMO Department: Business 

Company: Stoneware Software Sugg. Retail: $39.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 32K Disk Diskor Tape: Disk** 

EASE OF USE 85 DOCUMENTATION 73 RELIABILITY 81 

VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 81 
VISUAL APPEAL 81 


Depending on your specific application, MICRO MEMO could be a handy program. You may set up a whole year 
in advance. Repetitive memos can be entered and saved. Information can be displayed by the day or by the week. A 
print function is also included. Screen layouts are well laid out and easily readable. 


REAL ESTATE ANALYSIS Department: Business 


Company: Powersoft Sugg. Retail: $24.95 

Language: Applesoft Availability: 5 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 45 RELIABILITY 60 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 70 


The program provides three primary features: 1. Real Estate Analysis Program. 2. Generation of Amortization 
Schedule. 3. Generation of Depreciation Schedule. 

Real Estate Analysis Program Section — This section provides for a variety of input parameters relating to income 
property analysis and can be used to provide a meaningful analysis of a selected income property. Input parameters 
are divided into three separate sections: Section 1 - Loan Data, 2. Income, and 3. Operating Expenses. Section 1 
Loan Data has an option for existing or new financing. Its limitation, however, is that multiple loans are not con- 
sidered. Section 2 - Income provides for rental income, yearly increase in rent, vacancy factor, and “other income” 
(remaining combined income). Section 3 - Operations Expenses has an option for lumped operational expenses or 
detailed inputs. The program is set up so that it is easy to change (or edit) any individual input parameter and run 
comparative data as a result of the changes made. The output may be displayed or printed and consists of a summary 
of the data input and an analysis summary of the results by year (number of years for analysis is selectable). Analysis 
consists of cash flow before and after taxes, adjusted basis, capital gain, pre- and post-tax proceeds, and return on in- 
vestment. A set of seven plots is available for display only. The user is cautioned to go through a hand calculation of 
the results so that he can fully understand the treatment of the various data output; additionally, the documentation 
must be read very carefully to be aware of the assumptions made. As an example, the value used for depreciation is 
taken as 85% of the purchase price; this may be valid for some properties but not for others. Sections two and three 
provide amortization and depreciation schedules and are fairly straightforward. 

To sum up, this is a handy program for the individual, less so for the professional. 


DESK CALENDAR II Department: Business 

Company: Telephone Sugg. Retail: $35.00 

Language: Applesoft Availability: 2 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 90 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 70 


DESK CALENDAR I] is a memo-type package that can store daily appointments, memos, reminders, or a diary 
of the day’s activities. It was designed to interface with all standard clock cards, using a board to display a running 
digital clock at the top of the screen. However, a clock card is not necessary to use this program. 

A working disk with initialized data files is generated from this program. It generates a one-year calendar starting 
from the month of your choice. This operation takes eight minutes. It incorporates all major holidays in its monthly 
files. An appointment schedule can then be entered, or reminder messages for any date of that year. Reminder 
messages can be flagged so that they appear every day for a full week before the event or only for that day. There is 
also a feature that allows one to enter a memo for every Tuesday of the year or for every 3rd Thursday. Entries can 
be later edited for any particular day. There is also a search function for finding any keyword included in data for a 
range of months, allowing you to locate a particular appointment under someone's name. 

Upon entering the program, either you or your clock tells the program what day it is. You can either look at your 
daily schedule on screen or send it to the printer. You can also ask to see another day. Included is a feature to allow 
you to see all of the reminders for a particular set of dates. The program found all of the holidays but for some reason 
could not locate my own reminders; however, they did show up for the day requested. The program also features a 
perpetual calendar. Apparently, there is no range limit because B.C. dates work, too. And there were only ten 
months in a year back then, in the dark ages. Finally, there is an option for printing all the appointments and memos 
for an entire year. 

The program is useful if you have a busy appointment schedule and no secretary to keep track of things. Since you 
wouldn't access it more than once or twice a day, it could be a fairly unobtrusive and (if used discretely) private 
source of scheduling information. 


VISI-CAIDS Department: Utilities 


Company: Data Security Concepts Sugg. Retail: $34.95 

Language: Applesoft Availability: 3 

Hardware Requirements: Apple ll or ll + Disk or Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 70 RELIABILITY so 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 83 ERROR HANDLING so 
VISUAL APPEAL N/A 


VISI-CAIDS is a series of three programs that manipulate text files created by “Visicalc”. The three programs 
allow you to split labels in order to create a more compact data display. They also allow you to read the formulae 
that make up a “Visicalc” file and output the results of a “Visicalc” PD (dump all screens) command. The programs 
work well and performs as advertised. Documentation is brief and offers virtually no examples, so some experimen- 
tation may be necessary. 

The copy of VISI-CAIDS reviewed came on a 13-sector disk operating under DOS 3.2.1. Your version of 
“Visicalc” must either be the early 13-sector version or you must go through a rather complex routine of 
DEMUFFIN-the-text-files procedure, using VISI-CAIDS to modify them, then converting the files to 16 sectors. The 
program supports one drive only and unfortunately does not take advantage of a second drive if you have one. 

VISI-CAIDS is sold on a protected disk. A backup is available from the distributor upon filling out the registration 
card and remitting $7.50. 

The LABEL SPLITTER routine divides label columns into two or more shorter columns of any width. It can also 
move labels to new columns without moving values in the original column. This is useful in a number of ways. For 
example, you don’t have to enter labels into several columns and go through the trouble of changing every entry 
when you change column widths. Simply enter the label into one column, allow it to go past the end of the column, 
and then use LABEL SPLITTER to do the work for you. The entry column width and the optimum column width 
don't have to be the same. Enter labels and data in a manner that is convenient to you and then modify the format to 
optimum specifications for printing later. 

Be certain to read the instructions carefully when using LABEL SPLITTER. If you do not insert blank columns in- 
to the original file for allowing label expansion, you may lose data. Fortunately, the program takes this possibility 
into account and saves files under a different name. Your original file remains intact. 

The FORMULA READER routine prints or displays formulae, labels, and numbers for either one column or all 
columns along with their coordinates. The presentation is grouped by rows in ascending order. There is an upper 
limit of 2000 entries when using this feature. 

The PD READER routine displays or prints files in a manner similar to “Visicalc’s” printing of text files. “Visicale” 
does not have to be booted to interface with VISI-CAIDS for this function; thus, this option takes up significantly 
less room in the computer to display outputs. 


ELECTRONIC CARD FILE Department: Business 

Company: Softape Sugg. Retail: $19.95 

Language: Integer Availability: 7 

Hardware Requirements: 32K & Disk Disk or Tape: Tape (Must be put on Disk) 

EASE OF USE 85 DOCUMENTATION 60 RELIABILITY 81 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 75 
VISUAL APPEAL 70 


When this program was first introduced approximately three years ago, there was next to nothing available of a 
“practical” nature in Apple Software Programs and this file program was useful. That situation has now drastically 
changed and the electronic card index file has suffered in comparison with presently available software. 

The user is able to create a file with up to 12 lines of information on each “card”. Each “card” may be modified or 
called up by typing in the first few letters of the first word in the header of each “card.” The file can be modified. No 
provision is made for hardcopy. 

This is still one of the few unprotected index card data base systems on the market and one of the easiest to modify, 
from a programming stand-point. Admittedly, an equivalent package like “Visidex” makes this look like a Model-T 
Ford, but ECF is much more flexible as seen through the eyes of an ambitious and creative Basic programmer. 


VISIPRINT Department: Utilities 


Company: Aurora Computer Enterprises Sugg. Retail: $39.95 

Language: 6502 machine Availability: 3 

Hardware Requirements: Apple ll or li + Disk or Tape: Disk* 

13 or 16 sector DOS 

EASE OF USE 80 DOCUMENTATION 30 RELIABILITY 90 

VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 90 
VISUAL APPEAL 65 


VISIPRINT is a very well-constructed, fast, and efficient program for the output of VISICALC created files to the 
screen or to a printer. The output can be the entire file, formulas and values only, formulas only, values only, labels 
only, or setup commands only. Output can be by row or column and is sorted in ascending order (with no other 
choices for sorting). 

There are several pages of documentation which accompany the program, although it is basically self- 
documenting. It is constructed in such a way as to catch most errors. It even checks for a card in a slot you specify for 
the printer (although it does not check to see if the card is a printer card, so your program could hang if you specified 
a disk slot). 

The program comes in 13 or 16 sector versions. If you buy the 13 sector version, you can update later to 16 sectors 
for $15. Backup or replacement copies of the program are $5. 

VISIPRINT performs exactly as promised (rare these days). The only question that remains is the utility of the 
program for the price. Only the user can make that decision. 
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ACCOUNTING 


THE COMPUTER PROGRAMMED ACCOUNTANT 
GENERAL LEDGER, ACCOUNTS RECEIVABLE, 


ACCOUNTS PAYABLE, PAYROLL Department: Business 
Company: Continental Software Sugg. Retail: $250.00 each* 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K, 2 Disk Drives, DOS 3.3 

Printer (132 Col.) Disk or Tape: Disk* 
EASE OF USE $2 DOCUMENTATION 93 RELIABILITY 80 
VENDOR SUPPORT 30 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 93 

VISUAL APPEAL s2 


*Each module available separately. 


Continental Software produces four accounting modules under the general name of The Computer Programmed 

Accountant (CPA). They are: 
(1) General Ledger 
(2) Accounts Receivable 
(3) Accounts Payable 
(4) Payroll 

Since all the modules have some common points, we'll cover those first before going into each of the modules in 
detail. 

First, the documentation and manuals that accompany each of the modules are among the best we've seen. The 
approach used is to print the screen, as is seen on the user's display device, in the manual . To the right of each 
screen, the appropriate instructions are printed. This approach allows the user to be guided in a step-by-step fashion 
through the initial start-up of the programs and subsequent sub-programs and procedures. It would be difficult to 
overemphasize how important it is to have thorough and easy documentation for comprehensive application pro- 
grams, particularly for the first time user. 

Another welcome feature is the use of menu-driven programs. It’s a breeze to move from one program to another 
in all of the modules, though especially true in Accounts Receivable, Accounts Payable and Payroll which were writ- 
ten after The General Ledger. 

It should be clearly noted here that each of the CPA modules may be purchased and used separately or together as 
a completely integrated accounting system. 


GENERAL LEDGER 


Any General Ledger, by its very nature, can by complicated to implement. This is especially true if the intended 
user is not an accountant and perhaps is also new to computers. It is therefore extremely important that a General 
Ledger Program meant to be used by the non-accountant be as easy to use as possible, as error-free as possible, and at 
the same time be powerful enough to provide quick, accurate and meaningful information to the user. It is equally 
important that the program provide the user's accountant with accurate, concise figures derived from established ac- 
counting principles with verifiable audit trails. 

Continental Software has done a good job in achieving these objectives. 


FEATURES: 

A) The program comes with a complete chart of accounts that can be used as is or modified for the user's specifica- 
tions. The user may also design his own custom chart of accounts by using the pre-printed form that accompanies the 
package. 

B) Data entry is easily accommodated, since the user is again provided with a form for that purpose and the pro- 
gram itself checks that everything is in balance before allowing posting. 

D) The program generates well-designed and readable reports: 

1) Profit and Loss Statement 
2) Trial Balance 
3) Balance Sheet 
4) Complete Journal Activity Report 
E) A unique feature provided is that data in any account may be graphed and displayed on the screen. 
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SPECIFICATIONS: 
1) 120 accounts in the Chart of Accounts 
2) Approximately 1,000 transactions per month 
3) Provides current year vs. previous year figures 
4) Maintains approximately (depending on number of monthly transactions) a single year’s history 
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ACCOUNTS RECEIVABLE 


First things first. In this module, the user is able to print invoices. In the past, this reviewer has found it somewhat 
surprising that in all the Accounts Receivable programs for the Apple that I have encountered, they only allowed 
statement printing — no invoicing. I realize that businesses differ in operation but I’m sure that many small 
businesses are similar to mine (computer supplies) in that I use invoicing almost exclusively and send statements only 
as a back-up or as a prompter for overdue accounts. In any event, with this program you can do both. 

Invoices and credit memos may be carried on an open item or balance forward basis and can be shown either way 
when statements are printed. There are several options for printing statements, such as, by selected customer or only 
those with overdue balances. 

Another seldom found but nice feature involving this module is the fact that you have the option of printing your 
invoices and statements on either blank computer paper (as in most programs) or on pre-printed, three-part car- 
bonless forms (available from Continental Software). 

An interesting touch is the way the user can define what constitutes column headings on a computer — a 
simulated manual journal. Sales categories — up to four — may be defined for the Sales Journal, and sources of cash 
— up to five — may be defined for the Cash Receipts Journal. This allows income and cash to be “spread” among 
several accounts if necessary. Thus, the user may allocate sales as needed. 

Both the summary Aging Report and the detailed Aging Report are well designed, with an individual’s name and 
phone number included for quick follow-up on overdue accounts. 

The other reports generated by this package include a sales report showing the month’s and year-to-date sales and 
last date of sale, Journal Reports, Customer Lists and Labels and a General Ledger Posting Report. 
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ACCOUNTS PAYABLE 


In most respects, this module operates just like Accounts Receivable in reverse. 

The module prints checks and allows you to mark which invoices you want to pay. It will print an Aging Report 
and a Cash Requirements Report. 

Again, the journals, in this case Purchases and Cash Disbursements, may be customized: by the user to spread 
transactions. 
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PAYROLL 


Continental’s Payroll module provides the user with an easy-to-use method of keeping track of employee records 
as required by federal, state and local law for all 50 states and the District of Columbia. 

Complete Personnel Files are maintained for all employees. 

A nice feature of this module is that the federal tax tables as well as the user's unemployment tax rate, FICA rate 
and limit and local payroll tax rates may be changed at any time by the user. When the payroll tax rates and/or 
limits change, most programs will not correct the previous amounts already deducted. This program will. 

When it comes time to enter payroll data to generate checks, employees may be called up by name, pay period or 
department. The Payroll Journal may be printed totally, by pay period or by department. 

When checks are printed, the employees’ personnel files are automatically updated to reflect the current quarter 
and year-to-date totals. 

Information for Form 941 and W-2 forms may be generated as well as Form DE-3 for California users. 

A tax table update service is available for an additional charge of $50 per year. Continental will mail additional 
tax data disks as required to subscribers of this service along with a utility program that prompts the user as to how to 
update federal and/or state tax tables as needed. 

Note: Continental Software has produced a set of audio tapes and a demonstration disk for its accounting 
modules. This demo package might be a good way for you to check out the suitability of these programs at a nominal 
cost. 
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BPI GENERAL LEDGER Department: Business 


Company: Apple Computer Sugg. Retail: $395.00 (approx.]) 

Language: Applesoft Availability: 4 

Hardware Requirements: 48K, 2 Drives & Printer Disk or Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 81 PRICE/USEFULNESS RATIO 82 ERROR HANDLING 81 
VISUAL APPEAL 80 


The GENERAL LEDGER ACCOUNTING SYSTEM by BPI Systems Inc. of Austin, Texas is a complete account- 
ing system for an Apple II 48K with ROM Card, two disk drives and a printer capable of printing at least 72 col- 
umns. The printer should be interfaced with either the Apple high-speed serial card or the Apple parallel printer in- 
terface card. 

The package consists of four disks, including a very comprehensive manual which seems to take the first-time user 
through all the steps necessary to implement the system. The 4th disk (which is a data disk) has a sample business 
entered on it, allowing one to practice using the system. The three main disks are the Data Entry Disk, the Posting 
Disk and the Maintenance Disk. 

The main feature of this program is the ability to run multiple commands with the use of automatic execution of 
the commands selected by use of a QUEUE. Every Data Disk that is used can only be entered by use of a special iden- 
tifying code made up of six characters which allows the system to be used for numerous different companies just by 
changing the Data Disk and using the proper code to access it. 

The system has a General Journal which can access any account in the General Ledger or in the subsidiary ledgers. 
Also of importance is the ease of correcting errors which are input. The back-space key will erase any error or the 
General Journal can be used by entering a journal entry with its matching offsetting entry to correct an entry made 
to the account after it was posted. This would work the same way a manual set of books would be kept. 

’ Disk No. 1 — The Data Entry Disk has all the commands for entering data to the various journals in the system 
and the commands for printing the journals, posting the ledgers, preparing the financial statements and closing the 
books. With the use of the QUEUE commands all this is done automatically. 

Disk No. 2 — The Posting Disk includes the commands necessary for posting all entries to the various ledgers after 
sorting them by account number. After the General Ledger is sorted, it printed automatically or shown on the screen 
if the printer has not been turned on. After the general ledger is printed, all subsidiary ledgers are also printed, 
which also includes the payroll ledger. The POST command can be executed any number of times during the month 
before the end-of-month command is run; a nice feature. A profit and loss statement can be generated at any time, 
as well as a balance sheet. 

Disk No. 3 — The Maintenance Disk is used to open a new set of books and set up a new chart of accounts. When 
setting up the chart of accounts, changing the last digit of the account number will produce multiple profit and loss 
statements different departments, stores or branches. This disk is used to initialize the Data Disk which will be used 
for that particular operation. The Create Accounts command on this disk opens up a list of subcommands which 
allows the following. . . 

Create general ledger 

Create payroll ledger 

Create accounts receivable ledger 

Create accounts payable ledger 

Create cash disbursement prompts 

Create invoice register prompts 

Create merchandise purchased journal prompts 
Create cash journal prompts 

Create store configuration 

All in all, this is a very well thought out program, excellently documented and executed. No errors were found in 
testing the entire program. This General Ledger Accounting System is a complete, integrated system containing 
many superior features found only in very large computing systems. This is of use for any small or professional 
business. The system will handle up to 400 General Ledger Accounts, 100 payroll Accounts, 200 Accounts Payable 
Accounts, 500 Accounts Receivable Accounts (with a way to expand this) and 200 Cash Disbursement Accounts. 
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BPI ACCOUNTS RECEIVABLE Department: Business 


Company: Apple Computer Sugg. Retail: $395.00 

Language: Applesoft Availability: 4 

Hardware Requirements: 48K, 2 Drives, & Printer Disk or Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 81 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 81 
VISUAL APPEAL 80 


ACCOUNTS RECEIVABLE by BPI Systems Inc. is a computerized receivables program for the small business. 
The equipment necessary to operate this system is an Apple II with 48K, two Disk Drives and a printer capable of at 
least 72 columns. Unfortunately, the program seems to be written for a Centronics Printer, although it is not 
specified in the Equipment Required List; since my printer is a Paper Tiger, the hard-copy listings could not be pro- 
duced at all. 

The program consists of actually three disks: 1) a Data Entry Disk, 2) a Reports Disk, and 3) a Maintenance Disk. 
There is also a fourth Disk which contains a complete set of accounts with balances forward for use in practicing en- 
tries. 

The system comes with a device that must be plugged into the game paddle I/O socket for running the programs. 
Without this device, a very nasty thing happens. The data disk in drive two gets completely erased as the disk is in- 
itialized resulting in the program on the disk in drive 1 being deleted when NEW is invoked by the system. 

ACCOUNTS RECEIVABLE is a complete, almost automatic command execution system for this type of data en- 
try. Almost all commands are issued so that as many as eight different commands can be executed in sequence 
without user input. Included is an Invoice Register, Cash Receipts Journal, and General Journal, which has a 
skeleton General Ledger that can be tied into the General Ledger System (also by BPI). After posting to the skeleton 
General Ledger, all accounts can be transferred to the BPI General Ledger System automatically. 

The Reports Disk #2 prints up to 16 different reports at the user’s option any time during the accounting month. 

The only item that it will not print are invoices; however, since this is not a billing program, this option was not in- 
cluded. Statements are printed in one of two ways; either with balance forward or with open items. The choice is 
left to the user when the system is generated. 
_ The maintenance Disk No. 3 sets up all the necessary accounts on the data disk, including creating the skeleton 
General Ledger. In essence, this system can handle about 500 accounts and 1,000 transactions per month without 
too much trouble. If a data disk becomes full during the month, instructions are displayed on the screen for creating 
two or more disks to handle the volume. 

The manual included in this system is well written and seems to cover almost every phase necessary to get the 
package up and running without too much trouble. One important feature incorporated in the entry routines allows 
the user to correct any type of error entered just by using the back-space key. 

This is a well-designed receivables application for the Apple, though not inexpensive. Also, most people do require 
a billing program in order to produce invoices that tie into a receivables program. It would be preferable if such an 
option were available for this system. 


ACCOUNTING ASSISTANT Department: Business 

Company: Instant Software Sugg. Retail: $7.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 16K Disk or Tape: Tape 

EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 95 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 75 


The ACCOUNTING ASSISTANT by Instant Software is two programs in one. It comes on tape and is designed 
for an apple 16K with Applesoft. It is a very easy program to use and is easily adaptable to printer use. 

This is one of the few amortization schedules that allows one to start at any month of the year and then run ona 
calendar basis. The program has a unique musical and graphic introduction which then asks the user to load the next 
Leech This was easily modfied to run automatically and printer controls inserted for hard copy of the resulting 
schedules. 

For the price of $7.95 for tape this program is a good buy. 
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PAYROLL Department: Business 


Company: Broderbund Sugg. Retail: $395.00 

Language: Pascal (will run on any Apple) Availability: 6 

Hardware Requirements: Apple !lor li+ Disk Diskor Tape: Disk 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 85 

VENDORSUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING ae 
VISUAL APPEAL N/A 


PAYROLL by Broderbund Software is a complete payroll program in run-time Pascal for an Apple II or an Apple 
II Plus with 48K of memory and DOS 3.3. The system uses two disk drives and a printer with at least 96 columns of 
print per line. This program will work with almost any printer, including the Epson MX-80 and the Centronics 737. 
The payroll system will handle the tax computations for all 50 states, including Washington D.C. and almost all 
local municipal governments in the United States. The system can accommodate up to 15 divisions with about 300 
employees per year and 245 employees per pay period. There are five miscellaneous deduction types on the average 
for each employee per year, with up to 30 deduction types which can be defined as needed. This allows any 
employee to have any mix of the 30 as required. The pay types can include any combination of wage rate, piece rate, 
salary, commission, bonus, etc. Four of the pay types can be changed to suit the user. Each may be taxed or non- 
taxed. 

There are five disks supplied with the package and all disks are copyable with the DOS 3.3 System Master copy 
program. Sixteen top quality blank disks are recommended to start using the program, as a poor quality disk can 
cause serious problems with the stored data. The programs’ disks are: 


1. PROGRAM ONE 
2. PROGRAM TWO 
3. COMPUTE 

4. DATA 

5. ADDRESS 


There is a practice session included on the Data disk so that the new user can change all the variables, enter some 
practice employees, change the supplied information and really get some hands-on experience in using this very ver- 
satile program. All menu functions of this payroll program are protected by a password so that no unauthorized per- 
son can access or alter any of vital payroll information. Furthermore, no checks can be printed without the proper 
passwords, since all menus are controlled by the password. 


Program One consists of the following functions: 
. Add or terminate employee 

. Enter payroll information 

. Print detail listing 

. Compute payroll 

. Print check register 

. Print checks 

. Enter hand or void checks 

. Print employee lists 

. Look at/modify current pay records 


COoOAoNUfwON- 


Program Two contains these other functions: 
10. Print summary reports 
11. Print quarterly reports 
12. Look at/modify master pay records 
13. Print ethnic distribution 
14. Print W-2 forms 
15. Change variable/passwords 
16. Year-end master file cleanup 
17. File reconfiguration 


Employee addresses are recorded on the Address disk if the user opted for address recording; otherwise, the ad- 
dress disk is not used. The computer disk does all the necessary computing of the payroll and the resulting informa- 
tion, including the employee information which is stored on the Data disk. All parts of the program are nicely error- 
protected and full prompting is given on the screen so that one can learn how to use all parts of the module very easi- 
ly. The documentation is very easy to use and is logically indexed by numeric references so that any part can be 
found easily. This is a very well thought-out payroll program and should give very little trouble to the potential user 
with the only drawback being that there has to be a yearly update for the registered user at a nominal charge. 
Broderbund’s charge for the 1980-81 update is twenty dollars. . 


PEACHTREE 140 PAYROLL SYSTEM Department: Business 


Company: Retail Sciences Sugg. Retail: $395.00 (approx.) 
Language: MBasic Availability: 6 
Hardware Requirements: 48K & Language card, Z-80 card 
2 Disk-Drives & Printer Disk or Tape: Disk 
EASE OF USE 70 DOCUMENTATION 83 RELIABILITY 83 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 80 
VISUAL APPEAL 75 


* Only through Dealer 


PEACHTREE PAYROLL SYSTEM by Retail Sciences Inc. is an Automated Payroll and Financial Reporting 
System for an Apple II Plus, 48K, two Disk drives, a printer capable of at least 132 columns, a Language card, a Z80 
Softcard by Microsoft Consumer Products with CP/M and Microsoft Basic on Diskette. The programs supplied con- 
sist of three disks, two of which are program disks and the third a data disk. 

Before this program can be run, the user must load CP/M and Microsoft Basic into the machine. The computer 
should be booted with the Microsoft Disk which loads the CP/M; when the prompt appears, Basic should be loaded 
after which the “PR MENU” is run to start the program. Care must be taken in following each step as outlined in the 
manual, since the program is very prone to BDOS ERRORS. The file maintenance and list functions reside on the 
first disk with the month end, quarter end, year end and tax maintenance modules located on the second disk. 

The federal withholding taxes are supplied on disk; however, the state withholding taxes have to be filled in by the 
user. In entering the data for California, this reviewer found it difficult to make the deduction come out very ac- 
curately although I tried at least 10 different times. Also, the user has to go into the main program to change the 
state disability figures, as no way was provided to input that information. 

The data disk contains a sample file for a fictitious company which, when run, helps the user get acquainted with 
the way the program operates. After a copy is made of the original data disk, the copy is used to create the employee 
file by using system startup, which allows the user to input his or her company name and various sundry information 
relevant to the payroll program after which a new employee file is created, consequently deleting the sample file on 
the data disk. The programs are menu-driven and are easy to run. 

A check register can be printed before the checks are written so that all figures can be checked beforehand. Even if 
the checks are incorrectly printed, the figures can still be changed and the checks rewritten correctly, provided the 
entries were not posted, referred to as new period initialization by this program. Another feature of this program is 
that it will set up a general ledger transfer file if the Peachtree General Ledger System is being used. The data disk 
will hold approximately 250 employees which is about maximum for the 5 1/4 in. disk. All input data can be easily 
edited. The program handles five different pay periods and will print checks for any number of different pay 
periods. 

Once the procedures of this program are mastered, the user should not have too much trouble in speedily running 
and printing his entire payroll. Month-end processing prints the schedules for the tax returns as does the quarterly 
which prints out all necessary information. At year-end, the W2’s are output on the pre-printed forms, with format- 
ting that provides proper alignment of figures. 

In sum, this is a good payroll package, but it does require expensive additional hardware. 


LEGAL ACCOUNTING Department: Business 

Company: FCI Inc. Sugg. Retail: $1200.00 

Language: Applesoft Availability: 2 

Hardware Requirements: 48K, Dual Disks Disk or Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 60 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 70 
VISUAL APPEAL 70 


The LEGAL ACCOUNTING PROGRAM 1 by Clarence B. Ziegler, Jr. is for use on Apple II 48K with two Disk 
Drives and serial or parallel Centronics Printer, Spinterm or Diablo Printer. If there are one or two lawyers in the 
firm use a Centronics #779, three to five lawyers, use #702 and six to eight lawyers use the #703. The program can 
handle a maximum of eight attorneys in a firm with up to 1200 active cases. The program consists of three 
disks. ..The main program disk, a details disk and a case disk. The details disk contains information concerning the 
lawyer performing the service, the hours and rates, and a description of the service. The cases disk or customer disk 
contains the file number, date, class, description and billing code. 

Each case disk can holdup to 350 cases and the details disk can hold 800 details. This program is very sophisticated 
and should be used by a bookkeeper who is familiar with legal terminology. The details and case disks are generated 
from the main program disk by using item #2 in the menu, the RUN TRIAL BALANCE. This initializes and formats 
each disk and assigns sequential numbers to each group of disks. 

51 


The various programs are menu-driven, with the Change Lawyers and Clerks Names options allowing the user to 
alter all names. There is room for eight lawyers and up to fifty lines for clerks or para-legal names. The program also 
has the option of selecting peripheral parameters so information can be input for use of the printer. When the pro- 
gram is first run after the details and case disks are initialized, the first items to be entered are a new case and a 
number is assigned to it. After that, the computer prompts for all necessary information that is needed. If all is cor- 
rect, the input is then stored to the disk. 

Service codes are preassigned by the program and are very detailed and self-prompting. There is also a code 14 for 
unbillable time and room for remarks which are for internal use only, such as “this guy is a rich jerk,” etc. Service 
code 15 records payments made to the account with balance-to-date amounts. The program also allows a printout of 
a case history and a customer statement. These statements can be printed in groups or singly. Before anything is 
printed it can be reviewed on the screen and updated or corrected if wrong with the correction part of the program. 

A case can be deactivated if it is no longer needed, with the balance-to-date zeroed out. This case is then held on 
the disk until the end of the month is run before it is dropped. An important reminder is that this program is also an 
accounting program; it prints a trial balance, creates new disks and runs end-of-month so that the firm can start 
fresh each month. The program stores the ending balances on the new disk and deletes all the inactive cases. 

The following are the codes and classifications that this reviewer thinks should be of interest in anyone con- 
templating purchase of this program. 


CODES 

CLASS NUMBER DESCRIPTION 
10 Subrogation — Plaintiff 
Negligence 
11 Subrogation 
20 Insurance — Defense 
21 Insurance — Negligence 
22 Insurance— Workman's Compensation 
23 Insurance — Malpractice 
24 Insurance — Product 
Liability 
25 Insurance — Other 
30 Real Estate 
40 Divorce 
50 Criminal 
51 Criminal Appointment 
60 Wills 
70 Estate Planning 
80 Probate — General 
81 Probate — Juvenile 
82 Probate — Juvenile 
Appointment 
90 Corporation 
100 Bankruptcy 
110 Miscellaneous 


Any class description can be changed or added. Also there are 15 service codes and 12 billing codes. Service codes 
can be changed but the codes 11 through 15 are needed by the program and cannot be altered. 


THE CONTROLLER Department: Business 


Company: Dakin5 Sugg. Retail: S695 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K, 2 Drives & Printer Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 85 


THE CONTROLLER by Dakin5 Corporation and Apple Computer Inc. is a series of computer programs con- 
sisting of Accounts Receivable, Accounts Payable and General Ledger for the Apple II. The programs can be used 
either separately or together. 

The equipment necessary to operate THE CONTROLLER is an Apple II, 48K or Apple II Plus, 48K system with 
two disk drives, one controller card, a video monitor or TV set with modulator, a printer capable of at least 96 col- 
umns with eight lines per inch, and Applesoft in firmware (or a language card if the hardware is not an Apple II 
Plus). 

The programs are all operated by means of menu choices which allow the user to tailor each program to his 
business. Planning cash flow and keeping track of slow-paying customers is very easy, using these programs. All 
bookkeeping is done by THE CONTROLLER’s automatic posting routines. THE CONTROLLER provides all 
necessary printed management summaries, detailed reports, vendor and customer lists, mailing labels and account 
statements. The Balance Sheets or the Profit and Loss Statements are provided either in summary form or detail. All 
accounting is regulated and standardized so that it is virtually impossible to make any errors. 

The manual provided with THE CONTROLLER is sufficiently concise and detailed enough so that the user will 
have no trouble in using this system. The documentation provides instruction on how to use the system and is also 
organized so that it will serve as a reference manual once the user starts operating the system. Additionally, the 
manual describes in detail how to set up the system and the sequences required to begin using THE CONTROLLER. 

All reports that are generated by the programs are included in the manual, with samples and complete descrip- 
tions. All three systems should be used with practice examples before attempting to enter the user’s business data into 
the system. The documentation is excellent and easily followed with very little trouble. 

The accounts receivable (A/R) system can handle up to 250 customers per disk with a maximum of 1000 transac- 
tions for all customers. It is possible to use up to nine disk volumes; however, only three are suggested. The one big 
drawback with the A/R package is that the maximum sale can only be $99,999.99 and the maximum sales tax can on- 
ly be $999.99. This also means that the largest single A/R balance for any one customer can only be $99,999.99 per 
aging period. The largest overall balance allowed per customer is only $399,999.96. This should be carefully noted, 
since this would be a significant limitation for any business that deals in large amounts of money. 

The Accounts Payable (A/P) system can handle up to 125 vendors at any one time, although the total for all A/P 
transaction amounts cannot be more than $99,999,999.99 for any one month. This should not place any restriction 
on the potential user other than both having a maximum of 300 checks that can be printed and 300 invoices can be 
processed each month in batches of 100 invoices each. 

The General Ledger (G/L) can handle up to 250 accounts with a maximum of $99,999,999.99 per account 
balance. The chart of accounts that is supplied with the system is very broad and covers all areas, but its capability 
for customization to suit the user or for creating a completely new chart of accounts can be implemented at the start- 
up of the G/L. The chart of accounts can be divided into a maximum of up to 10 different departments if needed by 
the user. The system can handle up to 1000 journal entries which include 100 standard entries each month. The user 
can not have more than 1000 entries in the system at any one time, whether they are for the current month or for 
future months. (This is a file limitation that should prove to be no trouble to the potential user.) 

The system will automate many time-consuming tasks by providing very fast access to data and reporting pro- 
cedures, with a large reduction in accounting fees and bookkeeping procedures. All of the programs are protected 
from user error as much as possible, since back-up disks are forced to be made before one can keep advancing 
through the programs. The programs consist of seven system disks, three data disks, 10 backup disks, and four blank 
disks. An additional supply of disks are needed for backup copies of the system disks and data disks. 


Allowed Recommended 


A/R transactions per month per disk 1000 750 
G/L transactions per month 1000 750 
G/L journal entries per month 1000 700 
G/L batch entries 250 100 


In actual use, the programs are not too swift, as there is endless swapping of disks for backup purposes and dif- 
ferent system disks are needed. The programs issues prompts for the proper disk and will not accept any other disk, 
which is sound practice from an error prevention standpoint; however, if disk SYS002 is needed, one must first insert 
disk SYS001 and then disk SYS002. Additionally, when a choice is given for a summary or detail report, one must 
print the P/L, Balance Sheet and Trial Balance deposit reports or the program will not allow the month to close if 
only Summary reports are printed. This is a drawback, if throughput speed is essential and the detail reports are not 
needed. The report printing procedure also uses quite a bit of paper since, as each report is finished, the top of form 
feed is executed twice resulting in an unused sheet being provided between each report. This makes for bulk if each 
month is kept in a complete set without separating the monthly reports. 


ANALYZER Department: Business 

Company: Dakin5 Sugg. Retail: $625.00 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K, 2 Drives, Printer Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 85 


The ANALYZER by DakinS is a series of programs designed to function in conjunction with The Controller for 
evaluating, assembling and distributing monthly information produced by The Controller. The user must be runn- 
ing under Version 1.1 (Dos 3.3) for the Apple II or Apple II Plus, with the same hardware requirements. The 
ANALYZER interfaces with the Controller so that information generated by the Controller is transferred on a mon- 
thly cycle (or optionally, at start up, then monthly). 

The ANALYZER operates in the same manner as the Controller and is completely menu-driven. The documenta- 
tion is very complete and concise, with very little in the area of procedure being left to chance. The program pro- 
duces a budget (either temporary or permanent), which is applied to the revenue and expense accounts, followed by 
projected goals and variances. 

The profit-and-loss analysis compares the amounts for the current year against the previous year on a monthly, 
quarterly or year-to-date basis and will produce appropriate reports by departments, if specified by the user, for the 
Controller. The Balance Sheet analysis uses the total assets as its source for producing two different types of reports. 
One shows the dollar variances by comparing last year with the current year; the other report gives the percentages 
of the different assets, liabilities and equities for both years in relation to the total assets. 

The sources and application of funds reports summarizes the transactions that have caused balance sheet changes 
between the two years. A financial ratio analysis report is generated, which shows the company’s ability to meet 
short term obligations, how much is financed by debt and how effectively the assets are being used. The cash flow 
projection report supplies the data needed to plan a sound cash budget and at the same time advises on what the 
monthly cash requirements will be for the current month and three future months. 

After booting the ANALYZER, the program takes the user through the types of procedures that were used for the 
Controller, with all the identical customizing features that were needed for tailoring the program to the user’s 
business needs. The chart of accounts can handle up to 500 categories, including all current accounts and any ac- 
counts from the previous year having a balance. The ANALYZER-produced accounts are closed every month (the 
same as “Controller”) in addition to being closed quarterly, so that an archive disk can be generated. 

The ANALYZER comes with three system disks, one data disk and three backup program disks. Additionally, the 
G/L archive disks and the DAT006 from A/R and DATO11 from A/P are needed to generate the various reports. If 
the Controller is Version 1.0, then the archive disks will have to be converted in order to use them. When the 
ANALYZER is started up, the program interfaces with the Controller MST001 disk so that the ANALYZER is incor- 
porated into the Master disk. The programs are well protected; there is error trapping throughout. For example, if a 
wrong disk is inserted in a drive, the system asks for the proper one. To operate properly, it is necessary to transfer 13 
months of General Ledger information from the Controller to the analyzer disks. This should be done during start- 
up, because the reports need 13 months for a year-to-date comparison and, if done during startup, it processes the 
reports much faster. All procedures are clearly outlined in the manual and the screen-prompting is more than ade- 
quate. 

The programs are relatively easy to use once one gets oriented to the requirements and the lengthy time- 
consuming startup procedure is overcome. The results of the various reports more than make up for the extra effort. 
The manual provided comes with samples of all reports. This package can be very useful for a small business’ finan- 
cial requirements, provided the user has all the necessary backup information as provided by the Controller; without 
this output, the ANALYZER is of little use. 
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CLIENT BILLING SYSTEM Department: Business 

Company: High Technology Inc. Sugg. Retail: $100.00 

Language: Applesoft Availability: 4 

Hardware Requirements: 48K ROM, 1 Drive, Printer Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 90 

VENDORSUPPORT 75 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 75 


CLIENT BILLING SYSTEM by High Technology Inc. is a system for billing and keeping track of client transac- 
tions for the small business man, lawyer, C.P.A. or anybody involved in billing requirements on an hourly basis, as 
applied to an employee or through a fixed rate charge per service unit. The system is capable of accepting up to five 
hundred different rates. An Apple II 48K with ROM Applesoft, one or two disk drives and a printer capable of 132 
characters per line is necessary for the operation of this system. 

The disk that comes with this package includes a program on it to set up system parameters for specifying the 
user's hardware. The operating manual that comes with the system is short and concise but adequate to get the user 
properly started. There are two files consisting of the rates file, which must be set up first to establish all rates that 
would be charged, and the hours file, to which the hourly billing information is input. All other files are listed to the 
printer. The following constitute the programs on the disk, which are accessed by means of a menu: 

Rates 

Hours 

Job Cost Analysis 
Rates Journal 
Hours Journal 
Payment Journal 
Expense Journal 
Raw Journal 
Statements 
Trans. Analysis 
Create Balfwd. 

The HOURS file can handle five different transactions which include, besides the hourly rate, E for expense, P for 
payment received, BID for bid or job estimate, and B for initial balance. When any of the available journals are 
listed to the printer, all transactions are completely totalled. The one element missing in the statements is the client's 
address, as the program only asks for the client's or customer's name. 

This is a relatively simple package in terms of user friendliness if one follows the directions in the manual. This 
system should provide the user with a means of easily keeping track of expenses, payments and charges (hourly or 
job-rated) involving his customers or clients. 


THE iNVOICE FACTORY Department: Business 


Company: MicroLab Sugg. Retail: $200.00 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K + 1 Disk Drive Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 80 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 80 
VISUAL APPEAL 80 


THE INVOICE FACTORY by Micro Lab is designed as both a stand-alone program and one to be used in con- 
junction with The Data Factory. It provides the user with a tool whereby invoices and statements can be prepared 
and each customer's account can be kept track of. 

The name of the program implies that it is to be used in the preparation of invoices. While this is true, it is much 
more than that. It will print invoices, monthly statements, plus maintain and update each customer record and 
his/her present balance. 

It is, however, a specialized program designed for a company that deals with “hard” goods that can be identified 
and priced by item listings. A company that deals in services or soft goods would not find it applicable to their opera- 
tion. 

Like the Data Factory, the Invoice Factory is menu-driven and easy to use. The user starts by entering Master Ac- 
counts, or a list of all of their customers into the system. The format that must be used is well laid out and defined 
with enough information provided so as to make this portion of the task easy to do. 

Next is the preparation of the “shipping variables”. This portion of the program can save a company hours of 
manual calculations because it allows the computer to figure the shipping costs based on a product's weight and the 
Zip Code destination. UPS charges can be updated as their rates change. We found this section to be totally accurate 
in every respect. 

After the shipping variables are entered, it is necessary to enter the product information, including a description, 
price, and shipping weight. The system allows use of up to 100 products; when choosing which ones to use, the ar- 
row keys control the scrolling of the list on the screen. 

After the user has established a master accounts file, a shipping information file, and a product price and weight 
file, one is ready to print out the invoices. This procedure is easily accomplished by following the instructions in the 
book; they have even provided a “set-up” routine to allow you to line up the invoices in the printer prior to running 
them. 

Of more importance to the user than the simple printing of an invoice is the ability of the program to provide 
statements, accept payment posting, issue credit memos, and print reports. In other words, the system is a complete 
office billing package designed for small businesses who sell “hard” products. It can handle all phases of the billing 
cycle and keep track of each customer. 

There are several negative aspects that we discovered in using this program. The first is that you must use invoices 
that are preprinted with your company name and address or else use a rubber stamp on them. While this is not a ma- 
jor problem, it would be nice to be able to have the program print company information on the invoice. Also, since 
the computer numbers the invoice (after you specify where to start), invoices with preprinted numbers on them can- 
not be used. This latter problem is of more concern from a security stand-point than anything else. We do not know 
how many companies want to have unnumbered invoices around which could be used by others. 

The last thing that we feel should have been included is a comment line on the invoice itself. In the preparation of 
an invoice, it is oftentimes nice to be able to add a comment, refer to special sale, or just say thank you to your 
customers. Computer systems have already taken most of the personalisation out of the world; it would be nice to be 
able to add this type of comment feature to an invoice. 

It is possible to use the files created by the Invoice Factory for use with the Data Factory. A conversion program is 
included that allows the user to add to the file information, change the fields around and otherwise customize them 
for their own use. 

We discovered that going from Data Factory to the Invoice Factory and back again was awkward at best and, 
unless care is taken, file damage can occur. 
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WORD PROCESSING 


In order to choose intelligently word processing software for a micro-computer, the prospective buyer should have 
a good understanding of the concept of word processing, and an idea of what features can go into a word processing 
system. In many cases, your own word processing needs will determine which features are more important to you, 
making it imperative to know what you are buying before you invest in a product. 

A word processing system can be defined to be a program or collection of programs which are designed to allow a 
computer user to enter and edit textual matter, stored within the memory of the computer or on some external media 
(e.g., diskettes), for the purpose of ultimately producing a typewritten document. Word processing’s advantages 
over the lowly typewriter are beginning to make themselves felt in all areas of text handling both in business and in 
the home. By entering a business letter with a word processor, it is possible to quickly correct minor mistakes, move 
words, lines, or entire paragraphs around, and perform complicated formatting tasks, without the necessity for 
hand retyping of each revision. 

A typical word processor consists of three major components: 

—an editor 

—a file manager 

—a formatter 
Each of these will be discussed separately in the sections to follow, although they may all be parts of a single large 
program. 


THE EDITOR 


The editor is perhaps the most important part of a word processing system. It is the editor which provides the 
primary interface to the user, allowing him to type in text and modify it as needed. A good editor can make word 
processing effortless, a bad one can make it almost more difficult than using a typewriter. Most micro based editors 
operate upon a collection of text, held in the memory of the machine, and allow the user to display sections of the 
text on a terminal, add or insert additional text, change, delete, copy, or move existing text, and scan for selected 
strings. 

There are two major classes of editors: the line oriented editors and the full screen type. Attached to early com- 
puters one would always find the popular teletype terminal. This device was essentially a computer driven 
typewriter, printing messages from the computer on a roll of paper and accepting input from a keyboard. Based 
upon this device, early editors were line oriented; in other. words, input from the user was accepted in the form of a 
series of lines, each ended by pressing the carriage return key. When the user was not typing input, the computer 
could send output, also in the form of lines. A line oriented editor is generally command driven, allowing a user to 
instruct the computer to accept input lines of text, list selected lines as output, delete lines, substitute strings, and 
scan. The advantages of such an editor are that it can run on almost any terminal, hardcopy or video, and, being 
command driven, it is somewhat easier to learn to use. The disadvantages are that it is at times hard to find one’s 
place in the text being edited, making changes can’ be awkward, and lines must constantly be listed so that the user is 
aware of the changes he has made. 

Full screen editors, on the other hand, were based upon the video or CRT terminal. A video terminal allows 
several lines to be displayed upon a TV-like screen, and, depending upon the terminal, these can be selectively 
erased or rewritten by the computer, not necessarily in the order that they were originally written. This design 
allows a full screen editor to “throw” a large number of lines of text up on the screen and through the use of a cursor 
and cursor movement keys, the user can move around on the screen making changes in the text. Add to this capabili- 
ty special editing commands (usually invoked with control characters), and a very powerful editor is the result. 

Many word processing editors are available for micros today, employing both the line and the full screen orienta- 
tions. In addition there are editors which fall somewhere in between (let’s call them command driven screen editors) 
which are line oriented editors in every sense except that a portion of the screen is set aside to display an updated im- 
age of the text after each command. For the purposes of this discussion, though, they may be considered line 
oriented. 


LINE ORIENTED EDITORS 


There are several commands one expects to find in a good line oriented editor. Line oriented editors allow the user 
to refer to a line by either a numbering scheme (such as the BASIC editor) or by a “current line pointer” concept. In 
the first case, should a user want to list the first twenty lines of text in his document, he might say “LIST 1,20” or list 
lines 1 through 20. In the second case he would position an imaginary current line pointer to the top of the document 
(with a TOP command) and then he might issue the command “LIST 20” or list the current line and the lines follow- 
ing up to 20 lines. There is usually a line adding command which, when invoked, allows the user to enter lines of text 
automatically, one after another. Also, there are commands to delete a line or a range of lines and insert lines 
(similar to the adding command) between other lines. To facilitate finding a line which needs changing, there 
should be a scan command which searches the document for a given string, and, once found, a string substitution 
command, to allow minor changes to a line to avoid retyping it. 

In addition to these basic commands, there are several possibilities. A very useful feature is the ability to globally 
change a given string to another. Suppose you have entered a form letter written to a Mr. Lee. Now you want to send 
the same letter to Mr. Green but Mr. Lee’s name appears all throughout the letter. A global replace command would 
change all occurrances of the string “Mr. Lee” for “Mr. Green”, shifting the remaining text on each line to the right 
to make space for the longer name. 

Another useful command is one which permits copying of a line or group of lines from one place in the document 
to another. This is done, usually, by specifying the starting and ending line numbers of the lines to be copied and the 
number of the line after which they are to appear. 

With the advent of the CRT some line oriented editors support a “local edit” command. With this command it is 
possible to ask the computer to list a line of text, placing the cursor upon it for updates. The user may then move the 
cursor over the line, making selective changes, inserting characters or deleting characters at will, and when the 
return key is pressed, the modified line replaces the old one in memory. An “edit” command can become the most 
useful in the line oriented editor’s command set. 

Other commands can set tabs (as on a typewriter), erase all text in memory to begin entering a new document, 
and display the amount of memory left in which to enter text. There are also many word processing functions which 
can be included as commands which will be covered in more detail in the next section. 


FULL SCREEN EDITORS 


Most full screen editors operate similarly, at least on the surface. A group of text lines is displayed upon the screen 
and the user may move his cursor around at will to make changes. The screen can be thought of as a window or 
“viewing port” on the text in memory. Using control commands, the user can move this window around over the text 
in memory, allowing him access to different parts of the document. In general there can be commands to move the 
cursor up, down, right, left, to the upper left corner of the screen, the bottom left corner, the end or beginning of a 
given line, or to preset tab positions. In each case the movement of the cursor does not affect the text in any way. In 
addition, there might be commands to move the screen window “down” or forward through the document, “up”or 
backward, and, if horizontal windowing is supported, to the right or left. This latter movement would only be 
necessary if lines in the document could be longer than the line length of the screen. Commands to move the window 
to the beginning and end of the document, or to the 3lst line (for example) are also useful. 

Other necessary commands include a searching capability similar to that in the line oriented editors. When the 
target string is found in the text, the cursor is left over it to make changes easier. A global search and replace is also a 
must. It should be possible to delete characters in a line and have the editor shift the remaining characters over to 
take up the space occupied by the deleted ones. Conversely, an “insert mode” should be provided to allow characters 
to be inserted in the middle of a line, shifting remaining characters over to make room. In the vertical direction, 
there is a need for a line delete command and a line insert command or mode as well. 

Most full screen editors provide a means for moving or copying blocks of text lines from one place in the document 
to another. This is usually done by first “marking” the first and last lines to be moved with a special command, sav- 
ing the block thus marked in an internal holding area, moving the cursor to the new place, and recalling the saved 
block of text. This mechanism is virtually universal for full screen editors which do not use line numbers. 

Other commands can allow for the shifting and tabulating of text, splitting or joining lines, and setting, clearing, 
and using tabs. Ringing a bell (or beeping) when text is entered past a certain column is also a nice feature. Some 
editors allow commands to operate on words. A control key might delete the word under the cursor, for instance. 


Since there are only so many control keys on the keyboard, it is possible that the editor must operate in different 
modes. Some editors have a “cursor movement mode” in which the control keys move the cursor or the window. 
Entering another control key might place the editor in “change” mode, redefining the control keys to have entirely 
different meanings. In general it is better to avoid this design due to the added complication in memorizing all these 
commands, but some use of modes should be expected. 

Some editors set up for word precessing will automatically prevent the splitting of words across line boundaries. 
This means that as you type, should the last word on a line not fit (as is usually the case) the editor will automatically 
move it to the beginning of the next line for you. Some editors operate only in this mode, others provide it as an op- 
tion. Editors which only operate in this mode are at times hard to deal with when you are trying to place data in 
fixed positions on a line. 

Another important consideration in all forms of editors is the handling of upper/lower case. Some keyboards 
(notably the APPLE II and others) do not allow case discrimination with a shift key. Various schemes can be used to 
get around this. One is to assume all letters entered are lower case and require that upper case letters be preceded by 
a special character. When the document is “run through” the print formatter program, these two character se- 
quences are replaced with upper case characters. Another, more agreeable way is to use a special key on the 
keyboard (such as ESC) as a “shift” key and to represent upper case characters on the screen with inverse video 
(unless an upper/lower case character generator chip has been installed). In either case, it is nice to have a “caps 
lock” mode as well. 


THE FILE MANAGER 


Once a document has been entered into the computer’s memory via the editor, a provision is needed to save it to 
disk or tape. The file manager within the word processing package is provided for this purpose. Commands are 
usually available to load a document into memory which had been previously stored on diskette or tape, or, con- 
versely, save a document which has been entered into memory with the editor as a file on a diskette. A command to 
list the documents stored on a given diskette is needed, as well as commands to copy, delete, or rename these files. 
Some of the more sophisticated file managers will allow the user to save a portion of the memory image (lines 250 
through 273, for instance) as a file on the diskette, or to load a file from diskette as an insertion into the middle of the 
document in the editor’s memory. Using this feature it is easy to piece together a document from “canned” pre- 
written segments. 

One important consideration when evaluating a file manager is its use of a standard file format. Some word proc- 
essors use a non-standard format for files, either to provide more efficiency, special purpose capabilities, or to pro- 
tect the software from being illegally copied. If such a word processor is being considered, the user must ask himself 
if he intends to use the package for anything other than word processing. If the file manager supports a standard file 
format (one which can be accessed by BASIC or other computer languages), then the editor can be used to type in 
programs as well as text documents. Also, although many such packages also offer a form letter or mailing list 
capability, it may be desirable or necessary to interface your own mailing list files, written by other software, to the 
word processor. Non-standard file formats can also limit your flexibility when it comes to copying files and making 


THE PRINT FORMATTER 


Second only to the editor in importance is the formatter part of the package. The print formatter accepts as input 
your edited document (either from the memory image created by the editor or directly from disk or tape) and creates 
as output a typewritten result on the printer. This may seem very simple, and it can be. Usually, however, the job of 
the print formatter is quite complex. A good formatter must keep track of how many words will fit on an output line, 
never allowing a word at the end of the line to be broken in half. It can justify the resulting line so that both the right 
margin and left margins appear even (more on this later), and it can determine when a page is full, and automatical- 
ly go to the top of the next page and print a title and/or page number. 

In the simplest case, input to the formatter is just pure text lines which are dumped to the printer without change. 
To cause the formatter to “massage” the text into a more presentable form, the user must insert formatting com- 
mands into the text at strategic places. This concept is also used by computer typesetting software (which is 
remarkably similar to word processing software) and the commands are the “mark-up” language. Thus, the user 
enters his text and “marks it up” with special commands to tell the formatter when to explicitly go to a new line, 
where a paragraph is to begin, and when to underline or overprint. In order to better understand the capabilities of 
a formatter, certain terms need to be defined. 


LINE FILLING 


Usually, the line length of the editor will not be the same as the final output image (although this need not be 
true). The Apple II, for example, has a 40-column CRT display but when printing a letter, at least 70 or 80 columns 
are required. To allow for this, the formatter can be made to do ‘filling’ or, to put it another way, it can be put in 
‘fill’ mode. This means that, if after moving an input line (of 40 characters or less) to the output line buffer, if there is 
room for more characters on the output device, the formatter fills the output line by “stealing” words from the next 
line(s). On the other hand, if the output line is shorter than the input lines, the formatter will only use as many 
words on an input line as will fit, and will use the remainder as the first part of the next output line. Another use for 
filling is in updating documents. Suppose you have entered a document with the editor but now realize you left out a 
word. After inserting the word into a line, if filling was not available, you would have to either live with a line that 
is little longer than any of the others or else retype the remainder of the paragraph. With a filling option it doesn't 
matter what the input looks like, the output lines will be filled and look normal. When filling, some word processors 
will “eat” or throw away excess blanks between words reducing down to one blank between words and two follow- 
ing sentences. This practice can be either an asset or a liability, depending upon the types of documents being 
entered. 


JUSTIFICATION 


Related to filling is the concept of justification. Lines can be left justified, right justified, centered, or fully 
justified (“even margins”). Using a typewriter, everyone should be familiar with left justified lines. This just means 
that the text starts on the left margin and words are separated on the line by one space. Left justified lines have what 
is called a “ragged” right margin, since it is unlikely that every line will end in the same column. Right justification, 
rather less useful, is the opposite of left justification. All the lines appear to have been shifted over to the right so that 
the last character in each falls on the right margin column. A fully justified line is similar to the appearance of 
typeset material such as one would find in a book. To justify such a line the formatter adds spaces between the words 
on the line (as evenly distributed as possible) to force the last word to end on the right margin. You could do this on a 
typewriter but this would require typing the line once, computing the number of spaces to add, and then retyping 
the line, adding the proper number of spaces between each word. Examples of normal left justified text and fully 
justified text are shown in EXAMPLE A and EXAMPLE B respectively. EXAMPLE B may appear better than or- 
dinary typewritten text but it is still a long way from the appearance of typeset material. This is largely due to the 
limitations of a typewriter. An ordinary typewriter (and most computer printers) will “escape” or move the carriage 
a fixed distance after each character is typed. Thus, the carriage moves the same distance for the letter “i” as for the 
letter “D”. Newer printers, such as the Qume, Diablo, and Spinwriter, allow this “escapement” to be varied, 
depending upon the last character typed. This is called “proportional spacing”. The result is a product much more 
akin to typesetting (EXAMPLE D). Since these printers can, under computer control move their “carriage” in very 
small increments, it is possible to justify lines much more evenly than before also. This practice is called “incremental 
justification”. EXAMPLE C is the result of both proportional spacing and incremental justification. At the time of 
this review there is no word processing software which takes full advantage of these new printers. The closest any 
comes is in providing incremental justification — none supports proportional spacing. [NOTE: As of this printing — 
Apple Pie 2.0 from Programma is supposedly adding this feature. ] 

Getting back to our discussion of word processing formatters, there should be a capability for filling and left or 
fully justified lines. Some word processors will operate only in the filling mode (it can not be turned off). This can be 
a disadvantage when tabular information is being entered (especially if the formatter “eats” blanks as mentioned 
earlier). In general, it is best if data can be entered either as a stream of words to be made into paragraphs, filling 
with or without justification, or as an exact image of the output (such as a table or chart), with filling and justifica- 
tion off. 

Other formatter commands allow the user to specify left and right margins, the number of lines to skip at the top 
and bottom of a page, the title that is to appear at the top and/or the foot of each page, the position of any page 
number, line spacing (single, double, etc.), underlining, bold face or overprinting, centering lines, and paragraph 
indentation. Also useful in most formatters and mandatory in those which insist upon “eating” blanks is the ability to 
set up printer tabs so that columnar information can be printed. 

Some of the more sophisticated word processing systems provide additional formatting capabilities. Among these 
is a “widow” prevention feature. A widow is a portion of a paragraph, usually only the first line or two, which may 
appear at the end of a page, with a remainder of the paragraph appearing on the top of the next page. This is con- 
sidered undesirable. Some word processors will not start a new paragraph if only two lines are left on a page, but 
will automatically go to the next page. Trailing widows are also possible, but these are a lot harder to eliminate and 
usually only expensive typesetting software can deal with them. 
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Another advanced feature is the ability to process a form letter, reading insertions of name and address data into 
specific places in the letter. Some packages offer this as a separately purchased option, others provide it as standard. 
Also, some treat form letters specifically, while others allow a more general ability to read “records” from an exter- 
nal file, skip blocks, and loop. 

Other features to look for in a formatter include support for special characters which may be available on a 
printer but not necessarily in the character set of the editing keyboard. Another useful capability is that of turning 
the formatter’s output on or off. Many times, while “debugging” a document, it is desirable to print only a selected 
portion (in the middle or at the end) while still processing the beginning of the documentation for pagination, etc. 
This feature can also be used to insert comments to the person editing the document that are not to be printed on the 
final output. Lastly, some formatters allow commands to pause printing, prematurely abort printing, and obtain 
strings of text from the terminal for insertion into the documents (example: the document can prompt the person 
printing it for its output line length). 

A final capability which can be much more useful than it might appear is the ability to “proof” a document by 
running it through the formatter and placing the output on the CRT exactly as it will appear on the printer. This can 
save paper and time. 

A part of each formatter is its interface to the user. The interface should allow the specification of default margins, 
page sizes, whether forms are continuous or single sheets requiring a pause after each page in spacing, and, most im- 
portantly, the address of the printer interface. Some word processing systems will also automatically load the printer 
interface routine as well. It should also be possible to abort printing at any time. 


EXAMPLES 


The Association for Computing Machinery (ACM), which has long 
advocated freedom of expression for scientists around the world, 
now stands accused of censorship. The brouhaha erupted late last 
month when the 37,000 member society was accused of "censoring" 
two candidates' ballot statements for the association's upcoming 
election of national officers. The accusations were made by 
present office holders. They have accused the ACM 
"establishment" of trying to rig the election by this effort. 
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CHOOSING A WORD 
PROCESSING SYSTEM 


Depending upon the degree of intended use of the software, one should emphasize either functionality or ease of 
use. If you plan only occasional use or simple word processing such as correspondence, your primary concern should 
be ease of use. Price is not always a good indicator of the quality of a word processor. A powerful word processing 
system with lots of commands could be a burden if you must re-learn it each time you use it. Pay special attention to 
the degree to which the editor conforms to conventions to which you are familiar in your other uses of the computer. 
For instance, one word processor uses the return key to move the cursor up rather than the usual downward motion. 
The occasional user might find this much more of a liability than the same software’s ability to add columns of 
numbers is an advantage. On the other hand, if you intend to do lots of word processing or if you will be entering 
books or manuals, a more powerful word processor might be a better choice. With extensive use, even the most un- 
conventional editor can become familiar and easy to use; however, one which does not support a formatting func- 
tion you need, requiring extra effort during editing, can be very limiting. In either case, you should see each piece of 
software you are considering demonstrated in a way approximating your use before purchasing. 


FUTURE WORD PROCESSING SYSTEMS 


No overview of word processing would be complete without a look at what the future holds. As good as word 
processors are now (especially when compared to a typewriter), they can be better, and, having this perspective can 
make your selection better informed. Most of the following features are now available on word processing or typeset- 
ting software for larger computers. There is no reason that they could not be implemented on a micro. 


EDITOR 


PROGRAMMABILITY — Some more advanced editors allow a limited programming capability. This could be 
used, for example, to run through the document, looking for a string, and then shifting text around in the lines 
where it is found. 

USER DEFINABLE KEYS — The choice for the function behind a given control character ought to be left up to the 
user. Also, he should be able to define a key to be a string of characters; a commonly typed word (such as “the”), a 
string of editing commands, etc. [NOTE: As of this printing, this feature is part of the Apple III.] 
HORIZONTAL WINDOWING — Most word processors do not need more editor line length than the width of a 
screen, but the use of the editor on other files with various record lengths would require the ability to move the full 
screen editor’s window to the right as many times as is necessary to view the longest line. 

TEXT COMPRESSION — Since storage on floppy disks is limited, a useful feature would be to compress duplicate 
characters (such as several blanks in a row) into a “compressed format” for storage on the disk. When the file is load- 
ed later, these sequences can be expanded again. 

SPLIT SCREENS — This feature allows the user to divide his full-screen editor display into two or more windows, 
each viewing a different portion of the file or different files. With a given command, he can switch between these 
windows, giving the effect of having several (smaller) terminals. 


FORMATTER 


MACROS — This could be the most important of all new features in a formatter. A macro is a collection of format- 
ting information and text, all collected under a single special word. Whenever this word is entered into the text, it is 
replaced with the text and formatting commands it represents. Use of macros makes the setting up of standard 
chapter headings very easy, for example. Macros can be written to simplify a complicated formatting command set 
for a specific purpose, such as legal documents. Macros should be able to accept parameters at the time of their in- 
vocation as well (such as the title of the chapter). 
TOP/BOTTOM PAGE EXITS — Used in conjunction with macros, this feature would invoke a given macro 
whenever the top or bottom of a page is reached to allow special formatting. 
RECTO/VERSO — This allows a different head or foot title and page number placement for even or odd numbered 
pages. A capability for ejecting to an even or odd page should be provided so that chapters will begin on a right hand 
page. 
KEEPS — If illustrations or diagrams are to be added after the document is typed, space must be left for them. This 
space is called, in typesetting terms, a “keep.” Keeps can be as simple as skipping a few lines or as complex as allow- 
ing text to “flow” all around a rectangle in the middle of a page. The formatter should also allow for keeping a 
reference to an illustration on the same page (or its recto or verso page) as the keep for the illustration. 
MULTIPLE COLUMNS -— It should be possible to specify text to be put into several columns across the page like a 
newspaper. Doing this is complicated, since widows must be avoided on a column level and keeps must be handled 
properly. 
PROPORTIONAL SPACING — To more closely approximate the look of typesetting on a Diablo printer or its 
equivalent, software should support true proportional spacing as shown in an earlier example. 
INCREMENTAL JUSTIFICATION — Along with proportional spacing, justification should be at the 60th of an 
inch level with inter-word as well as inter-letter justification possible. 
HYPHENATION — To improve the justification of short lines (especially columnar text), a good hyphenation 
algorhythm and exception dictionary for the automatic hyphenation of words is a must. 
WIDOWS -— Leading and trailing widows should be avoided both on a page and column basis. 
SUB/SUPERSCRIPTS — For printers which can handle them, subscripts and superscripts should be supported. 
MULTIPLE TYPE FACES — It should be possible to switch fonts or, in the case of a printer, pause to switch the 
daisy, ball, or thimble for headings and italics. 
SPECIAL SYMBOLS — Support for math thimbles for producing formulae may be required. 
SPELLING CHECKER -— Algorhythms and dictionaries could be used to check spelling of common words. 
TABLE OF CONTENTS/INDICES — A computer is well suited for compiling an index or table of contents from 
keywords embedded in the text. 
BOXES, LINES, AND RULES — With the graphics capabilities of the Diablo type printers, drawing boxes or lines 
for tables and charts should be part of the formatter’s command set. 
PAGE VS. GALLEY — Most word processors produce pages. A “galley” is a continuous stream of text which is later 
cut up and pasted-up into pages for reproduction. Although one would expect the production of galleys to be a 
subset of page production, this is not always the case, since some formatters insist upon skipping lines or sending 
form feeds. 
FOOTNOTES — In addition to superscript support, the footnote information should be made to fit at the bottom of 
the page on which it is referenced. 
REVISION BARS — When revisions are made to program documentation, a vertical bar is sometimes placed in the 
margin to indicate to the reader where additions or changes have been made since a previous version. 
COUNTERS -— If several numbered paragraphs appear in a document, it is sometimes better to have the formatter 
assign these numbers sequentially so that insertions will not require extensive hand renumbering. 
ABSOLUTE TABS — This is the ability to tab directly to a column on the line both forward or backward, within the 
margins or outside of them. This allows the overwriting of a row of periods with text by tabbing back to the begin- 
ning of a line to produce table of contents entries, e.g.: 
CHAPTER'] = LAM BORN 053 soirdcin a aes Gas wee eaee OS. Hes Ses aOR se e/eDe ate 1 
CHAPTER 2:— [GOTO SCHOOL 3s ie:scics encase tare ehadiao a aHs, KaleR ASRS earn sels 15 
OUTPUT TO A TYPESETTER — It should be possible to produce an output file on the diskette from the formatter 
in a format acceptable as input to computerized typesetting equipment. Having this capability can save money when 
typesetting work is sent out to a typesetting service and reentered there. Since there are many kinds of typesetters 
and no industry standard for their input, this capability may not appear in micro-based word processing software 
for sometime to come. 
VERTICAL JUSTIFICATION — Just as a line containing words can be justified by adding spaces between words 
and letters, so a page can be justified by adding small increments of space between paragraphs and lines. 
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SUPERSCRIBE [formerly SUPERSCRIPT) Department: Business 


Company: On-Line Systems Sugg. Retail: $89.95 

Language: 6502 machine code Availability: 8 

Hardware Requirements: Apple il or ll + Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO so ERROR HANDLING 90 
VISUAL APPEAL N/A 


SUPERSCRIBE is an excellent 40-column text editor for the Apple II. True upper and lower case is displayed us- 
ing the Hi-Res screen and shape tables to define the character display. 

The disk is set up so that it will boot with either a 13- or 16-sector set of PROMs in the disk controller card. There 
are two programs on the disk: one for editing and the other for printing, so you must have your file saved prior to 
printing. The editing program is able to take advantage of all memory you have in the Apple; even the extra memory 
provided by a language or 16K card will be recognized. 

Disk handling routines are excellent. DOS commands may be issued directly from the editor using a suitable 
prefix. In the event that you fill up the memory storage area with text, the program will scroll text from memory to 
disk, allowing entry and editing of quite large files — although some speed is sacrificed if you allow this to happen. 
Multiple disks are supported when you define input and output files. 

The program uses a character buffer on input so you can type quite fast and still not lose characters during opera- 
tions like wordwrap. As you type, you are provided with a continuous display of the space left in memory, tab set- 
tings, the input file name, and the output file name. Other transient information may be displayed as needed. 

The command mode is accessed via single letters. The cursor may be moved around the screen while in the com- 
mand mode or while in the entry/insert mode. If you are entering text, the same letters are used with the control key. 
This is a nice feature, since only one set of command letters must be remembered. While in the command mode, you 
may repeat commands “n” times by simply preceding the command with the number. 

The editor supports character editing through cursor control. All of the standard cursor controls and editing func- 
tions that you have come to expect in a text processor are present. Block moves are also supported. 

Shifting between upper and lower case is done with the ESC key; or, if you have modified your Apple to support 
the game paddle shift modification, that will also work. Alternate character sets may be used by the program if you 
have them available. 

The editor also has the handy capability of supporting single key MACROs. If you have a word or phrase that is 
repeated quite a bit you can take any single key (control or otherwise) and redefine it to that word or phrase. This 
can be quite handy — and a problem if you are not careful. In experimenting with this feature, this reviewer ac- 
cidently redefined the carriage return and was not able to exit the program except through RESET! 

One excellent use of the MACRO feature of the editor is in creating and editing Basic programs. Control keys may 
be defined for specific Basic command words, enabling rapid entry of programs that may then be EXECed into the 
interpreter at some later time. Wordwrap doesn’t affect the program when this is done. 

The RUNOFF program is the printer program. Using commands with RUNOFF, you are able to completely 
reconfigure your system to support any hardware you might have. With certain program modes (described in the 
manual), you are even able to support custom printer drivers as necessary. 

Imbedded commands within the text are used to format the output. Several text files may be chained together to 
produce a large document from individual files. The other standard features you have come to expect in word pro- 
cessor are present, along with some unique features. 

Automatic data insertion is supported for those cases where needed. Conditional lines for page eject are also sup- 
ported for a neater looking document. Automatic titling of pages is also a capability of the print program. 

A truly special characteristic of the program is its ability to support footnotes. They can be inserted into the text at 
the point where they occur and the program will store them in a buffer for printing at the bottom of the page. Few of 
the really expensive text processors will do this. 

The page numbering is also unique. Not only are regular numbering schemes supported, but Roman numerals as 
well. 

The final special characteristic involves the program's ability to build an index for you. If you surround words you 
want indexed with special characters that will not be printed, the program will build an index of those words, sort 
the index, and print the sorted index with page numbers. 

The only real problem encountered in running the printer program came when an attempt was made to change 
the default printer characteristics. The program disk was write-protected and a disk error occurred on the attempted 
write. The program caught the error and displayed the error message with a note requesting the user to press any 
key. The problem was that the error message was displayed on the regular text screen, while the program left this 
reviewer on the Hi-Res screen; thus, the error message was not visible. The moral is: when the program appears to 
hang, hit a key. 

All in all, SUPERSCRIBE is an excellent text editor for use with the Apple and a 40-character screen. 


APPLE WRITER Department: Business 


Company: Apple Computer Inc. Sugg. Retail: $74.95 

Language: Applesoft Availability: 9 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 85 RELIABILITY 75 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 81 
VISUAL APPEAL 75 


APPLE WRITER is Apple Computer Co.’s entry into the text editor/word processor field. As is the case with most 
items Apple Inc. puts its name on, it is a quality product and one of the top text editing systems currently available 
for the Apple. 

The package consists of two separate programs, a text editor and a print formatter which are written entirely in 
machine language. Each program is menu driven with one command in each menu to invoke the other program. It 
uses an unmodified DOS, supports multiple disk drives, and saves its data files in a standard binary format. A handy 
feature allows the user to execute any valid DOS command without exiting the program by first typing a 
“control-D”. 

The editor operates on a full screen of data in one of four modes. These are cursor movement mode, text mode, up- 
percase mode, and change case mode. The ESC key is used to switch between the modes which are distinguished by 
different cursors. The first mode defines several keys and control key sequences to move through the data. The cursor 
occupies a character position as it moves which causes the remaining characters on that line and perhaps following 
lines to be shifted over one position. This is distracting and takes a little getting used to. 

The second mode is “text” mode which allows you to insert/delete characters as well as perform the standard 
editing functions. Its global search/replace function allows the user to selectively replace occurrences of the specified 
string. The editor does not have a “change” mode which replaces existing text on a one-for-one basis with new text 
being entered. Making a correction requires that the erroneous data first be deleted (left arrow key), and then the 
new text inserted. This makes inserting text a snap but makes simple corrections more complex. 

Capital letters are represented in inverse video and are generated while in “upper case” mode or “change case” 
mode. Upper case mode capitalizes the next letter that is typed. The change case mode is used to capitalize a long 
string of data by moving the cursor across a lower case string. A shift lock mode would have been nice. APPLE 
WRITER does not work with the Dan Paymar lower case mode as it is shipped from Apple. A patch has been made 
available that does make the two compatible. 

The formatter operates on either the file currently in memory or one that it will load. It formats the data accord- 
ing to the specifications in an easily updated “print constants” file and by those formatter commands embedded in 
the text. A “continue” option allows the printing of multiple files as a single document. Once the printing has begun, 
the ESC key can be used to stop the printer and return the user to the formatter selector. 

The formatter is adequate for most secretarial applications, but its lack of underlining capability, inflexibility 
regarding page number location, and lack of a “negative indent” feature may make it undesirable for use with 
sophisticated word processing applications. 

APPLE WRITER comes with an excellent manual, a beginner's tutorial, and a detachable reference card. It is a 
very professional package, both externally and internally, and offers a good value for the user’s word processing 
dollar. 


WRITE-ON! Department: Business 
Company: Datamost Sugg. Retail: $149.95 

Apple Ill — $249.95 
Language: Applesoft Availability: 5 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 65 DOCUMENTATION 70 RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 69 ERROR HANDLING 80 

VISUAL APPEAL 75 


WRITE-ON! is a word processing package from Speicher Systems and distributed by Rainbow Computing. It 
consists of a separate editor and print formatter which are written in Applesoft and utilizes machine language 
subroutines. It requires a 32K Apple, at least one disk drive, and no modifications to DOS. Data is saved in a special 
text “file” format, but standard text files can be edited if desired. 


The editor is line-oriented without the line numbers (screen/line oriented). This makes the image on the screen 
more “readable”, but makes locating a line and moving and copying text more difficult. To accomplish the latter 
operations, the user has to pre-define (by issuing separate commands and moving the cursor) a “start of block”, “end 
of block”, and a “block destination”. Once these have been defined, the user can then issue a command to move or 
copy the block. The editor in general uses a lot of prompts and requires a lot of individual user inputs when setting 
up and processing editor commands. 

WRITE-ON! offers a reasonably complete selection of editor functions which include handy “repeat line” and 
“split line” commands. Dan Paymar’s mode for upper/lower case is supported, as is inverse video for those computers 
not so equipped. A final comment regarding the editor concerns the omission of an “edit” command. With editors of 
this type, it is common practice to effect major changes to a line of text by first deleting the line then inserting the 
corrected data. Once a line is deleted by this editor, however, the cursor is positioned past the deleted line. An insert 
command at this time does not replace the deleted line but adds the new line one line too far into the file. 

The print formatter supports a fairly complete set of embedded format commands. A nice feature allows multiple 
commands to be placed on the same line followed by text if the user desires. Another feature allows the user to 
customize a document by requesting input from the keyboard after the printing has already begun. “Headers” and 
page numbering (bottom center) is supported, but “trailers” and underlining is not. 

The formatter is unable to print the file currently loaded into memory. The “just edited” file must be saved before 
the formatter is invoked, and must be reloaded if additional changes are required. A convenient mechanism is pro- 
vided to print multiple files. 

WRITE-ON! comes with adequate documentation which includes examples of both editor and formatter opera- 
tion. It is a reasonably complete package, but it is also one of the most expensive. The performance of Applesoft, 
coupled with the disadvantages of line-oriented editor, tend to reduce the attractiveness of the package. 


TEXT EDITOR VER 3.0 Department: Business 

Company: Peripherals Unlimited Sugg. Retail: $59.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 65 DOCUMENTATION 60 RELIABILITY 75 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 70 


Peripherals Unlimited offers a set of three programs of interest to the prospective buyer of a word processing 
system. They are TEXT EDITOR Version 3.0, MAILING LIST PACKAGE Version 3.0, and FORM LETTER 
PACKAGE Version 3.0. Each is compatible with the other programs, and in the case of the FORM LETTER 
package, there is a prerequisite for one or both of the others. All three programs require a 48K Apple with Applesoft 
in ROM or on the language card. 

TEXT EDITOR is line-oriented and written entirely in Applesoft with a machine language subroutine. The disad- 
vantages of a line-oriented editor become more annoying when coupled with the relatively slow processing of Ap- 
plesoft. The editor suffers from these woes. It is especially noticeable when data is being outputted to the screen or 
printer. Now for the good news. The editor does have an “edit” command which allows the user to modify the con- 
tents of a line directly on the screen. It offers tabbing and maintains a “bell” column to notify the user when the end 
of line is approaching. All of the above are useful features. Its global replace command, however, is somewhat 
limited in its usefulness because it replaces all occurrences of a string without allowing the user to verify or select 
those occurrences that are to be replaced. 

Dan Paymar’s mode for upper/lower case is supported by TEXT EDITOR. Inverse video is used for those com- 
puters without the mode. The editor is fully compatible with DOS and uses a standard text file (T) to save the data. 
This allows the editing of any sequential text file whether or not it was created by TEXT EDITOR. 

The print formatter is somewhat limited in scope and appears to be intended for the “form letter” type of applica- 
tion. A minimal subset of commands are available, but the ability to skip to a new page, underline, and chain files 
together for printing are not implemented. Embedded format commands are also not supported. This forces the user 
wishing to customize printer output to change the default parameters every time the print routine is invoked. The 
modified parameters are not retained. The default format parameters can be changed permanently, however, by 
modifying TEXT EDITOR. A potential problem also exists with the justification. If a short line of text is inserted in- 
to a segment of data that is to be printed with even margins, the short line will be printed unjustified. This is to pre- 
vent too many blanks from being inserted on a single line, but the end result could be a substantial amount of re- 
editing. 

Documenation provided with TEXT EDITOR is adequate, albeit minimal. Examples and a beginner's tutorial 
would have been welcome. 

Its relatively low price and its companion programs make TEXT EDITOR a reasonable value for those users 
whose text processing requirements it satisfies. 
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EXECUTIVE SECRETARY Department: Business 


Company: Personal Business Systems, Inc. Sugg. Retail: $250.00 
Language: Applesoft Availability: 5 
Hardware Requirements: Apple /l or || + with 48K and 80 column card Disk or Tape: Disk* 
or lower case adapter. Shift key mod to Apple is REQUIRED 
EASE OF USE 77 DOCUMENTATION 79 RELIABILITY 83 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 77 
VISUAL APPEAL 80 


The EXECUTIVE SECRETARY is advertised to be a program with “office-of-the-future options.” In addition to 
most of the standard word processing features, EXECUTIVE SECRETARY adds a connection to VISICALC and 
several data base management programs. There is also a mail-merge feature, electronic mail capability, and condi- 
tional printing commands. 

The program has a great many useful features and, once gotten used to, could be a useful addition to your library 
if you require the unique features. This is a qualified approval since there are other, better programs should you only 
require a good word processor. 

One of the first “features” of the EXECUTIVE SECRETARY that you run into is the need to modify your Apple — 
that’s right, you are required to modify the computer. The good thing is that the modification will allow you to use 
the shift key for its normal function (with the EXECUTIVE SECRETARY). The bad thing is that you will probably void 
your warranty by making the modification. The necessary wire and connector is provided with the program 
package. The instructions for installation are not in the manual, but are an add-on; make certain that they are in- 
cluded in the package you purchase. For newer Apples, the alteration is quite simple; for older Apples, you will be re- 
quired to take the case apart and perform a solder modification to the printed circuit board. 

The program disk is protected, but the company has an excellent replacement and back-up policy. One back-up 
disk will be provided upon receipt of your registration form. Damaged disks will be replaced to registered owners for 
$7.50 (at least for the first year after purchase). A $7.50 fee for each will also get you program updates for a 
year or more. 

The manual is organized into a series of lessons. These lessons teach the user the program features in a logical 
progression and should be followed explicitly, as the program has many commands to learn in order to use all of the 
capabilities. One difficulty encountered in testing the program indicated that the manual still has some kinks to work 
out. In general, the program reacted in the manner described in the manual; however, the screen display was not 
the same as that described in some cases. As one example, don’t be surprised if the prompt character is not the 
same as defined (a black asterisk becomes an “up” arrow with the VIDEX board). 

The program requires Applesoft to be resident in the Apple in order to boot; therefore, a system with a language 
card will require a double boot to load the language first. 

The program is divided into modules from menus. The editor module operates as a combination character and 
line editor. In order to edit, you must first move to the correct line, after which you may then perform word and 
character operations within that line. There is no text movement from line to line as you edit, although there is a 
command to compress the text after editing. Each line is numbered in the edit file, but the numbers do not show on 
the screen. You can get them by printing a draft of the document, at which time they will be reproduced on the 
printer. 

All of the standard features expected of a word processor are in operation with the EXECUTIVE SECRETARY, 
including wordwrap — and, the shift keys work. In fact, without the modification to the Apple you have to go 
through some complicated maneuvers to enter a capital letter on the screen! Typing response is rapid, with no loss of 
letters observed. 

Changing text, once typed, is a bit of work since the lines do not scroll. On each line, you must either delete and 
then add text; for short changes, you can go into add mode behind the text to be deleted and then backspace over it, 
effectively deleting it. The replacement text may then be added and the document compressed. This latter mode 
must be used if you have to change the first character in any line, since the editing function only works on a line-by- 
line basis. 

Moving text around in the document is relatively easy. Mark the text to be moved and then designate the spot to 
which it is to be moved. One caution — again with the first character in a line — the mark must be placed as the last 
character in the line above; otherwise, the first character will not be moved. This is not pointed out in the manual. 

The editor will support approximately 3,500 words of text at any one time. There is no provision for scrolling to 
disk when memory is full; instead, the program prompts you to save all or part of the file before it will accept more 
input. For really long documents, you must split them up into subfiles. 

Creating subfiles is just as easy as moving text; however, the same caution about including the first character in a 
line applies. The subfile concept is quite useful for applications where a great deal of typing must be done with few 
changes on a document-by-document basis. Subfiles may be referenced at any point in the text and will be included 
in the final document as if you had typed them in at that point. Other uses for a subfile would be to create printer 
formats, form formats, or abbreviation files (to be described later). 

As indicated above, you have the option of printing a draft of your document as it appears in the edit file. This 
draft will have the line numbers on it and you may then use them to edit the document. Start at the bottom of the 
document and work up, so that if you have to delete a line you won't change other line numbers in the document on 


which you might want to perform edit operations. 

The search and replace feature of the program is quite different. You are only able to search for a rather short str- 
ing (about 10 letters). Once found, a repeat search may be obtained by simply recalling the command; the string is 
still in memory. If you want to replace after the search, you may. Repeat replacements require several keystrokes to 
implement. There is no automatic global replacement. 

A strange feature of the search function is that it does not appear to be sequential. When the search command is 
entered for a single letter in a file, the letter was found, but seemingly at random within the file. After replacement 
of the single letter, a space was also added. This function seems to require some work. 

Another feature of the program behaves in a strange manner. When you type a string of letters and the input line 
length exceeds the right margin, the wordwrap feature causes single letters to appear at the screen edge as you type. 
When you use the file compress feature to try to combine them again, a space is inserted between each letter. There 
is no command which allows splitting a word from one line to another at print time. 

The manual states that you may transfer files from one disk to another. This feature could not be made to work. 

At print time, the program reads the file plus all the imbedded print commands and uses this text to produce the 
final document. The program uses Applesoft routines and does extensive character manipulation while printing. 
This results in periodic (and frequent) garbage collection. If the program appears to hang — just stay with it. 

All of the standard word processing features are supported at print time. Page numbers appear where you specify 
or you may use a standard set of defaults built into the program. 

You have the option of having the program remember where up to 10 variables are located so that in subsequent 
references you may specify the variable and have the page number printed in its place. 

You may also reserve space for an included file. You specify the number of lines that are needed and the program 
will print that file only when its size does not exceed the physical page. This allows you to include tables or figures 
without worrying about their overlapping a page boundary. One example of this would be the inclusion of a 
VISICALC output into a document. 

EXECUTIVE SECRETARY also allows filling in forms. You specify the horizontal and vertical spacing and then 
either input from the keyboard or from a file. 

On text entry, you are allowed to define a set of abbreviations. These may be short words or long phrases. A three- 
character sequence entered into the text will used for any of these words or phrases. This is a particularly nice feature 
that should be of great value to people with applications that have complex phrases which are used often (like 
lawyers) or to people with items in repetitious text which occasionally changes. Build a library of these and simply 
include the library file at the start of the document. 

Printer special character sequences are supported, but you must define those characters much like the defini- 
tion of abbreviations. To use one of the commands, you must insert a three-character sequence within the docu- 
ment for each special character. 

Currently, many word processors will do most or all of the functions described. The EXECUTIVE SECRETARY 
does not stop here, however. Included with this word processor is a data base management system in the form of 
an “electronic card file”. Using this feature you define a card master with each line of the card having a given name. 
After this is done you enter data into the file. Once created, the file may be added to, deleted from, searched, 
sorted, and then printed or added to a text file for applications such as mass mailings. If the card file is printed by 
itself, reports may be created which generates total or subtotal lines containing numeric information. You may have 
up to 13 lines per card file. 

Be certain to read the instructions carefully and experiment if you use the report generation function of the card 
file module. The tab stops specified differ depending on whether the data is alphanumeric or numeric, in which case 
totals can be taken. 

If you want to combine these card files into a document, you should have two disk drives. If you do not, then the 
document file and the card file must be on the same disk. 

You may also create “cards”using popular data base management systems. In this mode there is some dif- 
ference between the ads and the manual. The manual states that only the DATA FACTORY program is supported. 
The ads and the quick reference card state that INFORMATION MASTER, ON-LINE, and CCA DMS are also sup- 
ported. This reviewer did not have all of those available and could not test the claim. 

For convenience, you are able to modify the data contained on cards prepared by systems other than the EX- 
ECUTIVE SECRETARY. A command exists which will change words on any or all lines from all caps to lower case (or 
reverse). The conversion is selective so that you may leave the first letter(s) of each word as a capital if you want. 

One final bit of customizing which is quite useful involves conditional printing. You may test lines or portions of lines 
in card files and then make printing decisions based on those tests. This gives you the option of customizing your 
document depending on the contents of the card file. This feature is found in very few word processors. 

Be certain to read the warning on page 71 of the manual regarding the types of printers the program will sup- 
port. Most printers are supported, but the special features of some may not be implemented properly. 

As an added bonus, there is an electronic mail option that requires a Hayes Micromodem in Slot #4 and a similarly 
equipped Apple on the receiving end. Also, if you have a California Computer Systems Clock in Slot #2 documents will 
be date and time stamped. 

The EXECUTIVE SECRETARY has a large number of features that could prove very useful to an office. The pro- 
gram comes close to its claim of being a complete office package. It has a large number of options and several very 
nice capabilities. As problems and quirks are modified or corrected in the future, the program could become a 
valuable piece of software. 


APPLE PIE 2.0 Department: Business 


Company: Hayden/Programma Sugg. Retail: $129.95 

Language: Assembly Availability: 8 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 80 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 92 ERROR HANDLING 81 
VISUAL APPEAL 85 


It was worth the wait. Programma’s version 2.0 of the APPLE PIE full screen editor and FORMAT make a sensa- 
tional word processing system for the APPLE II. Flexibility and function seem to know no bounds for this package of 
programs written entirely in machine language. The editor and formatter will run on a 32K APPLE II from either 
disk or cassette. 

Since version 1.0, much has been added to the file management in the “command level” of the editor. Standard 
DOS binary or text files may be used (although the use of text files is very slow; PIE’s only performance problem). 
The fact that PIE uses very standard DOS means that it can be used to edit DOS EXEC files, assembler programs, or 
input to BASIC programs— not just word processing text. Files may be pieced together from parts of other files or 
vice versa, and sent to practically any peripheral or even to a program. A very impressive feature is that a powerful 
EXEC language is supported (more advanced the DOS’s) where UNIX-like “shell” procedures can be set up to copy 
files, massage data, make backups, etc. On the negative side, PIE insists on patching DOS to get control under error 
conditions and this can lead to strange occurrences if you exit PIE with the RESET key. Also, it is difficult (maybe 
impossible) to get hardcopy catalog listing from within PIE. 

The PIE editor is a full screen editor, using control keys to move the cursor and issue editing commands. Unlike 
some other editors, PIE does not use confusing “cursor movement” versus “change” or “add” modes. Commands are 
extremely powerful, accepting optional arguments which can transform simple commands into more complex ones. 
This approach makes learning PIE much easier, since only a few control keys need be memorized to allow a novice to 
edit (albeit inefficiently). Unique features include the ability to split or join lines together, a paragraph mode which 
prevents word splitting, an auto-indent mode which simulates the PASCAL editor and facilitates entering assembly 
language programs, cursor-oriented block marking for copy, delete, or move, and line and column counters. Up- 
per/lower case is either inverse video or uses the Dan Paymar character generator. While on the subject of up- 
per/lower case, PIE’s use of the right arrow key as a shift key is rather non-standard and somewhat hard to get used | 
to. The manual does describe how to change the definitions of the control keys but, given the escape key as an argu- 
ment key, it is hard to think of another choice for the shift key. PIE’s single biggest failing is in the use of a 64 
character line, mapped into two screen segments or “windows”. Although the bordering on the screen display is 
decorative, it is not necessary and a choice of 80 for the maximum line width (or, even better, 256) would have made 
this editor almost unbeatable. Perhaps we should be happy to have more than 40 characters, anyway. Another com- 
plaint is that the character insert mode does not work as one would expect when in paragraph mode (PPMODE). 
When inserting characters in the middle of a line, instead of wrapping the characters that are pushed off the side of 
the screen onto a new line, PIE continues to push them over into a right window until the line fills up, at which point 
it beeps. Apart from these minor problems, it is very hard to find fault with the PIE editor; someone has obviously 
used it very extensively and honed its command set to a razor edge. 

The print formatter, FORMAT 2.0, operates as a separate program, accessible from PIE’s command level, and 
can format from disk, tape, or PIE’s edit memory buffer. Formatting commands may be embedded anywhere in the 
text (even in the middle of an output line, although they must be on the beginning of an editor line). Filling may be 
turned on or off to allow the setting up of tabular text. Head and foot titling is‘elaborate, as is the handling of 
paragraphs (FORMAT is one of the very few word processors which will allow negative paragraph indentation). 
Another unique feature is the ability to avoid “windows” by specifying the “need” for a certain number of lines re- 
maining on the page if a paragraph is to begin. The place where FORMAT really goes beyond all expectations is the 
file handling. Using this semi-programmable capability, it is possible to set up a form letter and read a mailing label 
file for the insertions. The multiple copy feature is used to loop through the file, producing as many letters as ad- 
dresses. It is also possible to prompt and read lines from the keyboard for substitution into the text. There is very lit- 
tle that can be said against FORMAT. It is unfortunate that underlining can only be done in the filing mode, and 
overprinting is not supported. Line length is used rather than an absolute right margin, but then an indent com- 
mand is provided to avoid the problem resulting from changing the left margin, which also changes the right one. 
Another minor problem is that, when in fill mode, FORMAT will compress multiple spaces down to a single space, 
or to two spaces if after a period, colon, etc., but always generates a single space between sentences when they are 
separated by a carriage return in the editor. This makes putting two spaces after a sentence unreliable and conse- 
quently useless. 
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Since a standard DOS is used, printer routines may be loaded and interfaced normally. The most outstanding 
feature of the interface is the ability to “proof” a formatted document on the CRT before sending it to the printer. 
True, other packages can be made to do this by setting the printer interface address to “SLOT O”, but usually this 
produces lower case garbage — totally unreadable unless you have a lower case chip. FORMAT’s proofing feature 
allows the user to pause and continue or return to PIE to fix formatting errors on the spot. This feature is a great 
paper (and time) saver. 

The PIE/FORMAT word processing package is probably the best word processing package for the APPLE on the 
market today. (This could be due to its origins on much larger systems, such as the DEC PDP/11 under the UNIX 
operating system). It seems that users of larger systems expect higher quality software than do microcomputer users. 
Programma has proven that this need not be the case. 
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One of the better word processing systems available for the APPLE Il, EASYWRITER, was written entirely in the 
FORTH language by John Draper. EASYWRITER incorporates a full screen editor, file management system, and 
formatter/printing interface, which runs independently of the APPLE disk operating system. Herein lies both ad- 
vantages and disadvantages for the EASYWRITER user. Although the disk access for loading and saving text files is 
somewhat faster and more efficient in terms of space utilization, the inherent incompatibility with DOS prevents us- 
ing EASYWRITER for anything other than word processing. Most essential features of a file manager are provided 
(LOAD, SAVE, DELETE, CATALOG), with the possible exception of RENAME, but there is no EXEC capability 
or cassette support, and copying files or loading/saving/appending portions of text files is cumbersome at best. Also, 
there is a somewhat arbitrary limitation of 31 files per diskette. Unless you are writing, a book this restriction could 
become a problem. 

The editor is a well-thought-out full screen-oriented system employing control character for all its commands. 
Unlike some editors, there are not a lot of confusing modes (cursor movement, change, etc.) to keep track of, but it is 
sometimes difficult to tell when one is in insert/insert line mode or not. The editor uses the standard 40 column 
screen (in Version 2, anyway) with no horizontal windowing and automatically moves the last word at the end of a 
line to the next line to avoid splitting words. Upper/lower case is handled with inverse video (the Dan Paymar chip is 
not supported). Perhaps the two worst failings of the editor are the fact that there is no global replace command and 
the cumbersome move block command. Recovery from hitting RESET is possible but can result in some lost data and 
is a difficult procedure. 

The print formatter comes with a full complement of formatting commands. It operates in filling mode only and 
all excess blanks are compressed to one blank. This makes setting up tabular information difficult, especially since 
the tab feature provided is a real nuisance, in that one must “use up” all the tabs defined even if only one is used on a 
given line. Another irritant is the fact that all formatting commands must appear not only on the start of a line in the 
editor, but also at the start of a formatted output line as well. The use of left margin and line length specifiers as op- 
posed to left margin/right margin means that changing the left margin will change the right margin — also somewhat 
cumbersome. On the other hand, special characters can be defined, line spacing can be varied even to suppressing 
line feeds completely, titling and page numbers are available, and multiple files can be printed in a simple opera- 
tion. A unique feature of EASYWRITER is its ability to make use of DIABLO, QUME, and SPINWRITER in- 
cremental justification (at least inter-letter spacing). No form letter or mailing label capability is available at pre- 
sent. 

The printing interface is very easy to use and allows the specification of all the normal defaults (slot, page width, 
etc.). Special support for several common interface cards is provided, as well as the ability to load automatically a 
custom interface when the disk is booted. It should be noted, however, that some interface routines tend to drive 
EASYWRITER wild (especially if they change the right screen margin in zero page). On the whole, EASYWRITER 
is a good word processing system. It appears to have had the potential for being even better, but there are many 
places where the user is forced to do unnatural things for the sake of the programmer instead of the other way 
around. It should be considered especially when ease of use is of prime importance (its prompting screens and 
messages are very good) or if the DIABLO incremental justification feature is desired. 
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Text input features. The program does support true lower case with the Dan Paymar adapter or an 80 column 
board; however, the shift key is not supported. ESC and ESC-ESC are the toggles for upper-case and upper-case lock 
respectively. Lines input can be displayed in their final form, and indeed, must be before printing because what you 
see if what you get. On an 80 column card this is convenient, on the normal screen lines wrap around and are dif- 
ficult to read at times. Perhaps the most inconvenient part of the program is the need to consider line length at all 
times on input. A beep is heard as you approach the end of the line and when return is hit the program tells you if the 
typed line is too long at which point you need to correct the input or go back later and correct it. The program does 
support tabs on input with a ctrl-A or crtrl-L. At all times you know where you are since the program is line number 
oriented and not character oriented. Text width and margins can be reset, but if any line is too short or too long then 
the program will not correct that automatically. The user must retype whatever is necessary to make the required 
corrections. The program will accept data from another file, however it uses an INPUT statement and assumes that 
there are quotes around each line of text. In the computer, all quotes are replaced by a control character and re- 
placed upon reading the disk to allow quotes to be used in the text. Line centering is supported. 

Editing. This is a line oriented program. On adding or inserting, the program will place text where designated. 
Deleting or changing text within a line can be performed but requires you to retype the material and then type the 
new material within the command. Lines can be moved or duplicated in new locations throughout the text. Find 
and find and replace are supported throughout the text or in limited portions, and on global changes you have the 
capability to verify each change. Multi-file operations are only supported on a file by file basis. No linking is per- 
formed. When editing you can see the immediate results of the edit command used. Math activities are not sup- 
ported. Editing macros are not supported. 

Disk/DOS use. Apple DOS is used without modification. The program disk may be copied for backup purposes. 
Output to disk is by line and reads are by INPUT statements for a medium speed. Being written in Applesoft, the 
programs may be changed, however there is some checking of the serial number versus the binary files used by the 
program so these should not be changed in any way. Care must be taken in the modifications however since one of 
the machine language programs is about 250 bytes from the end of the program and if the program is extensively 
added to it may overwrite that program. This is adequately documented. Text files are named by the user. Multiple 
disk capacity is supported. 

Text output. As supplied, the program assumes a serial card for printing. Supporting a parallel card is a relatively 
simple matter. Special cards may require modifications to be made in accordance with the documentation. Justifica- 
tion is by adding spaces between words. The justification does not stack spaces on one end of each line, so it is not ob- 
vious. Proportional spacing is not supported. Format of the printed page may be changed at will. 

Page numbers can be reset within the text. The print portion of the program will not support continuous printing 
and expects a signal from the user for each new page. Footnotes are left as an exercise for the user. 

Human engineering. Commands are logical in name and most are three characters long. You can un-do edit com- 
mands if you reverse the action (except when you have deleted lines or text within lines). There is no “help” function 
and no memory of past actions (once the command has scrolled off the screen). All functions are in a single program 
and you can recover from a program crash without losing text. The procedure is well documented. Because it is line 
oriented, the user must at all times think about where in the line text is being entered. Word lengths become impor- 
tant toward the end of the line. 

General. This user has two reservations about the program: a) once a line is defined you cannot change your mind 
and shorten it or lengthen it without much retyping (maybe the entire file), and b) entry requires thought as you get 
to the end of the line. This user likes the idea of the computer recognizing when a word crosses into the next line and 
moves the word down saving the need for a carriage return and thought. If the text is already in rough draft form 
and simply has to be typed into the editor and then printed, the program is good since you can see the result and 
make minor changes as needed to clean up format problems. 
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The SUPER-TEXT word processing system from Muse is a very impressive package. Written entirely in machine 
language, it provides more functionality than almost any other word processor for the Apple II. SUPER-TEXT is 
based upon a full screen editor with an integrated print formatter and file management system as well as associated 
utilities and a very good set of tutorial files. 

Loading and saving files is menu driven and support is provided for saving a portion of the active file or loading 
disk files as insertions into the active file. Since DOS binary files are used, all DOS commands are available for 
renaming, deleting, etc. Multiple disk drives are automatically supported also. The major deficiency of SUPER- 
TEXT’S file managment is that a “non-copyable” DOS diskette is used, making it difficult (if not impossible) to im- 
port or export text files from the system for other uses. Understandably, software houses must protect themselves 
from wholesale ripoffs, but it is too bad when this protection limits the usefulness of the product. Other limitations 
include a somewhat arbitrary maximum of 34 files per diskette and, less importantly, no cassette support. 

The editor is where SUPER-TEXT really shines. It is a full screen, control character editor which operates in 
several modes (indicated by different cursors). One very unique feature is the ability to split the screen, so that one 
can simultaneously view and edit two portions of the file at once. This feature is usually only available on editors 
such as the IBM SPF editor for very large computers. Words are never allowed to split across lines when in “add” 
mode, and the cursor movement commands are very complete. Moving text around is fairly easy by setting “block 
markers,” and many of the commands apply to words as well as character and lines. With the “autolink” feature one 
can link several text files together to facilitate searching, global replace, and printing. Another unique feature is the 
“math” mode. While in this mode, the user can perform floating point calculations on columns of numbers in his 
document to check them for accuracy or to obtain totals. It is difficult to find any fault with SUPER-TEXT’S editor 
in theory. In practice, however, there are one or two problems. First of all, with so much functionality, the editor is 
very difficult to master. Keeping track of which mode one is in and what various control keys do in various modes 
can send the novice back to the documentation constantly. This is not a system for the casual word processing user. 
Another annoyance is the way upper/lower case is handled. True, version 2 supports the Dan Paymar character 
generator, but for those without it a cumbersome scheme using control character embedded in the text is used. Last- 
ly, there seems to be a serious performance problem which is even mentioned in the SUPER-TEXT manual. When 
typing, depending upon where one is on the screen, it is possible to “get ahead” of SUPER-TEXT such that 
characters can be lost. In a package of this quality this is quite surprising. Compared to these more serious deficien- 
cies it is perhaps nit-picking to complain about the unusual choice of the RETURN key for moving the cursor up but 
this was found to be an irritating violation of standard use for the key. 

The print formatter for SUPER-TEXT is fairly complete, although it is nowhere nearly as elaborate as the editor. 
Some of the more unique features include chapter relative page numbering in addition to standard page numbers, 
underlining and overprinting of words, and special character support. Missing are head and foot titles, negative 
paragraph indentation, and form letter capabilities (although this is soon to be available on an add-on module). 

The printer interface is relatively easy to use. Defaults may be set up by running the external “options” program. 
The procedure for setting the printer routine address is a little bizarre but then that is generally only done once. 
SUPER-TEXT also allows for automatic loading of a printer interface routine a boot time. 

Overall, SUPER-TEXT is well worth the price (and then some). Its major problem is that it offers too much. 
Perhaps this is not much of a problem if you plan to do a lot of word processing, since you can assimilate the func- 
tions little by little until you become an expert. On the other hand, having used several systems of this nature both on 
the APPLE and on larger computers, this reviewer is not convinced that a powerful editor must be complicated to 
use and learn. If a long training period doesn’t scare you, however, and you plan to do a lot of text entry with 
moderate formatting needs, SUPER-TEXT is for you. 
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EASYWRITER is a good addition to the stable of Apple based word processors. It fits nicely between the low 
priced 40-column programs and the high priced extremely versatile word processors that are 80-column based. The 
personal user who does a reasonable amount of word processing will form the main market for EASYWRITER. 
Alone as it stands, it is not sufficiently versatile for large business applications; however, it may turn out to be so with 
the promised mail merge and electronic mail programs. 

Text entry is quite rapid and, even with large wordwraps, no characters were ever lost due to overtyping. There is 
a buffer for character entry, but not for commands. This is one frustrating aspect of EASYWRITER. Control 
characters for text manipulation are, with large files, quite slow in execution. If you are at the end of a long file and 
hit the Ctrl-R for moving to the top of text, it may take a couple of seconds before the machine appears to recognize 
the command and act on it. This delay without any apparent reason will make you wonder if the command 
registered or not. Just give the machine time. 

The text editing system is cursor-based, using control keys for cursor movement. All of the standard cursor 
movements, character inserts and deletes, scrolling, and block operations are available with EASYWRITER. The 
cursor moves are not quite as convenient as some editors, but that is largely a matter of getting used to a particular 
system. 

A command that does appear to be missing is the move to end of file. 

One peculiarity of the EASYWRITER is that with the Videx board, the block markers are not visible; they show 
up as spaces. You are never quite certain where they are. 

Once the program disk has been loaded, it is no longer required. Files are stored on a separate data disk that must 
be formatted by the EASYWRITER program. Of course, the disadvantage of having the entire system in RAM at one 
time is that data storage is limited (to about 10,000 characters), but that is made up for by a rather flexible disk 
operating system that allows files to be linked, not just for printing, but for editing also. 

The EASYWRITER program will operate on all of your old EASYWRITER files (if you are upgrading). You will 
have to change some of the formatting commands and align the text for the 80 column display, but provisions are 
made for doing that. 

The print routine is fairly standard. You are able to set margins external to the file, or imbed commands within 
the file. Justification is accomplished by inserting spaces or using the proportional option, depending on your printer 
configuration. Page numbering is supported and you are able to locate the page number at any place on the page, to 
include alternating locations on even and odd pages. Headers and footings are supported. 

One nice feature of EASYWRITER is the ability to imbed special characters within the text for printer control. 
Any character may be inserted as its ASCII equivalent. In addition, any particular character in the text may be 
redefined to a command sequence of up to five characters. 

The program comes in a nice binder with two program disks (a master and backup). There are no provisions for 
copying the program and it is protected. You are asked to sign a licensing agreement that states that the program 
may be used only on a single computer. You are asked to apply for permission to use it on multiple machines at a cost 
of $75 per machine. Two disks are provided; you are able to purchase extra copies of the disks for $10. Updates to 
EASYWRITER will be $15. 

Within the instructions is an appendix that is of some interest to people who do not like the Apple keyboard. This 
appendix describes a hardware modification that you can perform (although it voids your warranty) which makes 
the shift keys on the Apple functional. EASYWRITER is capable of making use of this modification. Be careful, 
though; you must also write software to make use of it. Moreover, with hardware to make the shift key more perma- 
nent on the near horizon, you may not want to run wires from the keyboard to the game paddle port as this 
modification requires. 

This is not a bad software package for the price and effectively fills the medium price void that has existed in the 
word processor area. The add-on modules should enhance EASYWRITER for business applications. 


74 


CP/M WORD PROCESSORS 
WHICH ONE IS BEST? 


Probably the most often asked question in a computer store with its variety of hardware and software is: “Which 
one is best?”. Unfortunately, that is a question that really cannot be answered in and of itself — one must consider the 
application. With that in mind, this reviewer is going to attempt to address the question with three word processors 
that appear in this edition of THE BOOK. The three are: EASYWRITER, MAGIC WAND, and WORDSTAR. 

Each of these is billed as a “professional” system by the distributors. To one degree or another, all fill that descrip- 
tion. It’s just that among equals, there are some things that are more equal than others. To start out, what is a “pro- 
fessional” word processor system? The viewpoint taken by this reviewer (and used in the reviews) is that a word pro- 
cessor system must be complete in the sense that it edits, stores, and prints text. It must be flexible in providing many 
options for reconstruction of text from individual pieces or files. It should have the capability to merge files for print- 
ing of applications like bulk mailings of letters. And, most importantly, it must be straightforward to use. 
Preferably, a person with only a moderate knowledge of computers should be able to run the program with ease. 

All of the programs edit, store, and print text. All use an 80-column display so that, for the most part, you are able 
to see the text on the screen as it will appear on the printer. The editing functions for MAGIC WAND and WORD- 
STAR are superlative. All use cursor control to move around the screen for editing. EASYWRITER just doesn’t have 
as many functions as the other two word processor's, so it is a bit less convenient to use. (For example, WORDSTAR 
and MAGIC WAND both move the cursor by character, word, and line; EASYWRITER doesn’t move by word and 
does not have a convenient jump to end of file.) If your requirements are such that this is no problem, choose 
EASYWRITER because of its low cost. 

In terms of ease of use without the manuals, WORDSTAR stands out well above the rest. It has an extremely com- 
plete HELP system built into the program and, if you set it correctly, there is nothing left to the imagination, in- 
cluding the HELP system itself. EASYWRITER takes second place with its menu system, and MAGIC WAND must 
be last with no built in HELP system. 

Involving the hardware configuration, the two CP/M bases systems require the Z80 card as well as an 80-column 
card. EASYWRITER can be formatted very easily for your particular board. MAGIC WAND and WORDSTAR 
both require you to buy the software configured to your hardware. They are, therefore, not very transportable be- 
tween computers. 

All three programs contain disk handling routines. Like Apple DOS, the EASYWRITER DOS only handles one 
file at a time; however, you are able to link files for editing as well as for printing. The CP/M-basedsystem use much 
more flexible disk handling routines. You do not have to link large files (although it is recommended for speed); 
CP/M will allow scrolling to and from temporary files. CP/M also allows combining of several files at print time 
along with a dump to disk. If you need that flexibility, the CP/M system should be chosen. 

Both CP/M-based systems offer editing while printing. Only WORDSTAR implements this so that it works con- 
veniently. Because of the Apple hardware, this should not be a strong consideration in your decision. 

Print control flexibility for each system is very good. All have the ability to imbed commands to reformat the text 
on output should the screen display not represent the output desired. EASYWRITER and WORDSTAR actually for- 
mat on the screen. MAGIC WAND can format on the screen, but imbedded commands may be used for special pur- 
poses within the text, so the screen display more than likely will not represent the final document. In its present 
form, EASYWRITER will not merge files at print time (for mail lists, as an example). EASYWRITER’s software 
distributor states that such an addition is being planned for the program, but it was not available at review time. 
WORDSTAR will merge files at print time, but does not have the capability of changing the text based on decisions 
made relating to defined variables. MAGIC WAND must be judged to be the best for flexibility. Not only can it ac- 
cept input from files and merge them at print time, it will accept dynamic changes for the output based on variables 
defined either in the merged files or as obtained from the keyboard. This is implemented via IF statements imbedded 
within the text, branching to special characters, which are also imbedded in the text. 

So, which one is best? For ease of entry and general flexibility, this reviewer has to pick WORDSTAR. MAGIC 
WAND comes in a close second, and, if output flexibility is required, should be considered. EASYWRITER, as a 
professional system, comes in third, although its price is very much in its favor if you don’t need the flexibility. The 
choice is yours among these fine, state-of-the-art word processors. 
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WORDSTAR [Version 3.00) Department: Business 


Company: MicroPro International Corp. Sugg. Retail: $375.00 
Language: Z-80 machine language Availability: 8 
Hardware Requirements: Apple ll or ll+ with Z-80 card, Disk or Tape: Disk 


80 col. card, disk, printer, 
16K card recommended, Z-80 Card. 


EASE OF USE so DOCUMENTATION 95 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 85 
VISUAL APPEAL N/A 


WORDSTAR is generally regarded as the best word processor on the market for the small computer. This 
reviewer could argue with that assessment depending on the particular application. However, there is no doubt that 
WORDSTAR is right up there with the top contenders. Furthermore, with the introduction of Version 3.0, the 
MicroPro people have made a good program even better. The major changes involve the program's new menu for- 
mat, the ability to support the overlay “SPELLSTAR” (see review elsewhere), and a new way to handle text that is 
longer than the standard 80-column screen can support. Forty column operation is still not supported (at least, not as 
a result of this reviewer's efforts. WORDSTAR could not be made to work without an 80-column board). 

WORDSTAR is a CP/M-based and cursor-oriented word processor. Screen formatting for text is displayed as it 
will appear on the printer. WORDSTAR can accommodate lines up to 240 characters in length. This is the most 
significant modification comprising Version 3.00. In prior versions, when the text line exceeded 78 characters in the 
display area, it simply wrapped around the screen. With the new version, when you exceed the 79 character mark, 
the entire screen shifts to the left by 40 characters with no wrap-around. This means that you can no longer see all of 
the text on the screen at one time, but must scroll the screen in 40 character increments. If you have been using prior 
versions, this change will take some getting used to. On the plus side, the change means that you no longer have to 
contend with tables that overlap on the same screen, resulting in much easier text alignment. 

Added enhancements to WORDSTAR may be used to advantage by specifying imbedded characters. These 
characters will be interpreted by either the print routine within WORDSTAR or by the “MAILMERGE” overlay 
(see review elsewhere). 

Because of the implementation of CP/M on the Apple, WORDSTAR is hardware-dependent. Be certain to check 
the version you receive for compatibility with your particular configuration. 

One particular feature of WORDSTAR is noteworthy: you have to try hard to go astray in using the program. A 
very thorough help menu is available throughout all processing stages; after becoming familiar with the program, 
you have the option of reducing the help menus in size and scope. After you become completely familiar with the 
program, you can erase them altogether. This form of prompting is quite valuable. 

All of the standard cursor controls are available (and then some). The control characters which move the cursor 
are logically organized on the keyboard. Moves by character and word can be performed in the horizontal direction 
and by line or page in the vertical direction. The cursor only moves within the text area. Word wrap is available on 
text entry and, as text scrolls down, the prior line is formatted as specified by the defined output format. Effectively, 
you can see in real time how the justification will look, for example. Centering is also available. 

Text entry is not limited to memory size. Scrolling will take place both forward and backward and, as memory 
becomes full, text is read from disk. Because of the characteristics of CP/M, you must make certain that you have suf- 
ficient room on the disk for the primary and temporary files. Otherwise, an error will result and you may lose text. 

Another nice feature of the program is paragraph reforming. For each paragraph, you have the opportunity to 
change margins, line spacing, justification, or just “clean up” after editing. Optional hyphenation of words also oc- 
curs as paragraphs are reformed. WORDSTAR has the ability to suggest places within long words for inserting a 
hyphen if moving the entire word would result in uneven line spacing. You may then accept the suggestion by mov- 
ing the cursor to another location for the hyphen or force the entire word down to the next line. If this function is 
used and then the paragraph is reformed later, any word that has to be recombined is done in such a way that you 
can later edit out the hyphen without disturbing the justification. 

All common editing functions are included. Character, word, and line insertion and deletion are supported, as are 
all block functions. You also have the ability to read and write from additional files and set return-to-place markers. 
The search-and-replace function is quite flexible and can be performed one time, multiple times, or globally. Selec- 
tive replacement (under operator control) is also supported. 

Because text is formatted on the screen exactly as it will be printed, you will be able to determine page breaks as 
you are editing (unless you reformat with imbedded commands). 

The print function operates on files that are saved with WORDSTAR. Default values for margins may be used or 
dynamic reformatting may be accomplished, using imbedded print commands. Headers and footings are supported. 
Page numbering may start at any defined page: The page numbers may also be located in the center of the page or 
any other location for printing facing pages (left and right). The page number may also be imbedded within the 
header or footing on the document. 

Page ejects may be automatic or forced (for instance, if the number of print lines do not fill the specified logical 
page size). 
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All of the standard enhancements supported by quality printers may be used by WORDSTAR. Sub-and super- 
scripts are supported, as are variable pitch and alternate ribbon color. 

Justification may be accomplished by inserting spaces between words or by micro-justification in increments of 
1/120 of an inch, if this feature is supported by your printer. 

The print option also allows you to print one file while editing another in real time. The edit-while-printing func- 
tion works quite well. WORDSTAR seems to have overcome some inherent Apple hardware limitations. This allows 
efficient setup of files for later printing. There are provisions for reformatting text during printing, but there are no 
provisions for modifying text based on conditional statements. 

WORDSTAR comes with an INSTALL program for matching the program to your system; however, you still 
must match the exact version purchased to your basic system configuration. 

The manual is extremely complete and well written. All commands are clearly described and examples are provid- 
ed. Of course, with the help function, you should not have to refer to the manual very often after an initial reading. 

All in all, WORDSTAR is an excellent word processor, well-suited for both personal and business applications. If 
you have a requirement for its versatility and ease of use, WORDSTAR would be a wise investment. It is generally 
acclaimed as the sine qua non in word processors by which all others are measured. 


MAGIC WAND Department: Business 
Company: Fetail Sciences Sugg. Retail: $325.00 
Language: Z-80 Machine Code Availability: 4 


Hardware Requirements: Apple Il or Il+ with Z-80 
Softcard, disk, printer, and 


80 column card Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 90 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 

VISUAL APPEAL N/A 


The particular version of MAGIC WAND reviewed here operated under 56K CP/M (with a 16K RAM card) and 
screen display via the Videx board. This is important to understand, since MAGIC WAND must be customized for 
your particular hardware configuration. 

MAGIC WAND is an extremely capable word processor. If you require the capability of a very versatile text pro- 
cessor with programming capabilities, then MAGIC WAND should fulfill most any of your needs. If all you do is 
write a letter now and again, MAGIC WAND is probably too powerful and complex for you. The choice should be 
based on your requirements. 

MAGIC WAND uses a screen-mapped entry format with control characters to move a cursor around the text file. 
All of the standard line and page scroll, cursor movements, character and line inserts and deletes, tabs, etc. are sup- 
ported by the program. Many of these are the same as those used by other Apple word processors; some are not. This 
can be a bit confusing if you are used to another processor. 

A particular drawback of MAGIC WAND on the Apple is the use of Ctrl-A for the shift toggle — both before and 
after the shift. In normal text entry the program is able to keep up with fast typing (to include fast word wrap and a 
character input buffer). The Ctrl-A shift toggle slows entry down a great deal. (In using MAGIC WAND for this 
review, this reviewer took to placing a little used character in front of letters that were to be capitalized and then go- 
ing back in a search and edit to upshift them.) 

MAGIC WAND has some unique features and functions in comparison with other word processors. File status in- 
formation is always available at the touch of a key. You are informed of your current file name(s) and their status, 
the program status, current tab stop locations, the number of characters in your file, the number of lines and words 
in your file, and the number of characters left before you come up against end of memory. Of course, end of memory 
is no problem since you have the capability to scroll text into a disk file and continue editing. 

File operations are easy and well constructed. Because you are in CP/M, you can have several files open at the 
same time. This gives you some rather unique capabilities. You may read from one file, write to another, include text 
from another, and, at the same time (while you are editing text), print a draft in background mode. 

The background mode printing does not work very well with the Apple, however. The printing goes on at a nor- 
mal rate but, because the Apple does not have a true interrupt mode processor, you can only input one character 
oe ey or control) per block of text sent to the printer. This means that editing is QUITE SLOW (to put it 
mildly). 

Block operations are fully supported to include setting block markers, moving a block, deleting a block, and copy- 
ing a block to a new location. This allows fast editing of text should you not like the original logical construction. 
You can also print a block or write it to disk. 

Want a draft? Simply hit two keys and the program will dump the file in memory to the line printer exactly as 
written. Then you may use the edit functions to make any changes you desire based on your review of the draft. 
Want to see what is in a file before editing? One command displays any file to the screen for your examination. 
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Where MAGIC WAND really shines is in the printing program. That program makes use of two imbedded com- 
mands to perform extremely complex manipulations of the text for output. 

MAGIC WAND allows you to completely define your text boundaries, including the ability to right and left 
justify with paragraphs indented in or out. Full justification is supported with spaces inserted between words or us- 
ing proportional spacing if supported by your printer. 

You are also allowed to set up commands which allow you to display questions on the screen during output; the 
operator can insert information that may be used on multiple copies of the text (if the information doesn’t change). 
You can also make changes on each pass, if necessary. This is handy for inserting a date at the start of a run of multi- 
ple letters while stopping at each letter to request names and addresses. 

The program will also link to another disk file to read this information. This is quite handy in setting up a file for 
someone else to output. 

MAGIC WAND also allows you to perform logistical operations within the text at output time and change the out- 
put dynamically based on those operations. As an example, consider the problem of thanking contributors for their 
donations and wording each note differently depending on the amount of the contribution. To do this you have only 
to include the differences in the text preceded by logical operators. In this way, you may print a short letter with few 
adjectives for low contributions, a longer letter with a different thrust for regular contributors, and a long letter 
with many glowing adjectives for large contributors. One text file does it all; other data may be entered at the 
keyboard or from another disk file at run time. 

MAGIC WAND will also write the formatted file to disk if you want to set up many printings later on or just to the 
screen if you want to see how it will come out in printed form. Headers and footings are supported, as is page 
numbering. 

Once you learn the quirks of the program caused by the Apple computer hardware, you should find MAGIC 
WAND an excellent and versatile program. If you have a requirement for that versatility, this should give it to you. 


GOODSPELL Department: Business 

Company: Apple Special Delivery Sugg. Retail: $60.00 

Language: Applesoft and Assembly Availability: 6 

Hardware Requirements: 48K ROM Applesoft, Disk Drive, Printer Disk or Tape: Disk* 

EASE OF USE 90 DOCUMENTATION 60 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 55 ERROR HANDLING 85 
VISUAL APPEAL 70 


GOODSPELL is a handy program for Applewriter users who are prone to misspellings and typographical errors. 
Its dictionary of 13, 14 or 15 thousand words (as claimed in different pages of the documentation) is loaded prior to 
loading of the Applewriter file. In response to cuing by GOODSPELL, the printer slot and file name are entered. 
GOODSPELL sequences through the text and, on encountering a word not in its dictionary, displays the contextual 
line associated with the word, followed by: 

“XXXXXXX" NOT FOUND. ENTER (Y/N) 

Answering “N” causes the flagged word to be logged to the printer. A “Y” (or just a carriage return) acknowledges 
that the word is OK and not in the GOODSPELL dictionary. That word is also added to the incremental dictionary 
“peculiar to the file being checked”, and will not be flagged again. While this works fine for a given file, it is annoy- 
ing to see the same words flagged again in the next file. 

The program works as advertised and is very easy to use. However, one can dispute the claim that “Its tireless 
eagle eves perform more quickly and efficiently than a copy editor”. In a test involving one page of text, its “tireless 
eagle eyes” spotted 45 words not in its dictionary, none of which were misspellings or typographical errors. The dic- 
tionary is obviously not built for this reviewer's type of correspondence. While Apple-oriented terminology and 
words were well-represented, other words such as “cassette,” “player,” “recorder,” “television,” and “headphones” 
were flagged, as well as all proper names, slang and jargon. Hitting carriage return each time for the 45 cases re- 
quired as much time as a good copy editor would need for proof-reading that page. 

The program’s author uses a good portion of the documentation to rationalize the selection of the approximately 
14,000 words that comprise the dictionary. The limited selection is necessary because of Apple's 49,152-byte RAM 
capacity. If these chosen words were to be those normally used by a specific Applewriter user, then Goodspell is cer- 
tainly a logical and cost-effective buy. A significant improvement to the package would have been to permit each 
user to build his own portion of a permanently-saved vocabulary at the expense of a part of the incremental 
vocabulary. 
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SPELLSTAR Department: Business 


Company: MicroPro International Sugg. Retail: $200.00 

Language: CP/M Availability: 8 

Hardware Requirements: Apple lor ll + Disk or Tape: Disk 

with 2 disk drives and installed WordStar program + Z-80 card 

EASE OF USE 90 DOCUMENTATION 80 RELIABILITY 80 

VENDOR SUPPORT «8S PRICE/USEFULNESS RATIO 95 ERROR HANDLING 80 
VISUAL APPEAL N/A 


SPELLSTAR is super. End of review. 

I wish that the editor would have let me simply submit the above as my review of this fine addition to WordStar. 
Indeed, it is super — but there are a few things that the buyer should know prior to purchase. 

First, in order to use SPELLSTAR, you must have TWO disk drives (one for the disk with the text file on it and 
one for the dictionary). A third drive could be used to support the program disk, but is not required, as it is ex- 
changed with the dictionary file disk when necessary. 

In simplest terms, SPELLSTAR processes your text file, sorts the words to another file while eliminating duplicate 
words to be optionally included in the dictionary, merges the sorted list with the dictionary and checks for matches, 
and then flags all words that are not in the dictionary. These words, correct or not, are then examined for spelling 
errors or inclusion in the dictionary. Since some forms of the same word (plural, possessive, present tense, past tense, 
etc.) are included in the dictionary’s 20,000 word vocabulary, the same word in its altered form may be displayed on 
the screen. 

At this point, the sorted file is read, after optionally specifying that SPELLSTAR stop for each flagged word, at 
which point you can choose to ignore, fix, or set aside that word for later inclusion in the dictionary (or even make a 
supplemental dictionary of special terms). The corrections are done under the control of WordStar with all of its 
editing features; you can perform alternate processing between WordStar and SPELLSTAR as needed. 

You have the option of updating the dictionary at any time by adding or deleting entries or you can create a com- 
pletely new dictionary. Supplemental dictionaries can also be used for special terms for any particular application. 

A word of caution — since SPELLSTAR takes your document apart, its work files are the same size as the docu- 
ment itself. In using the program, you would be wise to format a separate disk for the text file you are to work on and 
PIP (transfer) the file to that disk for the text file to that disk. This will avoid the problem of running out of disk 
space (except for very large files, which should then be split into smaller files). 

(It took 1 minute and 40 seconds to flag 12 correct “errors” in this text.) 


MAGIC WINDOW Department: Business 

Company: Softape Sugg. Retail: $99.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 60 DOCUMENTATION 70 RELIABILITY 80 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 61 ERROR HANDLING 80 
VISUAL APPEAL 81 


As a word processing program, MAGIC WINDOW offers some interesting benefits as well as some drawbacks. 
BENEFITS include: 
(1) The user may display, by using horizontal scrolling, 80 cols. on the screen. 
(2) With a Dan Paymar Board, the display will be upper and lower case. 
(3) The program offers a typewriter simulation with physical and logical paging and a typewriter audio function for 
keys. 
(4) Printer options are very flexible. 
(5) There is a modern capability for data transfer of softcopy files. 
(6) “Softcopy” print images can be stored on disk. 
DRAWBACKS include: 
(1) No underlining capability, only underscoring. 
(2) Only one line allowed per title line. 
(3) Text justification is on a line basis only; no global justification for printing. 
(4) There is no indication given when tabs are set. 
(5) No global search and replace function. 
Overall, you might consider this package for some of its unique features, but as a general purpose word processing 
package, it is rather limited. 
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APPLE Il WORD PROCESSOR COMPARISON 


1 — GENERAL INFORMATION 
NAME COMPANY PRICE MIN. HARDWARE/SOFTWARE 
APPLEWRITER APPLE COMPUTER INC. $ 75.00 48K, DISK 
EASYWRITER INFORMATION UNLIMITED $ 99.95 48K, DISK 
SYSTEMS 

PIE/FORMAT HAYDEN/PROGRAMMA $129.95 32K, DISK 
SUPER TEXT MUSE, INC. $ 99.95 48K, DISK 
TEXT EDITOR PERIPHERALS UNLIMITED $ 59.95 48K, DISK, APPLESOFT 
WORD POWER __ SYSTEMS DESIGN LAB $ 99.95 48K, DISK, APPLESOFT 
WAITE-ON! DATAMOST $149.50 32K, DISK, APPLESOFT 
ll — RATINGS 

APPLE EASY PIE SUPER TXT WORD’ WRITE 

WRITER WRITER FORMAT TEXT EDITOR POWER ON! 
FUNCTIONALITY 75 69 90 74 59 65 62 
EASE OF USE 75 72 83 67 57 60 65 
OVERALL RATING 75 71 87 71 58 63 64 


il! — FILE MANAGEMENT 


APPLE EASY PIE SUPER TEXT WORD’ WRITE 
WRITER WRITER FORMAT TEXT EDITOR POWER ON! 


USES STANDARD DOS YES NO YES NO YES YES YES 
FILE TYPE [T OR B) B f: B/T B T i a 
MULTIPLE DISK 

DRIVE SUPPORT YES YES YES YES NO YES NO 
CASSETTE SUPPORT NO NO YES NO NO NO NO 
ISSUE DOS COMMANDS 

INSIDE OF PROGRAM YES NO YES SOME SOME SOME SOME 


PIECE FILE TOGETHER 


FROM SEGMENTS YES YES YES YES YES YES YES 


APPLE Ii WORD PROCESSOR COMPARISON 


1 — GENERAL INFORMATION 


NAME COMPANY PRICE MIN. HARDWARE/SOFTWARE 
MAGIC WINDOW SOFTAPE $ 99.95 32K, DISK 
WORDSTAR MICROPRO INTERNATIONAL $375.00 48K, DISK, CP/M, 80-COL CARD 
MAGIC WAND RETAIL SCIENCES, INC. $325.00 48K, DISK, CP/M, 80-COL CARD 
EASYWRITER PRO —« INFORMATION UNLIMITED $250.00 48K, DISK, 80-COL CARD 
SUPERSCRIBE ON-LINE SYSTEMS $ 89.95 DISK, 
ll — RATINGS 
MAGIC worb- MAGIC EASYWRITER SUPER 

WINDOW _ STAR WAND PRO SCRIBE 
FUNCTIONALITY 65 95 82 B80 30 
EASE OF USE 60 90 85 80 85 
OVERALL RATING 65 95 75 70 85 


ili — FILE MANAGEMENT 


MAGIC WORD- MAGIC EASYWRITER SUPER 

WINDOW STAR WAND PRO SCRIBE 
USES STANDARD DOS NO CP/M CP/M NO YES 
FILE TYPE [T ORB T,B T T B T,B 
MULTIPLE DISK SUPPORT YES YES YES NO YES 
CASSETTE SUPPPORT NO NO NO NO NO 
ISSUE DOS IN PGM YES YES YES YES YES 

PIECE FILE FROM 

SEGMENTS YES YES YES YES YES 
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Iv — EDITOR FUNCTIONS 


APPLE EASY PIE SUPER TEXT WORD WRITE 
WRITER WRITER FORMAT TEXT EDITOR POWER ON! 
FULL SCREEN, 
LINE ORIENTED, OR FS FS FS FS LO LO SLO 
SCREEN LINE ORIENTED 


EDIT COMMAND 
(LINE ORIENTED ONLY) N/A N/A N/A N/A YES NO NO 


MODE ORIENTED [FS] 


(CURSOR MOVEMENT, YES NO NO YES N/A N/A N/A 
ADD, CHANGE MODES) 

NUMBER OF COMMANDS 18 20 74 67 20 36 24 
EDITOR SCREEN WIDTH 40 40 64 40 40 40 38 


MAX. SIZE OF FILE 
a 8 


UPPER/LOWER CASE 

INVERSE [I], PAYMAR [P}, LP | 1,P cP LP LP LP 
CONTROL CHARS. [C 

GLOBAL SEARCH 
ee eee ee eee 
CHANGE COMMAND 

LOCAL {L], GLOBAL [G LG L LG LG G LG LG 
MOVE (M), COPY (C} 


BLOCKS OF DATA M,C M,C M,C M,C . M,C M,C 
WORD SPLITTING AT 

END OF LINE YES NO BOTH NO NO YES NO 
TABBING NO YES YES YES YES YES YES 
LINE/COLUMN COUNTERS NO NO YES NO NO NO NO 
BELL COLUMN NO NO YES NO YES YES NO 
RECOVERS FROM ERRORS YES YES YES YES YES NO YES 
RESET RECOVERY 

poe le DO 
CENTERING/JUSTIFICATION 


PRE-FORMATTER NO NO NO NO YES YES NO 


V — FORMATTER FUNCTIONS 


APPLE EASY PIE SUPER TEXT WORD WRITE 
WRITER WRITER FORMAT TEXT EDITOR POWER ON! 


EMBEDDED COMMANDS _ YES YES YES YES NO NO YES 
NUMBER OF COMMANDS _12 20 A 28 8 10 24 
JUSTIFICATION 

FULL (F], LEFT (L), FiAG 6FLG6|UFLG:6CUC LG UCL CC‘C‘iELEC(Cté‘“‘RSLERNG 
RIGHT (RJ, CENTER (C) 

MARGINS—LEFT, RIGHT, 

ees tine YES YES YES YES YES YES YES 
VARIABLE LINE SPACING _ YES YES YES YES YES YES YES 
VARIABLE PAGE LENGTH __YES YES YES YES YES YES YES 
PAGE NUMBERING 

TOP [T}, BOTTOM (8) Li B T.B T.B T TB B 
PAGE EJECT COMMAND _ YES YES YES YES NO NO YES 
PAGE TITLES . 7 Sh me 7 ; 


HEAD [H] OR FOOT : 
SINGLE [S] AND 


BLANK EATING [(B] 


AND/OR IMAGE {I} | B 8 | | | 8 
PARAGRAPH INDENT 

POS. [P], NEG (N) = P.N P.N P = = P 
TABS NO YES NO YES NO NO YES 
UNDERLINING NO NO YES YES NO NO NO 
INTERACTIVE WITH 

neal NO NO YES NO NO NO YES 
READS EXTERNAL FILE 

Ne pecercKs NO NO YES NO NO NO NO 
PROOF ON CRT NO NO YES NO NO YES NO 
CHARACTER TRANSLATION NO YES YES YES NO NO NO 
FILE CHAINING : a = = : : 


INTERNAL [I], EXT. [E) 


Iv — EDITORS FUNCTIONS 








MAGIC woRD- MAGIC EASYWRITER SUPER 
WINDOW _ STAR WAND PRO SCRIBE 
FULL SCREEN, FS FS FS FS FS 
LINE ORIENTED, 
SCREEN 
MODE-ORIENTED 
[FS ONLY] YES YES YES YES YES 
NUMBER OF COMMANDS 34 47 42 33 28 
EDITOR SCREEN WIDTH 40 B80 80 80 40 
MAX FILE IN MEMORY N/A N/A N/A 10K N/A 
U/L CASE, INVERSE, ,P U/L,C U/L,C U/L,C U/L,C 
PAYMAR, CTRL CHRS 
GLOBAL SEARCH NO NO NO YES YES 
CHANGE CMD [U/G L LG a L.G LG 
MOVE, COPY BLOCKS YES YES YES. YES YES 
WORD SPLITTING NO NO OPTION NO NO 
TABBING YES YES YES YES YES 
LINE/COL COUNTERS NO YES YES NO YES 
BELL COLUMN NO NO NO NO NO 
ERROR RECOVERY YES YES YES YES YES 
RESEST RECOVERY YES NO NO YES YES 
CENT/JUST [PRE-FMT] YES YES YES YES YES 
V — FORMATTER FUNCTIONS 
MAGIC WoRD- MAGIC EASYWRITER SUPER 
WINDOW STAR WAND PRO SCRIBE 
EMBEDDED CMDS NO YES YES YES YES 
NUMBER OF CMDS 7 50 61 13 58 
JUST [F,L,R.C F,LLR.C F,L.R.C F,L,A,C F,L.R.C F.L.R.C 
MARGINS YES YES YES YES YES 
VARIABLE LINE SPACE YES YES YES YES YES 
VARIABLE PAGE LENGTH YES YES YES YES YES 
PG NUM [T,B] T.B TB TB T.B T.B 
PAGE EJECT YES YES YES YES YES 
PAGE TITLES [H.F] HF H.F HF HF HF 
SING, CONT FORMS S.C S.C S.C S.C S.C 
BLANK EATING IMAGE l l BI l l 
PARA INDENT [P, N p P.N P.N p P[N 
TABS NO YES YES YES YES 
UNDERLINE NO YES YES YES YES 
KEYBD INTERACTIVE NO YES YES NO YES 
EXTERNAL FILE 
INSERTIONS NO YES YES YES YES 
PROOF ON CRT YES YES YES YES YES 
CHR TRANSLATION YES YES YES YES YES 
FILE CHAINING [I,E E LE LE IE LE 
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Vi — PRINTER SUPPORT 


APPLE EASY PIE SUPER 
WRITER WRITER FORMAT TEXT 
SET DEFAULTS YES YES YES YES 
PAUSE [P], ABORT [A] 
pense A A P.A P.A 
SPECIFIC INTERFACE 
CARD SUPPORT NO YES NO NO 
SPECIFIC PRINTER 
eer NO YES NO YES 
Vil — DOCUMENTATION 
APPLE EASY PIE SUPER 
WRITER WRITER FORMAT TEXT 
ADEQUATE 
oe YES YES YES YES 
WRITTEN FOR NOVICE YES YES YES NO 
SUFFICIENT EXAMPLES YES NO YES NO 
TUTORIAL YES YES YES YES 
REFERENCE CARD/SHEETS YES YES YES YES 
VI — PRINTER SUPPORT 
MAGIC worDb- MAGIC 
WINDOW STAR WAND 
SET DEFAULTS YES YES YES 
PAUSE/ABORT YES YES YES 
SPECIFIC CARD NO NO NO 
SPECIFIC PRINTER NO NO NO 
Vil — DOCUMENTATION 
MAGIC worb- MAGIC 
WINDOW STAR WAND 
ADEQUATE YES YES YES 
NOVICE YES YES YES 
EXAMPLES NO YES YES 
TUTORIAL NO YES NO 
REFERENCE CARD/SHEET YES YES YES 


TEXT WORD WRITE 
EDITOR POWER ON! 
YES YES YES 
NO NO NO 
NO NO NO 
TEXT WORD WRITE 
EDITOR POWER ON! 
YES YES YES 
NO YES YES 
NO YES YES 
NO YES NO 
YES YES YES 
EASYWRITER SUPER 
PRO SCRIBE 
YES YES 
YES YES 
NO NO 
NO NO 
EASYWRITER SUPER 
PRO SCRIBE 
YES YES 
YES YES 
YES NO 
YES NO 
YES YES 


DATA BASE MANAGEMENT SYSTEMS 


WHAT IS A DATA BASE MANAGEMENT SYSTEM? 


A Data Base Management System, in formal terminology, can be defined as a centralized collection of data stored 
for use in one or more applications, utilizing hardware and software facilities to produce information in a display or 
hard-copy report format. That’s fine as far as it goes as a generalized definition. However, a DBMS infers different 
meanings to various users. A businessman with a general ledger, inventory or sales analysis requirement will look at 
the management of a data base system on a more grandiose and sophisticated scale than the average user of a per- 
sonal or microcomputer system. Hierarchical file structures, esoteric data access methods, data redundancy, data 
security and multi-terminal usage all fall within the realm of data base management systems as utilized by large 
organizations. Compare this with a data file a microcomputer may process, a record keeping system involving a per- 
sonal checking account, book collection catalog or even a small business products inventory system. The differences 
are monumental. The ideal DBMS falls somewhere in between; one that can handle personal and business applica- 
tions using the microcomputer with some of the approaches adopted by the large computer system users. 

A data base basically consists of elements called fields, records and files. A “field” is nothing more than a unit or 
piece of information, such as the author’s name in a book collection. The next building-block item is the “record,” 
which contains a number of related fields involving a person, place, thing or (even) idea. A book, in itself, could be 
the equivalent of a record as defined in the above example, containing fields for author, publisher, copyright date, 
number of pages and any other element that pertains to what constitutes, a book. To go one step further concerning 
the building blocks for a data base, the “file” is composed of records which, in turn, make up a meaningful whole, 
much as a library contains a collection of books. A micro data base management system, then, is made up of a file or 
or files which contain related records embodying associated fields. These elements are identified by other terms 
(sometimes dependent on the mood of the overwrought user) such as data items, elements, segments and domains in 
larger systems, but they still are basically known and referred to as fields, records and files (in spite of IBM). 

A DBMS is only as good as its inherent features. Primarily included among those features are the following at- 
tributes: 

EASE OF USE — for short learning curve, menu design, and user-oriented operating features. 

DATA RELIABILITY — for integrity of data, back-up procedures, and checkpoints for system failures. 

FLEXIBILITY — for input and output formats. 

DATA SEQUENCING CAPABILITY — for sorting in ascending or descending order involving multiple fields. 

ARITHMETIC CAPABILITY — to add, subtract, multiply, divide, and exponentiate. 

EDITING CAPABILITY — applied to date formats, decimal specifications, monetary formats, and numeric/non- 
numeric testing. 

SELECTION CAPACILITY — for specified field or string values, record numbers, and numeric range searchs for 
record retrieval. 

DEFAULT OPTIONS — for processing values and automatic report formatting. 

REPORTING CAPABILITY — to display and hard-copy options, totals by control break fields, final totals, and 
columnar and vertical heading reports, label formats. 

EXPANDABILITY — for field size, record size and file size. 

MODIFICATION CAPABILITY — for system and program accessing (non-protection) for customized applications. 


Looking further into the future involving the ideal micro DBMS, an idealized system would incorporate the 
following: 

MATCHING, MERGING OR UPDATING WITH TWO OR MORE FILES — by processing options within a 
DBMS package. 

TABLE LOOK-UP CAPABILITY — utilizing sequential, binary or displacement methods, depending on the look- 
up values (arguments) and how they are sequenced. 

SPANNED DISK FILES — allowing for virtually unlimited file capacity and sorting range.(Currently implemented 
in some systems, but not all.) 

SOURCE MASTER FILE EXTRACTION FOR BUILDING OTHER FILES VIA USER SPECIFICATIONS — 
either in the source master record format or “rearranged, added-or-deleted field” format (also included 
in some systems on a limited basis — i.e., “Data Factory 4.0”). 

HIERARCHICAL OR RELATIONAL FILE STRUCTURES — currently implemented in many CP/M systems, but 
not on the Apple because of memory restrictions. The IBM Personal Computer, with its 16-bit architecture, will 
be a prime candidate for these file formats — so, come on, Apple, start hustling. 
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VISIDEX Department: Business 


Company: Personal Software Sugg. Retail: $190.00 

Language: Machine language Availability: 7 

Hardware Requirements: Apple |l or Il+ with 48K. Two disks recommended. Printer card and clock card 

recommended. Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 90 RELIABILITY 90 

VENDORSUPPORT £85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL N/A 


VISIDEX is an information storage system that has its roots in the old “Whatsit” program. Information is entered 
on screens (electronic index cards) and catalogued using keywords. Recall can be done by keyword or by sequential 
search through the data base for specific non-keyword strings. Printing is sent to the screen, a text file, or to hard- 
copy, a screen at a time or a portion of a screen at a time. 

The manual is quite good (as are all of the Personal Software manuals). It is organized in the form of tutorials 
which take you through the program in an organized fashion. A reference section is then included to cover details 
and a quick reference card is provided for the experienced. 

All disk operations, including initialization of a data disk, must be performed through the program. VISIDEX 
uses a non-standard DOS. 

The screen display and menu are similar to all recent Personal Software programs. The top two lines consist of a 
command and status area while the bottom two lines provide useful information (keywords in the case of VISIDEX). 
This leaves some 20 lines for information entry on any given screen. This is a useful screen format, in that it makes all 
data that you need to operate the program available to you instantly. 

Entering text is done in free form and editing features are included which allow insertion and deletion of text 
within any screen. You may create keywords or phrases while entering data or any time afterwards. At least one 
keyword must be associated with a screen before it can be saved. 

Cursor movement during editing is done via a control diamond, but the standard I,J,K,M keyboard designations 
are not used. VISIDEX uses the W,A,S,Z diamond. 

Once a screen is deleted, you cannot recover it; however, it still takes up space on the disk. To recover the unused 
space, you must back up the disk. This is not particularly convenient; however, it does force you to back up your 
data at intervals — a useful practice. 

When retrieving data, the program gives you the option of keyword search or string search. Using a keyword 
results in rapid recovery; string search requires reading and searching all screens on a disk. Wildcard characters are 
supported. 

For ease of data entry, templates may be created. In this way, a standard form can be available for use repeatedly 
at the user’s discretion. The only caveat is that each template must have a unique keyword associated with it. 

VISIDEX makes it possible to move screens from one disk to another in addition to splitting a file. Text may also 
be transferred from one screen to another. 

VISIDEX has one rather interesting feature relating to the calendar. You are able to key a screen to a date and 
then use the program to show the screen several days or weeks before the keydate or repeat the screen every weekly 
or monthly period. When you run the program it searches for a calendar card for the date. If found, that is used for 
the keydate search; if not, you are asked for the date. 

The program also has a perpetual calendar. Any month can be displayed and, if a day within that month is a 
keydate on any screen that has been saved, it is marked. Note that within any file (disk), years are not relevant ex- 
cept to place the weekdays in the proper place on the calendar. 

Many print options are included. The only thing you cannot do is extract data from the screens and manipulate it 
as you can in other data base management systems. Entire screens may be printed or parts of a screen (starting from 
the top, down a specified number of lines). The only formatting you can do relates to data entry. If you force text in- 
to inverse video on entry, you have the option of printing it or not. As an example, this would allow you to exclude 
telephone numbers from mailing labels. 

There are two conditions present when VISIDEX will interact with standard DOS, for which two drives are 
necessary. On data entry, the program will read text files from the second drive. On printing, the program will print 
to a standard text file on the second drive. 

Be careful when reading data from a text file. If you attempt to read beyond the end of the file, the program en- 
counters an end of data error and may have to restart itself. 

One minor annoyance is the keyboard sound. Each keypress results in a click; there is no command to disable this 
feature. 

In many ways, this is a useful program, especially if you are involved in applications requiring keyword searches 
or calendar searches. If you can’t think of an application, Personal Software has listed 101 of them included in ap- 
pendix D of the manual. 
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CcCcA DMS Department: Business 

Company: Personal Software Sugg. Retail: $99.50 

Language: Assembly Availability: 8 

Hardware Requirements: 32K, DISK II Disk or Tape: Disk 

EASE OF USE 70 DOCUMENTATION 80 RELIABILITY 75 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 85 
VISUAL APPEAL 90 


CCA is one of the earliest data management systems created for the Apple and still remains among the most 
sophisticated. It has many adherents in the current competitive market, with its own users club. Many 
enhancements and useful utilities have been provided to keep it abreast of the field, primarily supported by Colin 
Jameson of Jameson Electronics. A completely redesigned version of CCA DMS called VisiFile will probably have 
supplanted this package to some degree by the time you read this. However, its functionality and utility will never 
be completely obsoleted. 


FEATURES 
SORT — up to 10 fields. 
CAPACITY — single data disks. 
PROTECTION — none. 
FILE ORGANIZATION — sequential files with ISAM directory. 
FIELD SIZE — five characters field ID; 15 characters for field name; not specified for field content. 
RECORD SIZE — up to 250 characters. 
RECORD SELECTION CAPABILITY — field or string values; record numbers (with associated field ID 
specified; numeric search; ISAM keyfield search). 

(8) REPORT FEATURES — automatic columnar report formatting; cross-field arithmetic and algebra formula 
calculations (up to 227 characters on formula); decimal justification, ‘+ * and * -* numeric field assignment; 
column heading changes; sub-totalling by control field; row and column calculations. 

Its advantages are: 

(1) Excellent arithmetic and algebraic formula capabilities for report fields. 

(2) Rapid access via ISAM directory for large volume file. 

(3) Excellent report format capabilities. 

(4) Record checkpoint capability during update. 

(5) Label creation feature (1-2 across). 

(6) Extensive documentation. 

Its disadvantages are: 
(1) Limited summary report capability. 
(2) Scan function requires both ID field and record number field to locate record. 
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PFS: PERSONAL FILING SYSTEM Department: Business 


Company: Software Publishing Company Sugg. Retail: $99.95 

Language: Run Time Pascal Availability: 6 

Hardware Requirements: 48K and 1 Disk Disk or Tape: Disk 

EASE OF USE 90 DOCUMENTATION 95 RELIABILITY 87 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 87 


PFS is a sophisticated data management system with emphasis on ease of use. It allows information to be saved 
and loaded from diskette in a convenient fashion. Saved information can be easily displayed, altered, or printed. 
The manual, with its numerous screen illustrations, is clear and concise, and possibly the best-designed user manual 
to date. The program is easy to learn and use. 

Information is stored in a user-defined format. The form may be one or more “pages” (screens) in length. There 
can only be one file per diskette. Furthermore, it will hold no more than 1000 forms. A unique and very useful 
feature of PFS is that even after a form has been defined and used, further after-thought items may be added to that 
form by entering data in an additional page called an ATTACHMENT. 

PFS is completely menu-driven and self-prompting. The first menu, which you can retrieve at any time by simply 
pressing ESC, lets you: 1) CREATE a new file and form definition 2) ADD information in the next defined form, 3) 
COPY a file (requiring two disk drives), 4) READ individual specified forms for updating, printing or deleting, 5) 
PRINT, and 6) REMOVE a group of forms. 

When creating a file, the user is prompted to design the form on the screen. You specify a name (which must end 
in ‘:’) for each information item. The amount of space between names specifies the length of each item. For example, 
assume that a small employment agency wanted to keep a record of applicants and their skills on file to match them 
with job requests. A form might be designed with a typical entry like the following: 


NAME: JOHN DOAKES ADDRESS: 14013 PERRY ST. 

L. A., CA 90260 
JOBTITLE: PROGRAMMER LANGUAGES: BASIC FORTRAN 
EXPERIENCE: 5 YRS. SALARY RANGE; 20-25M 


This form would have been designed directly on the screen with the CREATE option, while at the same time a 
diskette would have been initialized for containing the file definition for these forms. After entering applicants by 
using the ADD option, the READ option could be used to find candidates. The search function can specify a com- 
plete or partial match for one or more fields. For instance, the above screen would be displayed when performing a 
search for any programmer who knows FORTRAN. To add a form, the user is prompted with the form skeleton as 
defined when it was created. When forms are to be retrieved, the skeleton is again presented, and the user specifies 
the string values in the desired fields. 

The PFS limitations lie mainly in the printing area. Since it is written in Pascal, PFS must be used with an Apple 
printer interface card. The forms will be printed as they are found on the disk - there is no sort facility. Additionally, 
there is no way to perform computations on numeric items. 

PFS is a good example of a data management package incorporating free-form input features. Because of its in- 
herent design, PFS is limited as a stand-alone system. Software Publishing Company has provided another package, 
PFS: REPORT (reviewed elsewhere), for overcoming the above-mentioned limitations by providing report format- 
ting capabilities and a sort option. Used together, these two packages provide some “user-friendly” features (i.e., 
lengthy text input, powerful search options) not available in other file management systems. Ideally, the two systems 
should have been combined into one package; it is safe to assume that PFS: REPORT was created after-the-fact to 
meet the competition’s capabilities in report structuring and sequencing. In many respects, they have succeeded ad- 
mirably in responding to that competition. 





PFS: REPORT Department: Business 


Company: Software Publishing Co. Sugg. Retail: $99.95 

Language: Run Time Pascal Availability: 6 

Hardware Requirements: 48K and 1 Disk Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 95 RELIABILITY 87 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 87 


PFS: REPORT is designed to rectify some of the limitations in the original PFS (Personal Filing System) program. 
Essentially, PFS: REPORT is simply a report formatter designed to be used with the original data base manager pro- 
gram. Once you have mastered PFS, this program is easy to learn, since it uses the same command language. The 
user manual for REPORT is well done, as was the PFS edition. 

PFS: REPORT lets you define a tabular report format in the style of PFS. That is, you fill in display formats. For a 
given file, up to eight different report formats may be defined and saved. Any of the saved formats can be used to 
print all or some of the records in the file. In addition, the report records may be sorted with PFS: REPORT (if you 
own 2 disk drives), a feature that is not included in PFS. 

To define a report format, you are prompted with the skeleton of the form. For each item you wish displayed, you 
must assign a column number from 1 to 9 which specifies in what order the form items will be printed. The report 
will always be sorted by the items in columns | and 2. If you do not want a sorted report, simply start assigning the 
items starting with column 3; however, you will then be limited to 7 report items. Each row in the report contains 
the information from one form in the file. You may also ask PFS: REPORT to print the count (number of rows) for a 
column and, for numeric columns, the average or sum of the column. When sorting, you can specify a sub-count, 
average or control totals for each change in the value of column 1. It is also possible to define a numeric column for 
receiving the arithmetic results of other columns. For example, if you had created a form with numeric columns for 
“number of items” and “price per item” and then defined a report which included these two columns, you could 
define a third column as “cost”, the product of multiplying the two “item” columns together. 

In order to produce a printed or displayed report, you must specify a new report format or use one previously 
defined. You are prompted for retrieval specifications in the same fashion as for READ in the PFS program; that is, 
you are presented with a skeleton of the form and requested to indicate which items to scan. A form may be selected 
by either a full or partial string match. In fact, you may request that forms be selected for an item that is not even 
shown in the report. After specifying the selection criteria, you enter a report title, the name of a saved report for- 
mat, and the printing options for page size and device. If you want to create a new format or do not wish to use a 
previously-defined report format, you will be prompted to enter the column specifications for the report definition, 
which can then be saved for repetitive use. 

PFS: REPORT greatly enhances PFS by supplying a badly needed “sorting and tabular” reporting ability. 
However, REPORT does not go far enough in allowing the user to determine the printing format. For example, the 
PFS manual indicates how to select and print mailing labels, but since PFS by itself can not sort, the labels could not 
be produced in zip code order (needed for bulk mailers). Using REPORT, you can sort by zip, but not print labels, 
since each form consists of and is limited to a single print line in the format table. Considering that the price for the 
two packages approach that of some of the less expensive data base managers (which allow more flexibility, but are 
harder to use), one would have to carefully consider if the ease of use for limited applications is really worth the com- 
bined price. 
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DATADEX Department: Business 


Company: Information Unlimited Software, Inc. Sugg. Retail: $250.00 

Language: Applesoft required Availability: 6 

Hardware Requirements: Apple ll or li+ w48K and Disk or Tape: Disk 

DOS 3.3. Printer and clock card are useful 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 80 


DATADEX is a data base management system that is a cross between a true index card version and other data base 
systems. It has quite a bit more flexibility than the current index card editions; however, it does not have the flex- 
ibility of most of the other more conventional file management systems. 

Essentially, you are allowed to create a file using a screen format defined by you. The file will contain records 
comprised of the data entered on each screen (index card). Records are entered directly into RAM, unlike most other 
disk-based systems. When RAM is loaded, the data are saved to disk as a part of a file, called an extent. In general, 
the program is set up to work with the file extents individually rather than with the entire file. The major advantage 
of this approach is faster processing speed. Quite a few records (especially small ones) may reside in memory and, if 
disk access is not required, all processing is extremely fast. For those functions that would normally operate on the 
entire file, provisions are made to do so (sort, find, print). 

The primary menu appears upon booting the system — with a clever logo and screen display. If the language card 
is used, you must do a double boot to first load the Applesoft language (assuming an Apple II). The first thing the 
program does is search through your peripheral slots and identify the cards. If all is correct, your peripheral con- 
figuration is stored on disk. 

One thing noted while running DATADEX is that virtually all processing is done through control codes. Every 
aspect of the program has some control code command(s) associated with it. In some cases, these codes are the same 
or similar; however, in many cases, the codes do different things on different screens. Don’t count on memorizing 
the commands unless you use them very often. A reference card is included to help. 

You are advised to keep your records short in order to allow for many records per extent and therefore process 
more information directly in RAM. It is not necessary to fill each extent; in fact, some may be empty. You also have 
the capability of using the extents to subdivide the file into logical blocks for processing individually (for example, 
one extent for personal addresses and a second for business addresses.) 

Creating fields and records is rather easy. If you are used to a word processor, be prepared to hit the wrong control 
key combination many times. The chances are that your word processor and DATADEX do not use the same com- 
mands for the same things. Recovery is easy — simply enter any command (like return) and the program resumes 
from where it was. Be careful in creating fields, since it is quite possible to overlap them. The program allows this. It 
is important to use care when defining fields, since you can easily duplicate the same field on top of itself. Listen for 
the beep as a field is recorded. If you hear more than one beep, delete the last field created and determine if one still 
remains. 

Many field types are allowed and several pre-formatted fields are available. Among these are: numeric, floating- 
point, and text fields; pre-formatted fields consisting of date (two formats), clock (two formats) and phone (two for- 
mats) types; and three optionally-formatted fields consisting of full date, Social Security Number, and new zip code. 

One very useful feature is the ability to translate records or fields from one file to another. In doing this, you may 
change almost any item involving record, field content and structure in the translation process; the program will 
delete entries no longer there, pad entries with blanks for those made larger, and truncate entries for those now 
shorter. 

The program is loaded with clever techniques that keep your attention. In many programs, during disk read, you 
are left staring at a blank screen or some “stand-by” type message. With this program, the portion of memory accept- 
ing data is shown as a Hi-Res display; you actually watch the data going into memory. It’s just lots of small dots, but 
this visual diversion does break up the monotony. 

Editing within an extent is quite easy and, because all data are in memory, there are unique features that help. 
One of these is the browse command which allows you to step through records at a user-varied pace. The records 
flash by until you stop the scrolling. No more disk wear and tear just to see what is in the data base. 

Several printed outputs are made available for reconfiguring your system and perform other useful functions. If 
you write programs that use DATADEX files (and you can do this, since the data disks are in a standard Apple for- 
mat), the program allows you to add these routines to a second utility page. In this position, they are available to you 
as a menu item and may be called as such from the main program. 

The program comes with one master disk and a demo disk with files and formats on it. You will be sent a backup 
copy of the program disk when IUS receives your registration card. A blown program disk will be replaced “at a 
minimal charge.” 

The manual is complete, but could be somewhat better organized. At times, you have to search for a command 
description, while some commands are not completely described. The manual might better be rewritten as a 
tutorial, followed by a reference section describing all commands. 


VISIFILE Department: Business 
Company: Personal Software Sugg. Retail: 5250 
Language: Applesoft Availability: 8 
Hardware Requirements: Apple Il or Il+ with disk. Two 

drives and a printer are useful. 


48K RAM is required. Disk or Tape: Disk* 

EASE OF USE 87 DOCUMENTATION 90 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 88 
VISUAL APPEAL N/A 


The VISIFILE program was designed to be a replacement for the CCA DMS program, also sold by Personal Soft- 
ware. It is quite a bit more user-oriented than is CCA DMS and will probably find more users for that reason. 

Like all of the recent VISI-type software, the package has an easily comprehensible, menu-driven structure and a 
well-written and straightforward manual. All functions are easy to understand and, once the manual is read, you 
will probably not have to consult it except for rarely used functions. 

If the VISIFILE program will essentially replace the CCA DMS, the first question that arises is: can CCA files be 
converted to VISIFILE formats? This presents no problem other than, of course, any 13 sector CCA files having to 
be MUFFINed to 16 sectors. The data files are then simply renamed along with the MAINTFILES file. Only the 
data files can be converted; however, the report, label, and index files cannot be converted and must be 
reconstructed using VISIFILE. As a benefit of the conversion, you will find that the field ID used by CCA is no 
longer included; consequently, only the field name is used for record retrieval and/or updating. 

The VISIFILE program itself constitutes a flexible file management system. Information is stored in fields within 
records contained in a file. Multiple files may reside on the same disk, but for large files this is not recommended. All 
records must fit on one storage disk (about 10,000 single page types allowable). Each record may contain up to 232 
characters, consisting of up to 24 fields. Fields can be defined in alphanumeric or numeric format. Numeric fields 
may be up to 38 numbers in length. 

A very interesting and useful feature of this program is the flexible formatting capability. With this option, you 
may change your data formats (within the maximum constraints, of course) at any time. An obvious example is the 
need to change your address files from a five digit to a nine digit zip code. With VISIFILE you may do this without 
reentry of data. The program will insert blanks in all those fields and as you acquire the new additions, you may 
simply append them to the existing zip code field in each record. 

As a side benefit of the flexible formatting, you are allowed to create new files from parts of other files, append 
two existing files altogether, and create partial files. 

File definition is straightforward and quite easy. On data entry, you may use the mapping automatically 
established by the program or you may remap the fields so that some are displayed on one page and others on the 
next page. The only disquieting feature of this implementation is in the display of fields which are larger than the 
screen size available to them. You are never allowed to see the entire entry at one time. As you enter data, the 
previously entered data scrolls off the screen to the left. On returning to accept the data, only the leftmost portion 
appears on the screen — you must remember where you left off, as you cannot see it. 

Editing of data entries is easy; you are allowed to insert or delete letter by letter, or clear to the end of line from 
the cursor. This adds to the versatility of the program. 


A rather serious problem encountered with the review copy of the program was the inability to configure the 
system for this reviewer's serial printer (a Diablo 1620 interfaced through the Apple Serial Card). Due to the ap- 
proaching deadline for publication of this issue of The Book, there was not sufficient time to contact the software 
author for enlightenment. We do not know if this is an actual problem with the program itself or just a characteristic 
of the specific review copy received. Because the printer was not recognized by the program, no review of the printer 
report generation functions could be made. The formats appeared to work when sent to the screen, taking into ac- 
count the 40-column width. 

Both reports and labels may be produced using VISIFILE. The report width may be up to 225 characters in 
length. Labels may be produced in a variety of formats, including up to five across the printer page. Computed 
fields are available on output with user-specified formulae. Be certain to read the manual carefully since the for- 
mulae are read from left to right and PARENTHESES ARE NOT SUPPORTED. You must exercise care in produc- 
ing the correct results. 

As many indices of the data as you wish may be created. Only one is active at a time, however, so when you enter 
the data, don’t forget to update the other associated indices after data entry. Using the indices, finding data is 
relatively rapid. 

Of particular interest to the users of other VISI-type packages is the ability of VISIFILE to create Date Inter- 
change Format (DIF) files from the data base. These files may then be read directly into the other programs for 
spreadsheet calculations (“Visicalc”), plotting (“Visiplot”), or statistical manipulation (“Visitrend”). Of course, the 
data files created by VISIFILE may be accessed by unique applications programs written by you. 

The VISIFILE program is an excellent addition to the VISI-type applications stable. The flexible formatting 
features of the program make it truly useful, since its basic form may be adapted to many different uses. If you re- 
quire a versatile file management program and can live within the short record constraints imposed by this one, then 
by all means consider VISIFILE. 


DB MASTER Department: Database 


Company: Stoneware Sugg. Retail: $230.00 

Language: Applesoft & Machine Availability: 8 

Hardware Requirements: 48K & 1 Disk Drive Disk or Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 93 ERROR HANDLING 85 
VISUAL APPEAL 85 


DB MASTER is the most powerful of all the data base systems that we have reviewed. It allows the user enough 
flexibility to build almost any type of file and retrieve the data in almost any format. 

Because it is so complex, it is also somewhat slower than some of the other offerings on the market; however, the 
added features that it affords make it worth the processing delay. 

A big plus in the use of this system is that it includes password entry and offers three levels of protection to the 
user. This makes it ideal for use in an office environment where there is a need to limit access to certain portions of 
files. Since three levels of protection are offered, data can be accessed by a clerk through a predetermined level, 
while remaining sensitive information can be kept private at other levels. 

After working with the program for awhile, the user will discover that DB MASTER is very powerful and easy to 
use. It also becomes apparent that a serious user must also have the “DB Utility Pack” for use in conjunction with DB 
MASTER. Any changes that need to be made to the file structure can only be done by use of the “Utility Pack”, and if 
a disk is damaged (as one of ours was due to not following instruction), the “Utility Pack” will allow the data to be 
saved. 


THE MANUAL 


Once again, while we like the program, the manual leaves much to be desired. All of the information is there; it is 
just that in order to find it, several tours of the documentation are necessary. We found that the best way to make use 
of the program is for one person to become familiar with it and then teach the others who are going to use it. 

Building files by following the book does result in successful completion of the task, but trying to format outputs 
for the printer is very awkward and, since the manual does not always agree with the screen menu, is most confusing 
until you get the hang of it. Trying to print labels, for example, from information provided in the documentation 
proves to be a major task until you eventually uncover several explanations about required steps that are listed in 
other sections of the manual. 


THE PROGRAM 


The system requires an Apple II or Apple II Plus with either Applesoft in ROM or a 16K or language card. It does 
not support any of the 80-column cards, but can be used with a modem to transfer files between systems when used 
in conjunction with the “Utility Pack”. While the system will operate with only a single disk drive, two will add to 
the versatility and ease of the application; Stoneware recommends two in order to cut down on the number of disk 
swaps required. 

Creating files is a simple process if the operator takes the time to preplan what data fields need to be entered. As 
with any data base, very careful planning is required. 

In order to test the program’s file creation ability, we built a data base of subscribers for our newsletter. This file 
contained over 600 files from which we used the master file to build various types of output reports. We ran labels 
for all subscribers; labels for those whose subscriptions expire next month, those who had paid, and those who had 
not. In other words, once we had entered all of the data, we were able to extract it in any way that we desired. 

Since the program is so complex, disk access time and disk swapping takes what seem like a lot of time; however, 
when judged against the results, these functions do not seem as intricate as at first. 

DB MASTER requires the use of many disks. Each file requires two blank disks, one for the file and one for the 

“utility” or file set-up information. In addition, it is necessary to keep several additional disks around for use during 
the sort operation and the formatting of the printer reports. 

The program disk is solidly protected; only one of them is furnished with the package. However, Stoneware will 
provide a “free” back-up disk upon completion of the user registration. 

Stoneware provides a “reset” protector with the package as well as screen layout forms for use in setting up a data 
base. Both of these enclosures make the system just that much more useable. 

We are told that a hard disk version of the program will be available in the near future, although there are no cur- 
rent plans to allow operation in the 80-column mode. 

The use of screen formatting allows the user to format a data base in a logical sequence and set up the screen for 
ease of data entry. Once you master the set-up instructions, building a file is simple. Sort keys allow the user to sort 
the files in a variety of ways. Additionally, “wild card” sorts and searches are allowed whereby you can search or sort 
on any character or group of characters within a field. 
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All in all, we believe that this package is the best microcomputer data base manager system we have seen on the 
market. The shortcomings that we have noted have to do with the editing functions of the files. As an example, in 
order to access an existing field for editing, you must complete the entire entry and then move to the editing mode. 
The other problem that we experienced involves the possibility of destroying the data on a disk by inserting the 
diskette at the wrong time. The screen prompts for disk swapping is hard to read and unless careful attention is paid 
to the display, the wrong disk can be inserted into the wrong drive. Although a warning is given after the disk swap 
and_-before initializing the disk, the drive number, name of disk required, and other information is presented in in- 
verse display. Therein lies the problem, as the format is always the same no matter what disk or drive it is asking for. 

All in all, this is a very fine state-of-the-art data base management system yet to be surpassed by others in the 
microcomputer field in terms of features and flexibility. 


INFORMATION MASTER Department: Data Base Management System 

Company: High Technology, Inc. Sugg. Retail: $150.00 

Language: Applesoft, 6502 Availability: 6 

Hardware Requirements: 48K, Apple ll, 1 Disk Il Drive Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 95 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL 90 


INFORMATION MASTER is a very impressive, sophisticated data base management system. Although extensive- 
ly menu-driven, the report format flexibility with its semi-screen-mapping is nicely designed. The concept of a 
trailer record for the total line, specification of multiple fields under one report header column and the voluminous 
useful options make this a very powerful system. 

The documentation is somewhat difficult to use as a reference source once the tutorial is completed. The tutorial is 
very good in itself but sometimes the mechanics of the procedures over-emphasize the reasons or logic behind the 
methods. Two other High Tech products, “Transit” and “Data Master”, lend flexibility in file formatting and com- 
patibility with other systems. 

1. PRICE — $150.00 

2. SORT — Up to five sorts, with prioritized keys (six maximum) for sub-sorting. 

3. CAPACITY — each record can contain up to 20 fields, with approximately 1,000 records per file within system 
design constraints. 


4, PROTECTED — Yes. 

5. FILE ORGANIZATION — Sequential Master File, consisting of system layout file (field definitions) and sort 
files. The data file itself is random access. 

6. FIELD SIZE — Up to 99 characters per field. 

7. POWERFUL FIELD COMPUTATION FEATURES — Using arithmetic operands, + and — signs for field 
entry, and a running sub-total display as each field is calculated. 

8. VERY, POWERFUL REPORTING CAPABILITIES — full algebraic notation and formulae, plus constant 


entries on report lines. Additionally, report fields can be added or deleted from existing report formats by 
creating a new format that replaces the old one (using the same name). 
9. RECORD SELECTION FEATURE — Partial string capability, record number selection. 


¢ ADVANTAGES 
(a) Record checkpoint capability during update 
(b) Mailing label creation 
(c) Very, powerful arithmetic and calculation capabilities at file creation and report production time. 
(d) Dynamic report format, data file and sort file changes and/or deletions. 
(e) Excellent error trapping and diagnostic capabilities. 
(f) Global changes for a data file, as well as field duplication when creating files. 
¢ DISADVANTAGES 
(a) No automatic report formatting capability 
(b) Multiple menu approach requires somewhat laborious procedures. 

Overall, INFORMATION MASTER is a fine product which deserves careful consideration by a prospective buyer 
seeking a modest file management system. It has been surpassed by other packages since this system was last re- 
viewed (1981 edition of THE BOOK) in terms of features (ISAM, full-screen mapping, etc.), but it still remains a 
very reliable although somewhat slow (particularly in the menu, retrieval and sort functions) work-horse. 


DATA FACTORY [VER 4.0] Department: Business 


Company: MicroLab Sugg. Retail: $150 

Language: Applesoft Availability: 7 

Hardware Requirements: Apple llor + with 48K & at least one disk. Disk or Tape: Disk* 

Supports printer, modem & 80 column card on output 

EASE OF USE 85 DOCUMENTATION 87 RELIABILITY 90 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL N/A 


The DATA FACTORY is a powerful file manipulation program that seems at this time to be in direct competition 
with “DB Master.” The comparison is probably fair, although the programs are different in both form and, to some 
extent, function. The 4.0 version is quite different from the 3.0 version, so if you have, or are familiar with, last 
years program, you probably will not recognize this one. 

The package comes with two copies of each program disk and uses DOS 3.3. Two versions are available; the older 
version (somewhat updated), called the MINI FACTORY at $75, and DATA FACTORY. This review focuses on the 
advanced version. 

You boot the disk to begin. If you have the language card or a 16K card, you must first boot a systems master disk 
to load the card with Applesoft and then boot the DATA FACTORY disk. All data and utility files are stored on the 
data disk and the program disks are write-protected. 

The manual for DATA FACTORY is quite complete and comes in an easily updated binder with large easy-to- 
read index tabs. Reading the manual thoroughly before using the program is a must. There are many caveats on the 
running of the program (numbers of fields, length of fields, number of sorts, etc.). In most cases, the limits appear to 
be either reasonable or excessive for any use you might have. You should be aware of all of them, however, before 
starting, because weird things will happen if you don’t heed the warnings. As just one example, if you guess wrong 
when asked what the longest field you will sort or search on is, you stand a chance of getting an out of memory error. 
All this is fully explained in the manual. 

When entering data into fields, you have the option of moving forward or backward through the fields by use of 
control key responses. The ESC key will duplicate the field from the previously entered record. With numbers, the 
program accepts negative numbers and scientific notation. Records may be stored in memory for fast entry and then 
dumped to disk, or each record may be dumped to disk for the user who doesn’t want to re-enter data on any pro- 
blem. 

Reports are available for many configurations; however, the output is not quite as flexible as some other systems 
available. You have the option of horizontal or vertical formatting and, with horizontal formatting, two fields can 
be placed in the first print line with other fields printed underneath. Up to ten formats may be stored for any file. 

Printer set up with DATA FACTORY is quite good. Outputs of up to 600 horizontal characters will be supported 
by the program. You are also given the option of setting a left margin. For reports that must be placed into a binder, 
this is extremely useful. Any printer control characters that you require may be put into the program. If you require 
the ESC character for your printer setup, there is a procedure in the instructions for doing this. If you have an 
80-column card, set this up as the printer slot assignment and you will be able to see any outputs as they would ap- 
pear on a regular printer (with 80 columns) before committing the format to disk. Be certain to test the program 
with the card you have in the store before purchase, since this procedure may have problems with some boards, as a 
common set of control characters is not used to control the operation of the boards. 

An interesting feature of the program is its ability to be used with a modem. Leave home in the morning with 
DATA FACTORY up and running with the menu on the screen. Call in from another Apple during the day and you 
will be able to access the program for any features that do not require disk change or printer output. (Note: This 
feature is reported here, but has NOT been tried to see if it actually works.) 

There are handy features available with DATA FACTORY. The replace feature, for example, can replace up to 
10,000 items in a single pass. Items may be replaced in all records, specific records, or only in records with specific 
entries in them. In addition, you may replace, add to, subtract from, multiply by, divide by, or make corrections to 
arithmetic fields. The 10,000 items are made up of 40 groups of 50 entries for changing five fields in each group. The 
routine works as rapidly as the Apple DOS can access the disk. 

One useful feature of this program that is not available in most except as an add-on is the ability to transfer records 
from one data base to another or simply move the records to another existing data base. In addition, you are able to 
add or subtract fields to your data base, change field lengths or positions, append records (with the same or different 
file structure, although with different structures you may have problems), and make other useful changes. A method 
of testing a disk for a suspected bad sector is also included, as well as a way of moving the data surrounding that sec- 
tor is also provided. 


The sort routine is not particularly fast, but you may sort the file into any different format and save the sorted 
data base under another name. A unique feature of the program is its ability to sort dates when presented in the stan- 
dard form: MM/DD/YY. Most programs require a YY/MM/DD format. You may sort up to 20 levels if necessary. 

The math functions of the program allow you to add, subtract, multiply or divide one field with another. In any 
field, you may also total, average, or count items. When doing this, you may also invoke the from/to feature to 
search between two items (like two dates). 

You may compare two fields and index fields. The index allows you to get a list of all of the record numbers in 
which a particular item appears. 

One feature that could be changed relates to deleted records. With DATA FACTORY, you cannot recover these 
records before they are absolutely deleted by a sort. Since the records are only marked for deletion, it should be 
relatively easy to recover them. 

Another handy feature of the program is its ability to output bytes available on your data disk. 

Several other items are available for the user that are useful. There is a section in the manual that describes several 
applications in detail. File structure information is also available for the experienced programmer. Another section 
in the manual covers just about any error message that you might encounter and what to do about it. 

Micro Lab has started a rather interesting expanded warranty plan for their programs. For a flat rate of $30 per 
year, Micro Lab will replace blown or damaged program disks in any number so long as they do not appear to be 
tampered with. In addition, for your money, Micro Lab will send you updates to the program as they are produced. 
Data disks are supposed to be compatible with any updated versions of the program. 


THE MODIFIABLE DATABASE Department: Business 

Company: Synergistic Software Sugg. Retail: $79.50 

Language: Basic Availability: 5 

Hardware Requirements: 48K, ROM card, Disk II Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 60 RELIABILITY 80 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 70 
VISUAL APPEAL 60 


THE MODIFIABLE DATABASE has been largely supplanted by a very flexible, feature-loaded package, “The 
Data Reporter”. Although somewhat antiquated by its stream-lined competition it remains a solid, general purpose 
data management system. The stated price includes “Modifier Modules 1 & 2” ($25 apiece), which allow the basic 
system to perform expanded arithmetic and report function. 

The features of the system consist of: 

(1) SORT — up to three fields; 65 seconds max-time on three fields. 

(2) CAPACITY — physically unlimited; can process multiple files as a single database; on line file in memory 
can range from 90 to 2,268 records, depending on File Size. 

(3) PROTECTION — not protected, you may make backup copies of program disk. 

(4) FILE ORGANIZATION — sequential with random update, search. 

(5) FIELD SIZE — up to 49 characters per field, 22 fields per record. 

(6) RECORD SIZE — 1,078 characters. 

(7) RECORD SELECTION CAPABILITY — Field or string values, records, numeric range search. 

(8) REPORTS — Columnar report output, horizontal and vertical totals, add/subtract/multiply/divide func- 
tions on fields, printing of left justified dollar sign for monetary fields, variable placement of output without 
headings for pre-printed formats. 

Its advantages are: 

(1) System and program is modifiable. 

(2) Unlimited file size. 

(3) Columnar or pre-printed format for printing. 

(4) Field and string search capabilities for record selection. 

(5) Up to three fields sort capability. 

Its disadvantages are: 

(1) Single user-generated module per report format. 

(2) Fixed upper limits for field size and number of fields. 

(3) No physical record deletion capability; record is flagged but remains on file. 


— 
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APPLE Ii DATA BASE PACKAGE COMPARISON 


| — GENERAL INFORMATION 





NAME COMPANY PRICE MIN. HARDWARE/SOFTWARE 
DATADEX INFORMATION UNLIMITED $250.00° 48K, DISK, APPLESOFT 
SOFTWARE 
DBMASTER STONEWARE $189.00 48K, DISK, MACHINE LANGUAGE 
CCA PERSONAL SOFTWARE $ 99.00 32K, DISK, APPLESOFT 
CIF MICRO-SPARC $ 39.95 48K, DISK, APPLESOFT 
INFORMATION 
MASTER HIGH TECHNOLOGY $150.00 48K, DISK, APPLESOFT 
il — FEATURES 
DATADEX DBMASTER CCA CIF INFO. MSTR. 

LOGICAL FILE SIZE UNLIMITED UNLIMITED 1 DISK 1 DISK 1,000 
PROTECTED ¥. Y N N Y 
FILE orn R/S,R,I R,H/S,R, R/S,R,I R/S,R R/S,R 
RETRIEVAL (1 

FIELD SIZE [CHARACTERS 36 30 UNSPECIFIED UNSPECIFIED 99 
FIELDS PER RECORD 50 100 24 20 20 
RECORD SIZE [CHARACTERS 239 1020 250 UNSPECIFIED 1,980 
RECORD SELECTION ¥ af Y. Y Y 
REPORT FEATURES 
e¢ HORIZONTAL COLS ¥' Y Y Y Y 
e¢ AUTO FORMATTING Y N Y ¥: N 
e MATH CROSS-FOOTING Y Y: Y ¥. Y{4] 
e SUBTOTALS Y Y Y Y ¥ 
e SUMMARY REPORTS Y ¥: N ¥. N 

e SORT FELDS 6 6 10 : 5 

FIELD/RECORD REFORMATTING Y ¥ Y(3] Y{3) 
PASSWORD PROTECTION yi Y N N 
MAILING LABELS ¥ Y N : N 
PURGE/COMPACT RECORDS y: Y Y N Y 
CHECKPOINT PROCESSING vi Y ¥ N ¥ 
MEMORY MAPPING y, Y Y(3 N N 
(1)R = RANDOM, S = SEQUENTIAL, | = INDEXED SEQUENTIAL (6) WITH MODIFIER #2 PACKAGE 
(2) PSEUDO—HIERARCHICAL (TREE-STRUCTURE) EMULATION (7)WITH REPORTER PACKAGE 
(3) OPTIONAL PACKAGE (8) DEPENDENT ON ITEMS IN COLUMN 1 AND 2 ON SCREEN 
(4) MULTIPLICATION AND ADDITION ONLY (9) SCREEN FORMATTED 
(5) WITH MODIFIER #1 PACKAGE [10} REQUIRES COMBINING 6 MULTIPLE FIELDS 


(CITY, STATE, ZIP] IN ONE FIELD 


APPLE Ii DATA BASE PACKAGE COMPARISON 


| — GENERAL INFORMATION 





NAME COMPANY PRICE MIN. HARDWARE/SOFTWARE 
MODIFIABLE 
DATA BASE SYNERGISTIC SOFTWARE $ 49.50° 48K, DISK, APPLESOFT 
PFS SOFTWARE PUBLISHING CORP. $ 99.95 (PROCESSOR) 48K, DISK, 
RUN TIME PASCAL 
$ 99.95 (REPORTER) 48K, DISK, 

; RUN-TIME PASCAL 
VISIDEX PERSONAL SOFTWARE $190.00 48K, DISK, MACHINE LANGUAGE 
DATA FACTORY 
4.0 MICRO LAB $150.00 48K, DISK, APPLESOFT 
INFORMATION 
MASTER HIGH TECHNOLOGY $150.00 48K, DISK, APPLESOFT 

* WITHOUT MODIFIER /2 (815.00) AND MODIFIER /2 (815.00) REPORT PACKAGES 

li — FEATURES 

MOD. D.B. PFS VISIDEX OD. FACT. 4.0 
LOGICAL ALE SIZE ~— 2,268 1 DISK UNLIMITED 1 DISK 
(DISK OR RECORDS) 
PROTECTED N Y x is 
ALE ORGANIZATION/ R/S,R R/S,R,| A/S,R, | R/S,R, I 
RETRIEVAL [1 
FIELD SIZE (CHARACTERS 49 UNSPECIRED _ UNSPECIFIED 239 
FAELDS PER RECORD 22 UNSPECIRED UNSPECIFIED 239 
RECORD SIZE [CHARACTERS 1,078 UNSPEIFIED UNSPECIFIED 21,032 
RECORD SELECTION Y Y x Y 
REPORT FEATURES 
e HORIZONTAL COLS Y(5) Y Y{9) Y 
e AUTO FORMATTING N Y(7) N N 
e MATH CROSS-FOOTING Y{5) Y(7} N Y 
e SUBTOTALS N Y{7} N Y 
e SUMMARY REPORTS N N N N 
e SORT FELDS 3 2+(7)(8) | UNSPECIFIED 20 
FELD/RECORD REFORMATTING N N N Y 
PASSWORD PROTECTION N N N N 
MAILING LABELS N 4 Y Y{10) 
PURGE/COMPACT RECORDS N Y Y Y 
CHECKPOINT PROCESSING N i 3 ¥ Y 
MEMORY MAPPING N Y y. N 
[1]R = RANDOM, S = SEQUENTIAL, | = INDEXED SEQUENTIAL (6) WITH MODIFIER #2 PACKAGE 
(2) PSEUDO—HIERARCHICAL (TREE-STRUCTURE] EMULATION [7]WITH REPORTER PACKAGE 
(3) OPTIONAL PACKAGE (8) DEPENDENT ON ITEMS IN COLUMN 1 AND 2 ON SCREEN 
(4) MULTIPLICATION AND ADDITION ONLY [9] SCREEN FORMATTED 
(5) WITH MODIFIER #1 PACKAGE (10) REQUIRES COMBINING 6 MULITIPLE RELDS 


(CITY, STATE, ZIP) IN ONE RELD 


MDBS.DMS/MDBS.DDL Department: Business 


Company: Micro Data Base Systems, Inc. Sugg. Retail: Varies (1) 
Language: MBASIC under CP/M (2) Availability: 3 
Hardware Requirements: Apple Il or Il+ with Z-80 card and Pascal card 

or 16K card (3), 2 Disk Drives Disk or Tape: Disk 
NOTES: 


(1] Price varies between S600 and $1,500 depending upon the exact configuration ordered. 

(2) The program is written in machine language and links to your resident language. Versions will also be available for Applesoft 
and 6502 machine language soon. 

(3) Program will not run without the extra 16K. 


EASE OF USE 50° DOCUMENTATION 85 RELIABILITY 87 
VENDORSUPPORT 70 PRICE/USEFULNESS RATIO 20° ERROR HANDLING 80 
VISUAL APPEAL N/A 


* These ratings relate to the average non-business user. Comments for the business user may be found in the text. 


The MDBS.DMS and related programs represent the only true data base management system available today for 
the Apple II computer. Every other program currently available handles only file management as opposed to data 
base management. The main difference between the two is the ability of the data base management system to link 
various entries in the data base to other members in any defined way. In this way, a data base management system 
handles selective retrieval for “what if” types of inquiries. A file management system only retrieves selected prede- 
fined items and cannot handle “what if” kinds of questions. 

The basic package reviewed here has a component for defining data structures (MDBS.DDL) and for the storage 
and retrieval of data (MDBS.DMS). Add-on packages are available for MDBS to allow the logging of transactions 
for recovery in case of problems (MDBS.RTL), restructuring of a data base (MDBS.DRS), and query handling 
(MDBS.QRS). The specific packages ordered determine the exact price paid for the software. 

The major difference between this system and other programs available lies in the need to do everything yourself 
for running MDBS. The package provided links to your host language and all applications are controlled through 
specifically constructed CALL statements. Unless the user has intimate knowledge of the host language and the ap- 
plication(s) desired, this system will be useless. It is NOT a stand-alone package. 

For each application, the first thing that must be done is to define the data base logical structure. In this formal 
definition, the relationship between the data elements is presented. The process consists of grouping data items into 
record types (logical files) and then indicating any relationships between the record types. Because the relationships 
are only conceptual and do not imply any physical storage allocation, the structure can be quite complex with many 
interrelationships. 

After the structure is defined, application programs can be written to access the data in the data base. This pro- 
gram does not read or write directly; instead, special CALL statements are used which asks the data management 
routines to perform the necessary operations. The author of the application program only needs to know the concep- 
tual structure of the data base; the system maintains the physical structure. 

In the programs provided, there is no capability to modify a data base structure once developed. Add-on units are 
available to do this at added cost. 

The documentation provided with the package is quite complete and seems to cover every command along with 
contingencies for what could go wrong during execution of that command. Each command executes a particular 
function and returns an error code that can be interpreted by the application program. In addition to the extensive 
user’s manual, there is a “Primer on Data Base Management Systems” and a language specific manual for linking the 
system to the specific host language. 

The linked language and data base management system consume a considerable amount of memory in the Apple 
II. Only a few thousand bytes are left for applications with the 16K card in place; the program simply is not useful 
without the card. This greatly limits the scope of any individual application program; however, it is possible to use 
the CHAIN function of MBASIC to link several small programs under the control of an executive. If the program 
could be made to run with the expanded memory capability of the Apple III, then larger applications programs 
could be constructed and run with extensive buffering to reduce disk access. This would provide a powerful system 
for business use; better than many mainframe systems. 

The program was not easy to initiate with the instructions provided. The instructions were written with most 
CP/M systems in mind and did not take into account the peculiar structure of the Apple II CP/M. The Apple II CP/M 
configuration more severely limits the memory available for use. When DBMS was loaded at the suggested location, 
the SAMPLE program would not load. Moving the language to a different location as suggested resulted in a con- 
figuration that would load but would not run correctly. The ultimate solution involved splitting the SAMPLE pro- 
gram into three smaller segments and running each segment for the different tasks of entering data into the data 
base, finding specific data, and printing the data base. Determining that this was necessary was not included in the 
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instructions and required much reading of the instructions and several phone calls to the vendor. The system did 
eventually work; and quite well, once the memory restrictions were overcome. 

Data provided with the system indicated that this particular version of the system was about to be replaced with 
version 3.0. The new version will have more streamlined processing and better procedures for faster data recovery. 
One problem with this is that the new version will not be upward compatible with the current version. The data file 
structures will be able to be used, but the actual data base will have to be reentered manually. At the prices charged 
for this software package, automatic updating capability should be provided. 

In summary, this system is an excellent data base management system, but it will appeal only to users with large 
data bases that have many interrelationships. The average user will have little use for this product except perhaps as 
an expensive programming curiosity. 


BOWLING DATA SYSTEM Department: Business 

Company: Rainbow Computing Sugg. Retail: $79.95 

Language: Applesoft Availability: 2 

Hardware Requirements: 32K, ROM Applesoft, Disk Drive (1), Printer Diskor Tape: Disk 

EASE OF USE 75 DOCUMENTATION so RELIABILITY 80 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 80 


The BOWLING DATA SYSTEM is a highly specialized and tightly -structured data base system. Complete league 
records and reports of up to 40 teams, with 275 regular and substitute bowlers may be maintained and generated for 
a season as long as 40 weeks. An impressive report generation capability includes complete team and individual 
standings with a minimum of update hassle using program generated weekly scoresheet forms. Standings, pairings, 
lane assignments, and handicap computations are all easily and thoroughly accommodated using a single disk drive. 

As with any data base system, the one-time input data requirements entail considerable time and effort. An ex- 
cellent job has been done of making this task as painless as possible. The clearly-written documentation leads the 
“new computer user,” for whom this system seems obviously targeted, through a step-by-step input, review and cor- 
rection process. The weekly maintenance data entry process is also well handled. An especially nice learning feature 
which other DB systems should take to heart allows the new user to duplicate, “update,” and play with the sample 
data base and reports shown in the documentation, since the data are all included on the disk. 


DATA MANAGER Department: Business 

Company: Hayden Sugg. Retail: $49.95 

Language: Basic Availability: 6 

Hardware Requirements: 24K, Apple ll, 1 Disk Drive Disk or Tape: Disk 

EASE OF USE 50 DOCUMENTATION 60 RELIABILITY 50 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 50 
VISUAL APPEAL 60 


DATA MANAGER is a Data Base Management System and Mailing List for an Apple II with at least 24K and one 
disk drive. A printer should also be available to get any use out of the program. The program will work with i. Paper 
Tiger but refuses to activate the Apple Silentype. Inasmuch as the program is in binary code, this makes it difficult 
for the average user to try to patch the program for his printer. 

The program can be used for mailing lists, recipes, filing info or almost any amount of data that would require a 
large amount of space. The program can retrieve any specific item in a very fast time. Also of importance is the abili- 
ty of being able to edit anything input to the database with ease. 

The program is menu-driven with full cursor control including search options. 
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STOCK MARKET PROGRAMS 


STOCK TRACKER Department: Business 

Company: H &H Trading Co. Sugg. Retail: $150.00 

Language: Applesoft Availability: 4 

Hardware Requirements: 48K & Applesoft in ROM Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL 75 


This stock tracking system is based on Joseph Granville’s Theory of On-Balance Volume. This theory states that 
volume patterns will precede price patterns. 

Having traded stocks for a number of years as well as at one time being a floor trader on the American Stock Ex- 
change, I will state that, from experience, this theory is generally valid. In most instances, someone knows 
something or has an opinion on a security and starts buying (or selling). 

STOCK TRACKER is well documented and relatively easy to use considering the complexity of the program. The 
program can also be used for commodities and for training in puts and calls. 

It takes approximately 40 to 50 days of trading information for the program to make a meaningful analysis. 
[Datapacks for individual securities containing the most recent 40 trading days’ information are available from H & 
H — check with them on price. ] 

As a personal aside, I’ve found that utilizing STOCK TRACKER in combination with a good charting program, 
like Galaxy (see review) produces the best results. 


ANAI Department: Business 

Company: Galaxy Sugg. Retail: $49.95 

Language: Applesoft Availability: 5 

Hardware Requirements: 48K & Applesoft in Rom Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING so 
VISUAL APPEAL 80 


While this program indicates its purpose as being a statistical analysis of Dow Jones Data, in actuality it can be us- 
ed quite nicely as a general plotting package. 

As designed, ANA 1 enables the user to perform analyses on data. You can put from 6 months to 5 years of data in 
one of 5 colors. After you have inputted your data, it is turned into what the author has termed transforms. These 
transforms are user specified moving averages; a least squares linear fit, filters for time, magnitude, or percentage 
changes; and user created relations between the DJI data, a transform, and a constant using +, =, —, X, and/ 
operations. The DL command enables you to draw a line between one and two points in graphics to indicate trend. 
The user may also “flip” back and forth between the full text page and the graph. 

Given the first impression of a lot of commands and perhaps undue complexity, it was a nice surprise to find that 
the author thoughtfully provides a tutorial program which does a very competent job of familiarizing the new user 
with the program. 

We would like to see more information on using the program to chart individual items, e.g., specific stocks. 
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DOW JONES NEW & QUOTES REPORTER Department: Business 


Company: Apple Computer Co. Sugg. Retail: $95.00 

Language: Unspecified Availability: 7 

Hardware Requirements: Apple ll or ll+, 48K, disk, modem [Apple Comm. Card or Hayes Micromodem), Dow 

Jones password. Printer for hardcopy of news. Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 65 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 80 
VISUAL APPEAL N/A 


The DOW JONES NEWS & QUOTES REPORTER program is not a bad program if you can live within its rather 
strict requirements. If you use this program exclusively for your access to the Dow Jones service, you will be limited 
to the news and stock quote sections of the service only. In fact, there is a wealth of information available through 
the service that the program does not recognize. For example, it cannot access Wall Street Week transcripts, 
Disclosure Online, Free Text Search, Media General, or Money Market Services (to name a few). Also, when new 
features are added, you will likely not have access to them since their identification symbols and procedures for pro- 
cessing are not programmed into the REPORTER. 

What it does, however, it does well. Quotes are very fast and quite readable. The news is easy to get and read. The 
prompts are logical and there is a ready help screen to remind you of what is being requested should you forget. 

Booting the system requires 16 sector PROMs in the disk controller, but little else. Even with 16K additional 
memory, there is no requirement for bringing up Applesoft first. The program searches for a communications card 
of a specific type and aborts if not found. Upon exiting from the program, you will have to reboot your system. A 
warning passage in the manual concerns this process and bears quoting here: “Beware of pressing RESET if you're 
booting a diskette other than the News & Quotes Reporter. It could destroy the diskette’s contents. Always turn your 
Apple off and then on again before booting another program”. This was not tested because the reviewer has an older 
Apple wherein pushing RESET only drops you into the monitor; if true, however, Apple might consider redesigning 
the DOS or protection scheme to be more convenient to the user. 

When customizing the program for your use, utilize only TYMNET telephone numbers. The program will not connect 
to the TELENET system even though you can reach the Dow Jones computers for limited periods during the day. When 
entering your password, not even you get to see it. You will be required to type it in twice for verification. Don’t lose con- 
tact with the system since you won't be able to retrieve your password through this program. 

The log-on procedure is very straightforward, especially with the Hayes Micromodem. Simply request one of the ser- 
vices and the program automatically dials the local computer, hooks you into the net, and logs you onto the Dow Jones 
computer. If the local computer does not respond, an alternate number provided by you is used. If that does not work, 
you go back to the main menu. (Again, only TYMNET is supported.) 

The program supports a printer and recognizes the regular printer driver cards. Automatic configuration is facilitated 
with the exception of your having to specify the maximum line length (up to 80 characters). One nice feature is that the 
program turns on the Apple Serial Card (unlike most other programs), so that the printer does not give you an error signal 
when first accessed. The not-so-nice feature is that the printer apparently only works with the new service and not with 
the stock quote version (at least, this reviewer could not find a command that worked to print out the quotes). 

When finished, the program disconnects you from the computer by simply hanging up the phone. While this is the 
fastest way, you lose the connect time information that Dow Jones provides. Concerning the expense associated with 
Dow Jones use, the wise businessman might want that information to log processing of wall time and keep some con- 
trol over it. 

Again, if you buy this program, be advised of the extreme limitations it places on your access to the inherent Dow 
Jones service capabilities. 


MARKET CHARTER Department: Business 

Company: ATR Software Sugg. Retail: $129.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K, Applesoft, Drive Disk or Tape: Disk 

EASE OF USE 81 DOCUMENTATION 75 RELIABILITY 81 

VENDOR SUPPORT 81 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 85 


MARKET CHARTER takes over where RTR’s other charting program leaves off. Presumably, MARKET 
CHARTER will replace the previous program. 

The main difference seems to be that you may now easily construct trendlines, trading bonds, horizontal sup- 
port/resistance lines and speed resistance lines. 

We liked RTR’s charting program before and now like it even more. It’s well worth the extra 30 dollars. 
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COMPU-TRAC Department: Business 


Company: Personal Computer Sugg. Retail: $1500 + $150 annually 

Language: Applesoft Availability: 3 

Hardware Requirements: See Below Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO N/A ERROR HANDLING 85 
VISUAL APPEAL 85 


*Depends on whether you make money 


COMPU-TRAC is composed of a group of traders in New Orleans, LA. What is provided is not “stand alone” com- 
modity analysis but rather the software that will enable an Apple owner with the proper hardware to access on a 
daily basis their information in New Orleans. Via a modem hook-up the user may: 

(1) Automatically access and gather daily data (open, high, low, close, volume and open interest). 

(2) Obtain automatic distribution of daily data to cumulative history disks, each disk containing from six to eight 
contracts of your choice for the life of the contract. A disk stores 400 weeks of data (i.e., 2,000 days). 

(3) Chart graphs — (displayed on your screen) which can be monthly, weekly or daily. 

I have just attempted to hit the high points of this program. There is much more. 

The best way to proceed in obtaining more information would be to contact the group directly. The company will 
provide you with an audio tape and a demonstration disk that does a good job of describing the program in detail. 

For your demo, contact: Compu-Trac, 1221 Conery St., New Orleans, LA 70115. 

HARDWARE REQUIREMENTS: 

Apple II, 48K 

2 Disk Drives 

“Superchip” 

Paper Tiger Printer 

Apple Parallel Card 

D.C. Hayes Micro-Modem or other modems. 


APPLE PORTFOLIO EVALUATOR Department: Business 

Company: Apple Computer Inc. Sugg. Retail: $50.00 

Language: Appiesoft Availability: 8 

Hardware Requirements: 32K & Modem & Telephone Interface Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 80 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING $0 
VISUAL APPEAL 85 


The PORTFOLIO EVALUATOR by Apple Computer provides you with the means to maintain and keep current 
your security portfolio. 

The program allows up to 50 securities in each portfolio on your disk —up to 100 portfolios may be stored on the 
disk. Access via telephone is available for current quotes on over 6,000 stocks, bonds and mutual funds, as well as in- 
formation on gold from Toronto, NY, Zurich, London or Paris exchanges. 

In addition to current quotes, the PORTFOLIO EVALUATOR will keep track of and calculate current values 
and short and long term gains or losses. The drawback to this program is that you can only update your portfolio 
with new prices by connecting with the Dow Jones Service via telephone. At $3.00 sign on and $.50 per minute, this 
can be a costly consideration. There should be a method of manually entering new price data as the user desires 
without having to use the telephone. 


105 


106 


MAILING LIST 


ADDRESS BOOK Department: Business 

Company: The Muse Co. Sugg. Retail: $49.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 81 DOCUMENTATION 82 RELIABILITY 70 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 60 
VISUAL APPEAL 70 


Since most mailing list programs list for $19.95 to $39.95, when the ADDRESS BOOK arrived from Muse Soft- 
ware at a hefty $49.95 it would seem that something special was at hand. 

To begin with, a mailing list program is one that should keep an orderly record of a business’ or person’s address 
list with a minimum of user time and thought. 

After all, if the computer can’t do it faster and more accurately, why bother? 

Muse’s ADDRESS BOOK does handle data quite efficiently. The user is prompted all the way through data entry 
with the line where the data is being requested displayed in inverse. It is quite easy to change information before the 
record is saved to the disk. 

The problem with Muse’s program is in getting there! For instance, the documentation program states that the 
program disk should not be used for data. Since the manual asserts that up to 700 names at 120 bytes each (plus 
assorted index files at two bytes each) are stored, it is no wonder that the program disk cannot be used, for the user 
would surely run out of space long before 700 is reached. 

A nice feature of this program is the use of multiple disks and/or drives to keep the flow of labels going — although 
there seems to be no way of inter-linking the numerous disks for sorting purposes. 

There is another feature involving indexes which may be user-defined — they are limited to two characters, 
however. 

Printing labels seems to be a function desired by many. This program is very flexible in that respect. The user may 
customize label formatting to suit the job at hand. For instance, up to six labels may be printed across. 

There seems to be inadequate interception of faulty information entries in the mode to define the printer format. 
An attempt was made to enter ludicrous information. In some cases the program rejected it, while in other instances 
the program simply returned to the menu. 

Another feature one would like to see is the ability to print, on plain paper, a master list of all entries. This is the 
best way to verify the accuracy of entered data and a good way to access the information in a given file, especially if 
the list is printed in some sorted order. 

Unfortunately, the ADDRESS BOOK has not been designed to print out a master list at all. This decision was 
probably made because the individual lines to be entered have no limit other than that a given record cannot exceed 
120 characters. This might seem like a very inflexible approach, but it is an effective way of preventing the printing 
of a master list. This is because since the program has no way of knowing how long the longest line entry may be; 
therefore, it cannot properly format the printing of a master list across a page. 

By the way, since entries are being discussed, the program does not check (until it is reached) if the maximum limit 
of 120 characters is close at hand. Had the program been designed to cut off line entries, this would not be a pro- 
blem. 

When printing labels, it seems that an adequate job has been done so that labels may be printed according to the 
way the user wishes. The only drawback in this area is that there has been no provision for printing a test label. This 
means that the user must be certain that everything has been lined up perfectly before beginning a printing session. 

When in the sort program, no provision has been made to prevent the user from attempting to use this program 
when no entries have been made. 

The documentation states that a Control-Q will exit the program and return to BASIC. During testing, this 
feature did not work. 
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MAILROOM Department: Business 


Company: Continental Software Sugg. Retail: $34.95 

Language: Applesoft Availability: 8 

Hardware Requirements: 48K, Applesoft in Rom, Disk Drive & Printer Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT so PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 85 


When MAILROOM first came into existence, there was some discussion as to whether the world of Apple really 
needed another mailing list program. After all, there are a number of good mail list programs already on the market. 
However, MAILROOM seenss to have rectified some of the limitations that exist in other systems, especially with 
regards to flexibility and speed. 
The following MAILROOM features should suffice to determine whether or not this program will meet your re- 
quirements: 
(1) Stores up to 750 names per disk (DOS 3.3). 
(2) Search time for locating an individual record, assuming a full disk, is approximately 10 to 20 seconds. 
(3) Can be used with either one or two drives, utilizing a separate disk for storage. 
(4) More than one data disk may be used to keep different mailing lists. 
(5) Prints labels up to three across (label size must be 34%” x 15/16”). 
(6) Prints a master list. 
(7) Sorts names in approximately one to six seconds. 
(8) Has the ability to sort/search on any of 12 items and/or perform special sorting on a portion of total entries. 


APPLEPOST Department: Business 

Company: Apple Sugg. Retail: $50.00 

Language: Applesoft Availability: 9 

Hardware Requirements: 48K — 2 Disk Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 80 

VENDOR SUPPORT 90 PRICE/USEFULNESS RATIO 80 ERROR HANDLING $0 
VISUAL APPEAL 97 


APPLEPOST is a mailing list program released by Apple Computer Inc. 

This program has few, if any, peers on the market today in terms of its selection criteria and error handling 
routines. Each time a new entry is made, the files are searched and, if a duplicate entry is entered in the system, the 
program will advise the user, who can then check to see if the new name should be entered. 

The program will sort a mailing list alphabetically, by zip code, or by any combination of five floating utility 
codes, making this one of the most flexible programs for handling mailing lists that must be “fine tuned” for specific 
markets or categories. 

The one major drawback in the program is its speed. It is slow, very slow. Each time a name is entered, the entire 
data base currently on file is checked, while the user sits and ruminates . With a list of any length at all, it can take 
over 20 seconds to enter a single name and get ready for the next. It also stops every 22 or 23 names to merge the new 
entries into the file; a process that can take 10 or 15 minutes with a mailing list. 

Each data disk will hold 500 names, making APPLEPOST one of the best programs in terms of file capacity. If 
your list has more than 500 names, additional disks may be used, but each individual disk can only be sorted within 
itself and cannot be merged with other disks unless additional drives are on the system. A two-drive system can han- 
dle 500 names. 

To recap, the APPLEPOST program would be an excellent investment for someone who is building a mailing list a 
few names at a time or who needs a program that will pull out names using a large number of selection criteria. If, 
however, you have an existing list that you wish to put on your Apple II and you only need one or two ways to select 
names for mailing, this reviewer suggests you look elsewhere. 
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MAILMERGE (MERGEPRINT) Department: Business 


Company: MicroPro International Sugg. Retail: $150.00 

Language: 2Z-80 machine code Availability: 8 

Hardware Requirements: Apple ll or |i+ with installed WordStar program, Z-8O card Diskor Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 90 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL N/A 


MAILMERGE is an overlay program designed for use with the WORDSTAR text editor. It is a questionable in- 
vestment if you do not have a requirement for merging small files into large documents at print time or in sorting 
items to be printed into a text file for printing multiple copies. If you do need these features, MAILMERGE is an in- 
dispensable package for WORDSTAR text manipulation. There are fourteen commands included in MAILMERGE 
for handling files. The command repertoire can be used to perform the following: specify the data file to be used for 
inserts; display the name and order of the data in the file; and perform repetitive reading of a specific file to the end. 
You are also able to specify a variable to be used in the text or ask the operator for a variable value at print time. 
Messages may be displayed or cleared from the video screen during printing. Files may be added within text (for ex- 
ample, to add chapters to a book); also, you may specify print-time line formatting to include justification, left and 
right margins, and line spacing. 

The program works well and as advertised — a feat not normally found in the software market. If you need the 
capabilities for use with your WORDSTAR, buy the overlay — it’s worth it. 

NOTE: Version 3.00 of WORDSTAR uses an overlay called MAILMRGE.OVR. For older WORDSTAR versions, 
the overlay program is MERGPRIN.OVR. 


109 


110 


PERSONAL FINANCE 


THE HOME MONEY MINDER Department: Personal Finance 

Company: Continental Software Sugg. Retail: $34.95 

Language: Applesoft Availability: 8 

Hardware Requirements: 48K, 1 or 2 Disk Drive, 80 or 132 Col. Printer Diskor Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 80 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 85 
VISUAL APPEAL 85 


If, indeed, your Apple computer is being used in the home, then an obvious use might well be to control the family 
finances. 

During the last three years (or as long as the Apple II computer has been in existence), there have been a number 
of personal finance or checkbook programs in existence. For the most part, none of them has done the job. The early 
ones were cassette rather than disk-based and were simply not effective. Later ones were disk-based but were often 
clumsy to use, difficult or impossible to correct or edit, could not handle a budget or give the user the option of hav- 
ing printed reports. 

This program, THE HOME MONEY MINDER, does the job. It can be used as both a checkbook program as well 
as a budget program, with both parts working together. Or you may just use the checkbook portion by itself. 

Using the checkbook feature is simple, fast and efficient. Everything is menu-driven and most tasks can be ac- 
complished by a single keystroke. 

Checkbook will accommodate either checks, cash and/or credit cards. Bank reconciliation is a snap. 

In the search mode, you may at anytime have the program look for and display, either on the screen or on your 
printer, information you need by: 


(1) Entry Number (2) Check Number 
(3) Date (4) Payee 

(5) Amount (6) Category 

(7) Memo (8) Deposit Code 


(9) Source of Deposit 


For example, the program will display or print all checks that you have designated as a deductible expense or 
perhaps a separate listing of all payments to your landlord or bank. 

The deposit codes inform you at a glance, exactly, the various sources of your income. 

The budgeting feature allows you to input up to 50 different categories. At any point in time, you'll know exactly 
where and for what your money has gone. 

One of the more thoughtful features of the program is that if you make a mistake and, for example, enter “FODO” 
instead of “FOOD” when searching for information on a specific budget category, the program responds with 
“FODO is not a bugeted category. Did you mean FOOD? (Y/N).” 

Lastly, a somewhat flashy feature of THE HOME MONEY MINDER is the program's ability to give you a graphic 
representation of your budgeted amounts in all categories and your actual expenditures. 

A good program and highly recommended; especially at only $34.95. 
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THE HOME ACCOUNTANT Department: Business 


Company: Continental Software Sugg. Retail: $74.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K, Disk Drive, Printer (80/132 optional) Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 90 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 80 
VISUAL APPEAL 80 


If you have ever had occasion to read articles or books pertaining to personal financial planning, I’m sure that you 
have noticed that there is a common theme that always appears: you cannot plan on where you are going (financial- 
ly speaking) unless you know where you are now. So, if you are concerned about planning for your financial future, 
this program is a must first step. 

THE HOME ACCOUNTANT is the second in a continuing series of personal financial programs by Continental 
Software. The first, “Home Money Minder” (see review) dealt with efficiently handling a personal checking account 
and a home budget. THE HOME ACCOUNTANT starts from that point and goes further. As in “Home Money 
Minder,” THE HOME ACCOUNTANT will handle your checkbook and budget, the difference being that THE 
HOME ACCOUNTANT is capable of processing up to five checkbooks and 100 budget categories. Checks may be 
printed if desired. THE HOME ACCOUNTANT will assimilate and print a personal balance sheet showing your 
current net worth, as well as a monthly income statement. The Balance Sheet can be compared to a current or 
previous month’s budget. The income statement shows the current month’s financial resources; additionally, it can 
be used for comparison of the previous month’s income. 

A very powerful feature included in the system allows a complete listing of every transaction for any budget 
category. For example, you can obtain information on all checks written to the same person in any budget category 
or all checks that may be tax deductible in any category. 

The program allows for approximately 1,000 transactions per disk. It also allows for the use of multiple diskettes. 
You may set up your program for either a calendar or fiscal year. 

To borrow from the old Chinese proverb, “One picture is worth a thousand words”; THE HOME ACCOUNT- 
ANT allows not just one, but three ways of charting any account in Hi-Res graphics. Bar graphs may be used, for ex- 
ample, to show relationships between actual expenditures and budgeted amounts. Trendline graphs can be used to 
dramatically show current trends for your assets. Lastly, any three categories can be plotted at the same time. 

In short, if you wish to keep tabs on your current financial position in order to effectively plan your financial 
future, get this program. It is probably the most flexible and versatile personal financial budgeting and planning 
package on the market today for the Apple computer. 
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PERSONAL FINANCE MANAGER Department: Business 


Company: Apple Computer Inc. Sugg. Retail: $75.00 
Language: Applesoft Basic and Assembly Availability: 8 
Hardware Requirements: Apple Ii Pius or Apple Il with Applesoft Firmware Card Diskor Tape: Disk* 
or Apple II with Language System; 48K or RAM memory; and Disk II with DOS 3.3. 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 75 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 90 
VISUAL APPEAL N/A 


PERSONAL FINANCE MANAGER (PFM), a family budget management program designed specifically for the 
Apple II, is intended to keep records of family expenditures, analyze spending patterns, simplify the maintenance of 
tax records and validate checkbook statements. Issued late in 1980, it is currently available in update version 5; no 
additional updates are contemplated by Apple Computer, Inc. 

PFM provides for the storage of 2600 family financial records (check transactions, deposits, credit card charges, 
bank service charges, and cash expenditures) with a limit of 200 entries per month for one year and an additional 200 
entries carried over from the prior year. PFM supports 24 user-defined budget categories to account for expen- 
ditures, 12 credit card accounts, and one checking account. It provides for designation and sorting of tax-deductible 
expenditures, reconciliation of monthly checking account statements, and comparison of actual spending habits and 
budgeted amounts defined by the user. 

The PFM system includes features that are attractive for use with a family financial system which is not too com- 
plex. The extensive series of menus makes the program relatively easy to use, especially in conjunction with the in- 
struction manual. Main menu selections include entering data; searching, sorting, and editing data; reconciling the 
checkbook; defining budget categories and summarizing same; defining credit account categories and summarizing 
same; providing a system status report; initializing the system and quitting. Additional selection menus exist within 
most categories. All menus are operated as described in the manual. 

Data entry is simple and concise with requested input fields for check number (or entry category), date, 
14-character notation, amount, tax status, and two-character account identification. All fields are provided for on a 
40-character line. Especially convenient is the ability to enter the face amount for a single check or credit card 
change into several budget categories and still be able to reconcile the monthly bank statement. Data entry is 
facilitated by the use of default entries for consecutive check numbers (each number is incremented by one) and for 
same dates, as well as displaying deposit amounts in inverse video. 

PFM provides for both monthly and year-to-date monitoring of expenditures in each budget category and for the 
comparison of expenditures to budgeted amounts. Summary data may be displayed in both tabular and bar-graph 
formats. The ability to input credit account debits as they occur and to be able to then immediately determine the 
amount owed for any of the credit accounts is useful, as is the inclusion of credit charges in budget categories along 
with check and cash entries. 

The system provides for a status report showing the current utilization of the system. PFM also includes a simple 
system routine for both initializing the system and starting a new year with a carry-over of unreconciled items. The 
data file is easily saved to a backup diskette, by using the FID program on the DOS 3.3 System Master. PFM also 
provides many lucid error messages which are well-documented on the screen and further explained in the manual. 

Even after considering the above features, this reviewer felt constrained and frustrated by several inadequacies of 
PFM while converting his family financial records to the system. Initially, being restricted to a single checking ac- 
count means that PFM cannot provide a complete financial system for our records, since we use more than one 
checking account. While continuing the data entry procedure, the restricted binary classification format for deduc- 
tible or non-deductible codes was discovered to be a severe limitation in organizing the records for tax return 
preparation. Multiple coding is needed to facilitate organizing Schedule A, Form 2106 and other tax-deductible ex- 
penditures, because tax categories are not always congruent with the expenditure accounts of your family budget, 
especially when limited to 24 categories. Advance planning and creative use of notations combined with sorting this 
field can help alleviate this problem. 

Another restriction encountered was the inability to assign deposits to various categories. However, this problem 
was overcome by creative use of the notation field in describing deposits so that they could be sorted and summarized 
within predefined categories. Closely related to this limitation was the inability of PFM in handling income entries 
that are not deposited to the checking account while still allowing the user to affect checkbook reconciliations. 

Most of the data entered into the system may be changed in the edit mode; however, the month and the tax- 
deductible designations may not. In order to change either of these two items, all information about the related item 
must be deleted and then reentered. The month problem is noted in the manual but the deductible anomaly ap- 
peared only while running PFM. 
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For this user’s needs, another serious limitation was the inability to completely print any sort file greater than 12 
items by using a single command. The only print command in the system, CTRL-P, prints only what is on the 
screen. This includes the display above and below the listing, information that is repeated with each 12-item page 
printed. The printing of the bar graphs generated by the program leaves much to be desired; two separate manufac- 
turer’s printers would not support a regular dot matrix print for the bar graph; alternatively, alphanumeric 
characters were used to simulate the graph. 

If the user desires to search for a single check entry (identified by number), the procedure becomes more complex 
than it should be for such a system. Furthermore, the search and sort routines for the notation field support only a 
left justified field search; there is no provision for two partial or right-justified string searches. Because of this short- 
coming, effective use of the program requires careful planning of notation field entries prior to inputting any data. 
Such planning must be in connection with how you want to search for, sort, and list the entries in any given budget 
category. An additional vexation was the need to remember or write down all of the parameters for the search and 
sort routines, since they are not displayed on the screen after the search commences. 

The 55-page manual does not have an index. Referenced information in this documentation must be obtained 
from the sparse Table of Contents. 

In conclusion, the potential PFM investor is advised to consider, prior to purchase, his financial system re- 
quirements in respect to PFM’s capabilities and limitations for arriving at the personal value received. These con- 
siderations should include: (1) How many checking accounts are required? (2) How many budget categories are 
necessary? (3) How many credit card accounts are involved? (4) Will you exceed a combined total of 200 check tran- 
sactions, deposits, credit card expenditures and cash expenditures in any given month? and (5) What type of hard- 
copy listings do you desire? 


HOUSEHOLD FINANCE /INVENTORY Department: Personal Finance 

Company: Hayden/Programma Sugg. Retail: $49.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 60 DOCUMENTATION 60 RELIABILITY 30 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 40 
VISUAL APPEAL 60 


A HOME FINANCIAL MANAGEMENT system is an excellent utilization for a “Home” Computer. Unfortunate- 
ly this program doesn’t fit the bill. The object of this program is to be a budget system. First, you are limited to 16 
total categories. I'm sure that if you look at your monthly checkbook, that many families would exceed this restric- 
tion. After all, we know what we pay in rent or mortgage but it’s all the “Small” items that we pay that seem to eat 
up the cash. Also, when displaying totals, the display would give us a couple of extra zeros in each category even 
though the totals were correct. Error trapping or guarding against illegal entries is also a problem. In sum, good idea 
for a program but less than good in execution. 

HOUSEHOLD INVENTORY will allow one to keep an inventory of your housefold goods such as furniture, ap- 
pliances and clothes on a room-by-room basis. You may display your data on the screen or output it to a printer. 
Total values are given by room or in total. There is also a Lo-Res graphic display of your values. Hard copy printouts 
must have an 80 column printer. Keeping accurate records for insurance purposes is a good idea. This is the only pro- 
gram that we are aware of for this purpose. 
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SUPER CHECKBOOK Ill Department: Business 


Company: Powersoft Sugg. Retail: $34.95 

Language: Applesoft Availability: 5 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 90 DOCUMENTATION 80 RELIABILITY so 

VENDOR SUPPORT $0 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 80 
VISUAL APPEAL 85 


The Powersoft people, in the face of competition, have upgraded their checkbook program a third time. In this 
version, they have shown consideration for their earlier customers by including a data transfer program for conver- 
ting the older checkbook data files to the newer format. 

SUPER CHECKBOOK III is a relatively easy to use yet comprehensive checkbook program for personal use. The 
new version includes a more versatile input routine for entering checks and deposits in six data field formats (actual- 
ly four, since two are used for date formats). They consist of TRANSACTION, MONTH, DAY, CODE, DESCRIP- 
TION and AMOUNT fields. Using the TRANSACTION code field, one can now enter interest payments, service 
charges, automatic teller transactions, etc. However, there is no feature for displaying these codes automatically, so 
one will have to keep the user manual handy, since they are defined in the documentation and not provided in the 
display. An automatic payment feature allows one to designate up to 20 recurring transactions (house payments, 
etc.) and enter them only once from a separate menu. It is also easier to make corrections from the menu with the 
new version. 

Unlike most other checkbook programs, this multi-rmodule system organizes data into one large data file rather 
than monthly files. Either 1350 or 1850 transactions (depending on whether the budget code type is alphabetic or 
numeric, respectively) can be entered in a data file. The search option is used extensively in the reconciliation mode, 
where one can easily spot any outstanding checks at a glance. 

The plotting module displays monthly bar graphs, using text characters so that they can be outputted to any 
printer. One can plot income and expenses for different months or any category using the codes for any month. 

There are some minor limitations to the program. It does not have a budget program that would allow one to 
compare actual expenditures or income against user projections. It also doesn’t allow you full use of a memorandum 
feature capability, although the DESCRIPTION field will allow up to 32 characters. Overall, the absence of these 
two features does not detract from the utility of this fine package. With Powersoft’s improved documentation and 
ease of use, this program is very useful for balancing home checking accounts, as well as handling tax deductible 
items. An outstanding value for the price. 

A final observation on this product (and a bit of commentary on Powersoft’s philosophy involving this package). 

Because this system is unprotected (as most financial and business software should be), it is easily modified by a 
beginning Applesoft Basic programmer for implementing default options involving bank account name, printer 
specifications and other prompts which normally require user responses each time the system is run. Powersoft is to 
be commended for ignoring convoluted protection procedures that most software companies have devised for their 
business packages. Ostensibly, the only valid justification for protecting business software (excluding game and 
recreational packages) is if the vendor would provide the financial/business user with immediate and unlimited disk 
back-ups as needed, with the cost covered in the price of the package (the likelihood of which is about as remote as 
the same vendor providing software modification support for business’ unique application requirements). In a word, 
in this reviewer's opinion, financial packages (personal and otherwise), extending through business application soft- 
ware, should remain unprotected for back-up and modification reasons; otherwise, the exercises in futility ex- 
emplified in attempting to devise new software protection schemes will continue to keep grade-school programmers 
burning the midnight oil while business awaits an answer to the down-time production and support problems in the 
micro-computer field. 
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EDUCATION 


One of the most important as well as gratifying uses for the Apple computer is in the field of 
education. It can provide an interactive learning experience for students and easily adjust to their 
learning speed. It is little short of amazing to watch children from the ages of five years old and 
up literally sit for hours mesmerized in front of the computer. And, as long as an adult does not 
tell them that they are “learning”, they will continue to use the computer indefinitely. 

The object of a good educational piece of software obviously is to teach. It must also challenge 
the learner while entertaining them at the same time. Programs often have to lead the student 
while at the same time test and adjust the skill level in order to be successful in conveying 
knowledge. These are formidable tasks that cause many programs to fail. Fortunately, children 
are quite used to learning and absorbing information from the medium of television. Programs 
that take advantage of the Apple graphics and successfully avoid being condescending toward the 
student will most likely succeed. 

Educational programs are currently in their infancy. AP—PILOT is a an example of a 
language that has been specifically developed for educational programming. As new and better 
programming tools become available for the educator, they, not programmers, will cause a 
mushrooming in the volume of available software. Educational uses for the computer do not have 
to be solely directed towards children. The potential for adult education is just as enormous. 

Currently, the available educational programs for the Apple computer as reviewed in the 
following section represent, we hope, just a small beginning of what will be on the market in the 
near future. 

Programmers take note: the education market is huge and is only awaiting the results of your 
creative and imaginative efforts. 





SPELLING BEE OPTICS 
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READING & LANGUAGE SKILLS 


COMPU-READ Department: Education 

Company: Edu-ware Sugg. Retail: $29.95 

Language: Applesoft Availability: 4 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL N/A 


COMPU-READ consists of a series of four programs designed to aid one’s reading ability. The four programs are 
as follows: 

COMPU-READ I - A skill building series in which you respond to three letters at a time as displayed on the 
screen. When they disappear, you try to key in what they were. The participant controls the number of tries and 
the speed in which the letters are presented. Upon finishing the number of trials requested, a performance report 
is given upon request. 

COMPU-READ II - Designed to improve skills in rapid recognition of words and phrases. The participant has con- 
trol of the word list used and the number of trials. A performance report is given at the end of the program. 
COMPU-READ III - This program is designed to improve skills in vocabulary by identifying synonyms and an- 
tonyms. The participant has control of the word list used, the number of trials and speed of the display. As in 

other programs, confirmation of correct answers is given, as well as corrections for those that are wrong. 

COMPU-READ IV - Four sentences are presented at different times. The words are changed each time a new 
sentence appears. The participant must answer a question about each sentence after it leaves the screen. Again, 
the participant has control of the number of trials and speed and a performance report is presented at the end of 
the program. 

The objectives for the aforementioned programs are: (1) increase reading speed, and (2) increase memorization of 
reading material. In addition, two other programs exist which enable you to build your own word list and generate 
these lists for the COMPU-READ program. This program can be an asset to the teacher as a skill builder and a 
motivational device. Both children and adults can benefit from this program by increasing their skills in reading 
ability. Adequate documentation is provided along with a rather flexible program. 


“W6HAT'S DIFFERENT?” READING COMPREHENSION 
Department: Education 


Company: Program Design Inc. Sugg. Retail: $18.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K & Applesoft Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 65 RELIABILITY 60 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 75 
VISUAL APPEAL 65 


This program consists of five reading comprehension games for students from grades three and up, or for older 
students who need to improve their reading skills 

*Caution— many of the programs we received from Program Design were bad copies. You should check out the 
program in the store before taking it home to assure that you have a good copy. 
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WORD SKILLS I, Il, ll*—_PREFIXES Department: Education 


Company: Program Design Inc. Sugg. Retail: $18.95 

Language: Applesoft Availability: 5 

Hardware Requirements: 48K & Applesoft in Rom, Disk Drive Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 65 RELIABILITY 60 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 75 
VISUAL APPEAL 65 


This program provides excellent lessons on the use of prefixes, which aid the student in improving his/her spelling, 
reading, vocabulary and comprehension skills. Ten prefix and lesson reviews are presented, lending meaningful 
practice to the 10-year-old on up. Each of the four lessons includes a test in addition to the Review Quiz presented in 
lesson five. The features of each module are as follows, with each module being sold separately: 

WORD SKILLS II - AFFIXES 

Same format as WORD SKILLS I 

WORD SKILLS III - SUFFIXES 

Same format as WORD SKILLS II 


*Each program sold separately. 


NOUNS Department: Education 

Company: Program Design Inc. Sugg. Retail: $18.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 65 RELIABILITY 60 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 75 
VISUAL APPEAL 65 


NOUNS is a series of programs for the student who wants to improve reading comprehension and writing skills. It 
covers the classification and use of all the types of nouns and their proper use in sentences. It also covers the rules for 
capitalization of nouns. 

Each lesson covers one type of noun. 


SENTENCES Department: Education 

Company: Micro Power & Light Sugg. Retail: $24.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION N/A RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 75 


SENTENCES is a program that is applicable to the second and third grade student. The child is instructed in iden- 
tifying the subject, predicate and sentence fragments of a complete sentence. The programmers included a baseball 
game format in which the student scores a point when a correct answer is given. Review is always available if the 
child is having difficulty or simply wants reinforcement. Also, the child builds his own sentences towards the conclu- 
sion of the program, thereby, testing his knowledge of the subject. The authors might have expanded their program 
to include nouns, verbs, etc. This program has enough variation in its format to be interesting and enjoyable to the 
primary student. 
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SPELLING BEE Department: Education 


Company: Edu-Ware Sugg. Retail: $29.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 80 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 80 


SPELLING BEE is designed to teach children from kindergarten to third grade-levels to spell words consisting of 
from one to two syllables. The technique is done through the presentation of pictures rather than the usual show-a- 
word method. The child is then asked to enter the correct spelling of the concrete word after its picture is briefly 
displayed. There are 20 lessons ranging from simple three and four letter words to varieties with double vowels or 
consonants, words with hard C’s and silent E’s, and polysyllabic words. The words are common selections that a 
child generally associates with objects, animals, directions and numbers. 

There are two approaches taken in teaching the child; tutorial and drill. The tutorial mode presents the child with 
the picture, then requires him to spell it within three tries. The system doesn’t allow him to type incorrect letters: 
however, if a child makes too many mistakes, the program will prompt the child to start over. SPELLING BEE 
keeps track of the score with smiling and frowning faces plus good and bad sounds for right and wrong responses, 
respectively. The word is finally spelled correctly if the child hits an impasse. The drill mode presents the picture and 
tests the child’s spelling ability by having him type the correct word. If he is wrong, the correct spelling of the word 
is displayed for him. Appropriate faces continue keeping track of the score. Words are normally less than eight let- 
ters, but if a child fools around he can blow the scoring format by typing in more than 11 characters, resulting in the 
system eventually going into a hang-state if over 18 characters are entered. 

The teacher has access to a learning management system secreted on the disk. When the child is asked to press the 
space bar after viewing the opening logo, the teacher presses the arrow key. It’s fairly certain that the child will 
discover this procedure fairly quickly. The teacher can set up a child’s lesson by entering the student’s name, lesson 
mode, number of words per lesson and number of lessons. Thus, the teacher can set the system for the child’s level of 
learning. When a child finishes a tutorial, the teacher can access a report of his progress. In using this system, we 
found that although the tutorial should be presented before the drill, in fact, if this is done, the drill mode says the 
child has already completed his spelling bee. Consequently, the procedure for testing the child using the words 
presented in the tutorial is never executed. The drill does work, however, if the tutorial isn’t accessed first. 

SPELLING BEE is a useful concept for teaching spelling to young children. The Hi-Res pictures are extremely 
well drawn. Although we feel that stand-alone talking/spelling machines are better, this is the best method we have 
seen implemented on the Apple to date. 


SPELLING BUILDER Department: Education 

Company: Program Design Inc. Sugg. Retail: $18.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 16K Disk or Tape: Tape 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL N/A 


SPELLING BUILDER contains two tapes: 

1) cassette with 8 programs 

2) audio cassette for use with the last program-spelling exercises. 
1) SYLLABIFICATION — using the rules of syllabification in learning how to spell as opposed to memorization. 
2) DOUBLING FINAL CONSONANT — using the rules for doubling the final consonant before adding a suffix. 
3) FINAL “e” WITH SUFFIXES — rules for keeping and dropping the final “e” when adding a suffix. 
4) ADDING SUFFIXES TO WORDS ENDING IN “y”— rules for keeping and dropping “y” when adding a suffix. 
5) TRICKY PLURALS — drill adding “s”, “es” and “ies” to words. 
6)“Ie or “ei” — rules for “i” preceding “e” in a word and vice versa. 
7) TROUBLESOME SUFFIXES — suffixes such as “ance” and “ence” are discussed. 
8) SPELLING EXERCISE —a spelling test using the audio cassette. All the lessons are helpful in aiding children 
(ages 10 plus) in learning how to spell. Drills are included in each lesson and methods are taught in using those dif- 
ficult words which are the exception to the rules. In addition, the author has included an audio cassette which con- 
sists of 320 words for a spelling test. 
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VOCABULARY !I& Il Department: Education 


Company: Program Design Sugg. Retail: $18.95 each 

Language: Integer Availability: 5 

Hardware Requirements: 48K Diskor Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 65 RELIABILITY 60 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 75 
VISUAL APPEAL 65 


VOCABULARY I and VOCABULARY II are separate programs and as such are sold separately. However, since 
VOCABULARY II is an advanced extension of VOCABULARY I, we'll discuss them both together in this review. 
VOCABULARY I is a series of programs that build vocabulary skills by presenting 400 questions on synonyms and 
antonyms. These words consist of the most common vocabulary questions on aptitude tests like those given by the 
college boards. A total of 2000 words are presented; words become increasingly difficult as the student progresses. 
VOCABULARY II is a series of programs containing 2000 more difficult words in addition to those presented in 
VOCABULARY I. 
Quizzes are provided in both programs. 


SPELLING RULES Department: Education 

Company: Micro Power & Light Sugg. Retail: $29.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION N/A RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL 85 


This program presents the six major rules of spellng in a clever and creative format directed toward the primary 
grade levels. 

SPELLING RULES contains, not only drills and a review of words, but a game for the child to play that rein- 
forces his understanding of spelling concepts. Nice graphics and sound effects. 


MINICROSSWORD Department: Education 

Company: Program Design Inc. Sugg. Retail: $14.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 165K Disk or Tape: Tape 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 75 


This program includes two games that aid the junior high school student and adult in building vocabulary and 
spelling skills. The first game, MINICROSSWORD, produces crossword puzzles on the computer. Clues are 
presented and the computer keeps score on how well you solve the puzzles. Puzzles are created from a list of 460 
words. CODEWORD requires you to guess a word selected by the computer in 10 guesses or less. If you don’t guess 
correctly, a fuse will burn closer to the TNT shown on the screen. After 10 games, a score is given based on the 
number of guesses and missed words. Both games generate random puzzles and are excellent for improving one’s 
reading, logic and spelling skills. Using the crossword and codeword games provides combined improvement in 
spelling and vocabulary development system, since both use the same words. 

The graphics could have been more appealing. However, the programs are very helpful to students 10 years of age 
and older. 
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GERMAN VOCABULARY DRILL Department: Education 


Company: Powersoft Sugg. Retail: $24.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 80 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 70 
VISUAL APPEAL 70 


The object of this program is to provide students studying German with a means of practicing their vocabulary 
skills. Three types of drills are used; matching, German-to-English and English-to-German. In each of the 30 
lessons, 18 word pairs are presented as a study lesson. The students can then test their memory against a matching 
quiz. Mistakes are flagged with an asterisk for further testing. Unfortunately, one can not exit this quiz until all 
matches are correct. This can be frustrating if you can ’t remember a word. However, in the other two quizzes, the 
student is given three tries for each word and is then scored on the number of correct answers. 

The lessons on the disk are only meant to serve as an example. The program has an editor for creating and modify- 
ing lessons. It is simple to use as it only requires entering word pairs and a lesson name. Since the format of the pro- 
gram is suitable for any language, the author has included instructions to modify the program to fit any language. 

The program and documentation are easy to use for both students and teachers. We did find that if the words or 
phrases of a lesson are too lengthy, the program will not format the screen properly for the multiple choice test. In 
the case of their greetings lesson, the 18th word or letter S did not show on the screen, although the test asked for let- 
ter S to be matched. It is a frustrating problem which can be avoided by pretesting lessons. 


THE SPANISH HANGMAN Department: Education 

Company: George Earl Sugg. Retail: $29.95 

Language: Integer (also works on Applesoft, Machine) Availability: 4 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 60 RELIABILITY 95 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 80 


THE SPANISH HANGMAN is a Spanish/English language hangman game with an internal vocabulary of 1600 
words and 450 sentences. For each internal list, you may play the game involving translating from English to 
Spanish or Spanish to English, or you may guess the words given. Thus the program could be reasonably used to 
teach either English or Spanish. 

Error handling in the program is good — it uses the GET function to eliminate endless pushing of the RETURN 
key and prevents the user from making any mistakes other than pushing RESET. Unfortunately, there are several 
problems that detract from the usefulness of the package. Once you have correctly guessed the last letter in any pro- 
gram, the system progresses automatically to the next problem; thus, in order to study a problem to see if the transla- 
tion makes sense, you cannot put in the last letter while you examine the sentence! In addition, the problems do not 
seem to be graduated in any way to allow you advancement in a logical fashion to a better vocabulary. The 
documentation is essentialy nonexistent; some advice on how best to use the program would be very helpful. 

Certainly the bottom line on a program of this type is — “Does it help you to learn Spanish?” Although I would 
not have expected it of a hangman game, the answer is yes! And the game is fun, either by yourself or with the fami- 
ly. While some improvements would be nice, this is a good program if you want help with Spanish. 
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MATHEMATICS 


COMPU-MATH ARITHMETIC SKILLS Department: Education 

Company: Edu-Ware Sugg. Retail: $39.95 

Language: Applesoft Availability: 6 

Hardwere Requirements: 48K Diskor Tape: Disk 

EASE OF USE 70 DOCUMENTATION 80 RELIABILITY 95 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 95 
VISUAL APPEAL 90 


This is the lowest level program in a series of elementary math skills programs. ARITHMETIC SKILLS is intend- 
ed to teach counting, addition, subtraction, multiplication, and division for young children or any of the latter four 
skills to remedial older students. The program allows the user to pick the area to work on and then proceeds by pro- 
viding first examples followed by tests of the skills being developed. 

The program graphics are somewhat slow but are superbly done. The program is intended to be used by someone 
with little or no reading ability. The examples make use of counting apples with a hand pointing at each one as it is 
counted. The hand then points at the answer in a reproduction of the top row of the Apple keyboard. This probably 
comes as close as to instructing the young user in how to indicate an answer as is possible in a purely visual display! 

The major drawback with this program is its lack of flexibility, lack of any reward mechanism, and complete lack 
of scoring of any sort. While one can choose what subject to work on, one cannot choose the level at which to start. 
Additionally, there is no easy way to make the program progress to the next level of difficulty. Because each program 
is rather slow, the number of drills is rather low. Unfortunately, the effort which went into the graphics seems to be 
substantially superior to the effort that went into making the program really functional. While a child can probably 
learn some things from the program (my daughter enjoyed playing with the program). COMPU-MATH 
ARITHMETIC SKILLS's obvious drawbacks make it questionable whether it’s really worth the high price. 


COMPU-MATH DECIMALS Department: Education 

Company: Edu-Ware Sugg. Retail: $39.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 55 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 78 ERROR HANDLING 70 
VISUAL APPEAL 75 


COMPU-MATH DECIMALS is the final program in the Compu-Math series and is intended to teach decimal 
arithmetic plus related skills — decimal to fraction conversions, rounding off, and percentages. The program has a 
pre-test and option menu which proceeds by providing general instructions plus examples and practice for the stu- 
dent, followed by a proficiency test. 

The program possesses mixed qualities. Its explanation of decimals and conversion of decimals to fractions is ex- 
cellent, although it ignores entirely the problem of changing common fractions (e.g. 1/4 or 3/8) to decimals. Beyond 
the very first part of the program, the examples are unnecessarily complex and, in several cases, wrong! The ex- 
amples for decimal division use results which are infinite decimal series and which the program simply truncates 
after an arbitrary number with no explanation whatever. 

As in all education programs, the basic question is, “Will the student learn from it?” Here the answer is yes, up to a 
point. Utilizing the definitions, simple addition and subtraction, the program is an excellent learning tool — though 
not as good as the “Fractions” program in the same series. Beyond that point, the program definitely needs work. 
The concept has good potential and, in a revised version, this could be an excellent program. 
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COMPU-MATH FRACTIONS 


Company: Edu-Ware 
Language: Applesoft 
Hardware Requirements: 48K 


ent: Education 
Sugg. Retail: $39.95 
Availability: 6 
Diskor Tape: Disk 


EASE OF USE 92 DOCUMENTATION 85 RELIABILITY 
VENDORSUPPORT £85 PRICE/USEFULNESS RATIO 83 ERROR HANDLING 90 
VISUAL APPEAL 75 


COMPU-MATH FRACTIONS is the intermediate program in the Compu-Math series designed to teach children 
definitions of the parts of a fraction, changing denominators, and arithmetic with fractions. The program includes a 
good pre-test to determine which areas the student needs work in and reasonably complete instructions with an op- 
tion menu. Each area starts by explaining the concepts to be learned, allows the student as much practice as desired, 
and then provides a 10 question test on that area with scoring and recommendations for what to do next. Normal 
and inverse letters and blanks are used to provide reasonably effective and appealing graphics, although some of the 
fractions formed from inverse blank spaces are a bit hard to read. 

Generally, the program does an excellent job and is a very good learning tool. The explanation of the definitions of 
the parts of a fraction and the meaning of fractions are given in terms of cutting up a rectangle drawn on the screen 
and are particularly well done. By far the most serious flaw is in teaching the use of the common denominators form- 
ed by multiplying all of the denominators together rather than using a least common denominator. This leads to 
some rather bad examples involving adding 5th and 10th denominators by changing to 50ths! In addition, the 
equality of fractions such as 2/4 = 1/2 = 4/8 could have been much more effectively shown using the rectangle il- 
lustrations developed for the definitions. 

In spite of the above flaws, this is basically an excellent program that definitely held the attention of 4th graders 
and taught them fraction concepts which they previously did not know or knew only vaguely. The system is suffi- 
ciently interactive to the extent that this reviewer believes there will be considerable retention, even though there 
was relativley little drill. This program does what it was intended to do — teach students about fractions and how to 
do arithmetic with fractions in a relatively short time and in a way that holds attention and fosters retention. 


BASIC MATH (SYSTEM #H]) Department: Education 

Company: Mathware/Math City Sugg. Retail: $59.00 per disk 

Language: Applesoft Availability: 3 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY $0 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL 75 


BASIC MATH SYSTEM H is a set of five complete-in-themselves disks covering a 2nd through 8th grade math cur- 
riculum. Designed for the home user, each disk contains complete instructions on how to use the computer, daily 
record storage, and more than 35 completely different teaching modules. These modules can be used to teach con- 
cepts which are entirely new to the student, as well as to provide review and drill. 

The five disks, each specializing in particular math functions, are: 

Addition and Subtraction 

Multiplication and Division 

Fractions Concepts and Operations 
Decimal Concepts and Operations 

Ratios, Percentages, and Negative Integers 

A subset of up to 10 modules on a disk can be chosen for a particular lesson. The beginning difficulty level of the 
lesson can be chosen as well, varying in five increments from easy to difficult. These initial difficulty levels are 
automatically adjusted as the student proceeds through the lesson, so that difficult material is presented at a relative- 
ly easy level, while material with which he has become fairly proficient is upgraded. The ever-changing nature of 
the problems assures students’ concentration and retention. 
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ELEMENTARY MATH Department: Education 


Company: The Muse Company Sugg. Retail: $39.95 

Language: Integer Availability: 7 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 81 RELIABILITY 75 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 78 ERROR HANDLING 75 
VISUAL APPEAL 75 


ELEMENTARY MATH is a flexible tutorial program for teaching the four basic math functions; addition, sub- 
traction, multiplication and division. The program is oriented toward the kindergarten through third grade level. 

Each program module includes skill levels from one through nine. An explanation and tutorial instruction is given 
if the student has difficulty. 

Lo-Res color graphics are nicely used and, even better (for the first time that we've seen), in an educational pro- 
gram, the Apple’s speech capabilities are used. A portion of the program is for the teacher or parent to monitor the 
child’s progress. Unfortunately, only one student can be accommodated at a time and there is no provision for main- 
taining any history of progress. 


MATH TUTOR! Department: Education 

Company: Instant Software Sugg. Retail: $7.95 

Language: Applesoft & Integer Availability: 7 

Hardware Requirements: 32K Disk or Tape: Tape 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 80 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 75 


This Lo-Res program provides math practice for children while playing a game with the following three pro- 
grams: HANGMAN — A program that presents addition, subtraction, multiplication or division of decimals. As you 
answer the problems correctly, the hangman moves down the steps avoiding the noose. If you answer incorrectly, he 
walks up the steps to the hangman’s noose. SPELLBINDER — As you add, subtract, multiply and divide fractions, 
you are a magician competing against another magician controlled by the computer. If you answer the problems 
correctly, you try to cast a spell on your opponent. If you miss a problem, the positions are reversed. Both you and 
the scorer start the competition with 20 points. If either reaches zero, he loses. WHOLESPACE — The program re- 
quires addition, subtraction, multiplication or division of whole numbers. You pilot your spaceship as you lead the 
attack on the enemy planet. You can move your ship only if you answer the problem correctly. If you answer incor- 
rectly, the enemy fires on you. 

All the programs have varying levels of difficulty and a choice of attempts to answer correctly. 

The chance to play games while being tutored is appealing. It would be more effective in Hi-Res. 


MATH TUTOR Il Department: Education 

Company: Instant Software Sugg. Retail: $7.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 20K & tape Disk or Tape: Tape 

EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 80 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 75-80 
VISUAL APPEAL 65 


MATH TUTOR II includes three Lo-Res graphic games which allow the student to associate math with a pleasant 
experience. Immediate reinforcement via rewards is a positive feature in this program. Formulas needed are stated 
in the guide book as well as on the monitor, although pencil and paper is necessary to work the problems presented. 
The program is a good buy for the price. 
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MATH SEQUENCES Department: Education 


Company: Milliken Publishing Company Sugg. Retail: $300.00 

Language: Applesoft Availability: 4 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 70 
VISUAL APPEAL 95 


Milliken’s MATH SEQUENCES, a program for both teachers and students, grades 1-6, consists of 12 diskettes pro- 
viding drill practice in math in the following areas: addition, subtraction, multiplication, division, negative 
numbers, fractions, decimals, percent and the laws of arithmetic. Each sequence provides problems ranging from 
simple to complex which can be successfully implemented in a range of school environments and tailored to an in- 
dividual student’s needs. Math problems, presented in Lo-Res graphics, are stated in several problem formats with 
appropriate reinforcement and chances to try again if answered incorrectly. In addition, MATH SEQUENCES in- 
cludes a review of concepts prior to introducing new ones. 

The student’s progress is constantly monitored by the computer and students are advanced only when specific 
achievement criteria have been met; or students can be moved back a level until mastery of the concept is achieved. 
Each diskette holds a total of 100 student records and five class records. Teachers enter students’ names on each in- 
dividual sequence diskette and make the appropriate assignments. When a student enters his name on the computer, 
it automatically takes him into the sequence and generates problems at the level assigned by the teacher. The stu- 
dent’s work is scored immediately and upon finishing a drill session, the program updates the student’s records and 
stores the information in the student's file. Thus, the teacher may review his progress anytime. A display of the stu- 
dent’s progress shows where the student is in the assignment, the number of problems done, the percentage correct 
and, in addition, if the assignment has been started, a graph of the student’s progress will appear. A print out of the 
student’s progress can be obtained with either a parallel or serial printer. Upon completion of the student’s work, 
his/her name may be deleted, enabling the teacher to add another student in his/her place. 

This program includes excellent documentation and packaging. The teacher’s guide provides a thorough explana- 
tion with regard to the use of the diskettes as well as 4 duplicating masters, and a step by step guide to operating the 
computer. 

Schools should give serious consideration to this program for use at primary levels. 


ALGEBRA I Department: Education 

Company: Edu-Ware Sugg. Retail: $39.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 90 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 75 


ALGEBRA I is actually a misnomer as applied to this program since most schools teach this material as pre- 
Algebra in their eighth-grade curriculum. The furthest this program advances into algebra is linear equations. 


This program succeeds very well in establishing a good mathematical foundation for Algebra. It accomplishes this 
through five study areas; definitions, number line operations, sets, evaluating expressions, and rules for equation 
reduction. It allows the student to choose the procedure for learning the material. As each course is selected from the 
menu, one is given a choice of learning by definition, by rule, by example, or by working sample problems. Thus, 
the student can skip learning methods that aren’t helpful in his learning experience. 

For example, if a student were learning set theory, the program would present the definitions of sets, subsets, 
union, and the intersection of two sets. Several examples are provided, after which the student works several sample 
problems. After mastering the course, the program provides a test. Tests vary each time the course is repeated so that 
a student won't be given the same question over again. 

As with all course work, there is a final test to measure the student’s understanding of all the material in this pro- 
gram. Overall, the program is well-implemented and useful for supplementing eighth-grade class work in pre- 
Algebra. 
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GEOMETRY & MEASURMENT 


DRILL & PRACTICE 
Company: Apple 

Language: Applesoft 
Hardware Requirements: 32K 


Department: Education 
Sugg. Retail: $50.00 
Availability: 5 

Disk or Tape: Disk(2) 


EASE OF USE 80 DOCUMENTATION 50 RELIABILITY 90 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 65 ERROR HANDLING 80 
VISUAL APPEAL 75 


GEOMETRY & MEASUREMENT DRILL & PRACTICE is an Apple program intended to provide practice in 
estimating angles and metric lengths, reading clocks, naming polygons and circle parts, and computing perimeters, 
areas and volumes for plane and solid figures without curved sides. The program does not provide any instructions or 
explanations to the user, but does give the correct answer after two misses and provides a score at the end of each sec- 
tion. Although there are 40 pages of documentation, it is almost exclusively a list of the various subprogram menus 
and provides no helpful information on the program structure. (It does estimate the time to complete various sec- 
tions and provides a glossary of geometric terms.) 

Many of the routines here are basically useful, but suffer badly in their implementing. For example, the clock 
reading routine redraws the clock for each new problem rather than simply transferring it from another area of 
memory. This makes the routine slow and tedious to use. Each time the user returns to the subsection menu, the pro- 
gram, presumably still in memory, is reread from the disk, causing undue delays. This requires the user to reenter his 
name, which isn’t used in the system except to say “hi” at the beginning of the program. In some ways, the program 
fosters very bad habits in not requiring or even using units of measure in any of the problems. (The angles are 
presumably in degrees, although you would never know that from the program. The linear dimensions are entirely 
unitless.) Because the program is protected, the user cannot easily correct the system’s obvious errors and is largely 
left with using it as is. 

Several of the routines here are basically good ideas. Estimating the lengths of lines or caterpillars in millimeters 
or centimeters is probably a good tool for developing a feel for metric units. Simulating clock reading is a good exer- 
cise, although it’s not clear that the computer offers any particular advantage. Basically, the implementation here is 
awkward to the extent that most users would feel somewhat frustrated at not being able to modify the program to fit 
their particular needs. 


STATISTICS Department: Education 

Company: Edu-ware Sugg. Retail: $29.95 

Language: Applesoft Availability: 4 

Hardware Requirements: 32K w/Romcard, 48K w/o Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 65 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 45 
VISUAL APPEAL 50 


The STATISTICS program by Edu-ware performs most of the more common statistical calculations like mean, 
variance, standard deviation and normal distribution probability and frequency. It also does chi-square distribu- 
tions and tests, as well as a T-test and a computation of the Pearson product moments correlation. It is easy to use 
and is primarily self-documenting. Its only major drawback is that a mistake can't be corrected once it has been 
entered. The program also doesn’t check for invalid entries. Other than that, the program was found to be 
straightforward and useful. 
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WHAT'S THE SCORE? Department: Education 


Company: Micro Power Light Sugg. Retail: $29.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 32K Diskor Tape: Disk 

EASE OF USE 85 DOCUMENTATION Self RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL 80 


WHAT'S THE SCORE? relates information regarding statistical measures. One learns facts about scores, 
variables and basic methods for organizing sets of scores. This program is well done. It proceeds in an organized and 
logical manner and would be advantageous to the beginning statistic student. One is able to work the program at 
his/her own pace and review a summary which is beneficial and helpful. The programs allow the participant to put 
in some necessary input i.e., constructing a graph. Specifically, WHAT’S THE SCORE? includes the following: (1) 
what scores are, (2) types of variables, (3) categorical variables, (4) score tables, and (5) picture score graphs. 


METRI-VERT Department: Education 

Company: Edu-ware Sugg. Retail: $15.95 

Language: Applesoft Availability: 4 

Hardware Requirements: 32K Applesoft ROM Diskor Tape: Disk 

EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 80 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL N/A 


METRI-VERT converts the following areas of measurement from English to Metric units or vice-versa; length, 
distance, area, volume, weight and temperature. A display page is provided which stores up to 20 calculations. 

This program would be quite handy for teachers, students and others involved in learning the use of the metric 
system - and eventually most of us will be using the metric system. 

One feature is missing; the program isn’t structured for quizzes. 


132 


133 


SCIENCE 


TELL STAR Department: Education 

Company: Information Unlimited Software Sugg. Retail: $39.95 & $79.95 versions 

Language: Applesoft Availability: 4 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 95 DOCUMENTATION 90 RELIABILITY so 

VENDORSUPPORT £80 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 90 
VISUAL APPEAL 95 


TELL STAR is a remarkable astronomy tool for predicting and locating objects in the stellar sky for any location 
and time on the earth during the late 20th century. The star and planet positions are calculated accurately for the 
observer's time and position. Inaccuracies, such as the earth’s precession, are taken into account during a nearly five 
minute calculation. Accuracy is typically within 15 seconds of an arc. The program displays a Hi-Res portion of the 
sky 90° wide. One has a choice of any direction indicated by N, NW, W, SW etc., plus an overhead view. The con- 
stellations in any view can be drawn in with the C key. The program is capable of locating any star or planet in its 
star tables. The view is shown with a blinking cross hair pointing to that object. Any key displays information like its 
magnitude, right ascension, declination, time rises and time sets. Alternately, the user can move the cross hair to any 
object and retrieve the object’s name and all pertinent information. If one tries to locate an object not yet risen in the 
sky, the computer will inform you of the fact. 

There is a code for what different types of objects look like on the Hi-Res screen. Magnitude stars show up in dif- 
ferent representations, as do planets and, of course, the moon, which is shown for the phase it currently is in. While 
trying to locate Jupiter, I saw what appeared to be a planet just below and to the left. Using the paddles to pinpoint 
the object, I was informed that it was the planet, Pluto. 

The program comes in two levels. The difference is that the advanced version has two sets of star tables plus an ad- 
ditional table containing stars and stellar objects for the southern hemisphere. Level I tables contain approximately 
180 stars and 13 Messier objects. Table II has fewer stars but nearly 90 Messier objects. 

TELL STAR also contains a calculation program for converting equatorial coordinates to the horizontal and 
back; also ecliptic to equatorial. One can also calculate the locations of objects in the solar system without going to 
the display section of the program. 

The documentation is well-presented in a 48 page booklet. Instructions are clear and the booklet contains tables of 
all objects seen in the program. This program is definitely the best astronomy program to date and very worthwhile 
for serious astronomers. 


THE PLANETS & SIRIUS Department: Education 

Company: Programma Sugg. Retail: $29.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 32K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 60 RELIABILITY 85 

VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 85 
VISUAL APPEAL 70 


Both of these astronomy programs use Hi-Res graphic displays to instruct children in the basics of planetary 
systems. The PLANETS depicts the various bodies of our solar system. Information is supplied via text in conjunc- 
tion with the displays. SIRIUS shows the relationship of the star, Sirius, and its white dwarf. 

These two programs are relatively short and lack depth. However, they are instructive for young science students. 
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THE STAR GAZER’S GUIDE Department: Education 


Company: Synergistics Sugg. Retail: $30.00 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE so DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 30 
VISUAL APPEAL 75 *CREATIVITY 70 


*only applies to entertainment programs 


THE STAR GAZER’S GUIDE is an astronomy teaching tool used to learn and identify the major constellations 
and stellar objects in the night sky. The system allows you to familiarize yourself with the overall winter or summer 
night skies and identify constellations by outlining them. A keystroke toggles the outline on and off for easy iden- 
tification. Any of 40 numbered constellations can then be viewed in greater detail. 

Each constellation can be outlined in either geometrical or graphical forms and general information about the 
constellation is displayed on the text page. The program also has some general displays and descriptions of a galaxy, 
globular cluster, nebulae and a double star system. 

THE STAR GAZER’S GUIDE is menu-driven for easy access to all phases of the program. Its instruction book in- 
cludes charts of the brightest stars and their locations and a Messier catalog locating the most common star clusters, 
galaxies and nebula. The program is well-suited to beginning amateur astronomers. 


DINOSAURS Department: Education 

Company: Cross Educational Software Sugg. Retail: $15.00 

Language: Applesoft Availability: 2 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 30 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 80 


DINOSAURS is an educational program that teaches children to identify ten different prehistoric reptilian 
monsters. The dinosaurs are presented as Hi-Res animated shapes. The child matches them against a list of ten 
names and is graded on the number of correct answers. The child does not complete the test until he has correctly 
matched all dinosaurs. 

“Dinosaur Hangman” was devised to reinforce the learning process by teaching the child to spell different types of 
dinosaur’s names. The figure of a dinosaur slowly advances towards you on the screen for each incorrect letter 
chosen. One wins the round if the letters that constitute its name are correctly entered before the dinosaur reaches 
you. There is a time-limit involved in the advanced game levels. 

“Firefight” is a game where the child plays the Tyrannosaurus. It must defend itself against attacking Triceratops, 
Brontosauruses, and flying Pteranodons. The player is armed with torches. The control keys are F, U, D, R, and L. 
They control the dinosaurs’ body and head positions plus his weapon. Unfortunately, this game being in real time, 
young children will have trouble finding the keys rapidly, since they are spread out over the keyboard. The keys 
should have been grouped into a diamond pattern for easier movement control. Since the disk is unprotected, 
teachers with a minimum of programming ability should have no difficulty in changing the keys so that their 
students don’t become frustrated with their positioning. It is also hoped that the teachers convey to their students 
that dinosaurs do not actually breathe fire. 

Finally, there is an animated demo on the disk called “Bronto in the Swamp.” Using Apple’s Animatrix for anima- 
tion, it is one of the cutest and finest demonstrations that we have seen to date that uses this technique. In summary, 
the program, although fun and cute, lacks a sense of learning depth. Although there are some descriptions of each 
dinosaur in the teacher's manual, they should have been included in the programs. 
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OPTIcS Department: Education 


Company: Cross Educational Software Sugg. Retail: $20.00 

Language: Applesoft Availability: 2 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE so DOCUMENTATION 80 RELIABILITY 90 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 85 
VISUAL APPEAL 90 


OPTICS is volume eight in their computer-aided instruction series for college freshmen and sophomore physics 
students. The programs are designed to accompany physics texts such as Resnick and Halliday’s. Much of the 
material on this disk is also suitable for high school physics. The OPTICS disk presents three programs about ray 
diagrams for both lens and mirrors, two on waves and diffraction, and one concerning laser theory. Each of the pro- 
grams makes use of Hi-Res graphics extensively to illustrate its lesson. 

The mirror and lens ray diagram programs first discuss the definitions, followed by the rules used in constructing 
ray diagrams. The program draws the rays to show where the image is formed. It then shows how to find the real 
and virtual images for concave and convex lens, as well as for mirrors. The program is interactive in that it requires 
responses from the student as it presents the lesson. 

The third program consists of a laboratory session. After choosing a type of mirror or lens, the student controls the 
position of the real object while the computer draws the ray diagrams. The student can observe the effect on the 
position of the image and whether it is real or virtual, erect or inverted, enlarged or reduced. It is an excellent 
simulation. 

Observing the waves provides an explanation (first by definition, then by demonstration) of how two waves are 
superimposed upon each other. There is an animated demonstration of two waves going in opposite directions and 
how they would form a standing wave if superimposed on one another. This demo can also be single-stepped 
through for a closer look. The computer can also generate the sum of five complex waveforms to show how waves are 
Fourier-analyzed. The system demonstrates how waves of different frequency and amplitude are used to generate 
sawtooth and square waves. Students can try their own combinations. 

The interference and diffraction program begins with definitions. Detailed and complex derivations are left to the 
textbook. However, the program does derive the formula for the phase difference between two waves projecting 
through two slits and thus forming interference patterns. The program advances to multiple slits, then to single-slit 
diffraction. In each case, the intensity versus phase angle is plotted. Finally, the program combines the two subjects 
into one resultant plot and allows the student to choose his own test case. 

There is an elementary demonstration of how lasers operate. The program carefully explains how excited helium 
and neon atoms turn their energy into light rays, and how the light is amplified inside the laser. The program con- 
structs a laser tube and allows you to adjust the speed of the bouncing light pulses. 

The entire package provides an excellent tutorial on several selected topics in optics. The programs reside on two 
sides of the disk. At $20, OPTICS is a bargain for computer-aided instruction in any college physics course. 

NOTE: Other programs in this series which we hope to review in our next quarterly are: “Vectors,” “Statics,” 
“Conservation Laws,” “Circular Motion,” “Thermodynamics,” “Electricity and Magnetism,” “Atomic Physics,” 
“Solar System Astronomy,” and “Stellar Astronomy.” They are priced from $10 to $30. 


AIRFLIGHT SIMULATOR Department: Entertainment 
Company: Instant Software Sugg. Retail: $9.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 16K Diskor Tape: Tape 
EASE OF USE 70 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 70 
VISUAL APPEAL 40 *CREATIVITY 70 *CHALLENGE 75 


*only applies to entertainment programs 


This is a program that simulates the flying characteristics of an airplane. It is an educational attempt to explain 
the dynamics of an aircraft by allowing the user to try his hand at take off, normal flight and landing. The drawings 
in the manual are very instructive. The program, which is in Lo-Res, displays the position of stick and rudder, in ad- 
dition to fuel, altitude and airspeed. Although the program does attempt a real-time simulation, the clock stops 
while entering the positions of the throttle, elevator and aileron via the keyboard. 


136 


CHEM LAB SIMULATIONS 1 Department: Education 


Company: High Technology, Inc. Sugg. Retail: 100.00 
Language: Applesoft Availability: 5 
Hardware Requirements: 32K Apple Il with Applesoft card or language card Disk or Tape: Disk* 
or a 32K Apple II Plus with one disk drive and one pair of paddles. 
EASE OF USE 30 DOCUMENTATION 90 RELIABILITY 80 
VENDORSUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 90 


CHEM LAB SIMULATIONS #1 includes three programs which use the graphics capabilities of the Apple II to 
simulate experiments common to the laboratory programs of many first year college chemistry courses as well as 
some secondary school programs. ACID-BASE TITRATION is an example of the common laboratory procedure 
used to determine the concentration of an unknown acid. AVOGADRO’S NUMBER and EQUILIBRIUM CON- 
STANT OF A WEAK ACID both use acid-base titrations, followed by a second experimental procedure. Avogadro’s 
number is derived in the second experiment by using the titration to determine the molecular mass (weight) of a fatty 
acid followed by a molecular film experiment in which a monomolecular layer of the fatty acid is spread across a li- 
quid surface. The third part of the diskette uses the titration to give the molar concentration of an unknown weak 
acid. This acid is identified from a selected list by determining the value of the ionization constant using the partial 
neutralization technique and a pH meter. 

CHEM LAB SIMULATIONS 1 is the product of a microcomputer software development program for the general 
chemistry program at Oklahoma State University. This package is appropriately intended for most science majors in 
college-level general chemistry programs. Portions of it are applicable in many other introductory chemistry courses 
in colleges and secondary schools. 

The 20 page manual which accompanies the diskette includes an introduction describing the scope of the simula- 
tions, how to use the manual and the hardware requirements as well as the starting and running instructions. The 
manual also provides a theoretical discussion and an experiment notes sections for each of the three simulations. The 
notes provide a complete explanation of the computer operations for the simulation as well as a description of what is 
seen on the screen in each step. No exercises or questions are included in the manual for these simulations as the same 
authors have done for CHEM LAB #2; inclusion of such material would improve the package. 

When running each of these simulations, the viewer is first presented with a brief discussion of the experiment, 
both theory and technique, followed by the titration simulation. The filling of the buret and beaker are simulated 
graphically; the user must then read and input the level of the bottom of the meniscus on the monitor before pro- 
ceeding. Reading errors greater than 0.25 ml. are not accepted and another value is requested. The user selects any 
one of the four modes for titration (fast, slow, drops, or dropwise); the mode may be altered during the titration. 
The simulation includes small details such as the turning of the stopcock and the localized color which disappears as 
the base is added to the acid. The titration ends with the permanent change to an orange color in the beaker; back 
titration is not provided for in this program. The user reads and inputs the final base level in the buret. After an ac- 
ceptable value has been entered, the program performs the appropriate calculation: for the first simulation, the ex- 
perimental concentration of the unknown base; for the second, the molecular weight of the fatty acid; and for the 
third, the concentration of the weak acid solution. From an instructional point of view, a significant improvement 
would be to require the user to first perform the calculation and input the appropriate answer followed by an ap- 
propriate feedback for both correct and incorrect answers. 

A minimum of three titrations is required for each experimental sequence before the user is given the actual value 
and the experimental error calculated; feedback is given at this point about the quality of the work. Here again, a 
student calculation and input is preferred. 

Unfortunately, the deficiencies in the programmed sequences noted above can not be corrected by the local facul- 
ty user because the diskette is protected from listing. This protection appears to increase the cost of the diskette and 
to decrease its instructional effectiveness. 

The molecular film portion of the AVOGADRO’S NUMBER experiment may not be entered until the titration has 
been satisfactorily completed. The manual includes a theoretical discussion of the second part of the experiment as 
well as a detailed sample calculation of Avogadro's number using data from such a simulation. For this part, the stu- 
dent inputs drop and area data and the program calculates Avogadro’s number for the various possible molecular 
geometries. Results from this simulated experiment will be in error by no more than a factor of 100, which is 
relatively accurate when compared to the size of the Avogadro number, 6.02 x 102%. As in the titration simula- 
tions, the user should be required to make the calculation and input the answer for evaluation. 
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The EQUILIBRIUM CONSTANT OF A WEAK ACID experiment simulates the use of a pH meter to determine 
the pH of a partially neutralized solution of the weak acid. The manual includes both a theoretical discussion and 
sample equilibrium constant calculations in addition to experiment notes. Here again, user calculation and input is 

referred. 

. These simulations could be used external to the classroom for preparing the student in actual laboratory ex- 
periments. Additionally, they could profitably be reviewed after the laboratory work and used as the basis for a 
rapid pre-lab period presentation by the instructor. These conclusions are based on the experience of the reviewer (a 
credited college chemistry instructor) in running each of the three simulations using both black and white and color 
monitors. Further, the ACID-BASE TITRATION was run by an average student in a preparatory chemistry course 
in the presence of the reviewer. Two problems were observed with the graphics: 1.) the liquid area on the screen ex- 
tends outside both the beaker and buret, 2.) it is impossible to read some of the black numbers on the white 
background in the inverted screen segments. 

Use of these simulated experiments should improve student performance in the laboratory and, if the deficiencies 
noted herein are corrected, in the workup of data from actual laboratory experiments involving the techniques 
simulated in CHEM LAB 1. 


CHEM LAB SIMULATIONS #2 Department: Education 
Company: High Technology, Inc. Sugg. Retail: $100.00 
Language: Applesoft Availability: 5 
Hardware Requirements: 32K Apple Il with Applesoft card or language card Disk or Tape: Disk* 
or a 32K Apple Il Plus with one disk drive and one pair of paddles. 
EASE OF USE 90 DOCUMENTATION $0 RELIABILITY 90 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 30 


CHEM LAB SIMULATIONS #2 includes two programs, both involving the simulated behavior of ideal gases. In- 
cluded on the diskette are simulations of common macroscopic gas law experiments as well as computer versions of 
the demonstration devices known as molecular dynamics simulators, which represent the behavior of these gases 
with molecular models. CHEM LAB SIMULATIONS #2 is the product of a microcomputer software development 
program for the general chemistry program at Oklahoma State University and is intended for most introductory 
chemistry courses in colleges and secondary schools. 

The first program, IDEAL GAS LAW SIMULATION, utilizes the graphics capabilities of the Apple II to portray 
the behavior of an ideal gas confined in a chamber with a movable piston as one or more variables are changed. The 
simulation may be approached macroscopically or submicroscopically (using the molecular models). The molecular 
simulation consists of constantly moving, visible particles (squares rather than circles) of a gas within a container; 
these particles are omitted in the macroscopic case. The user is able to vary the pressure, volume, temperature and 
the number of gram molecules of gas by using the paddles and selected keys. In both cases, values are shown at the 
bottom of the screen for the pressure, volume, number of gram molecules and temperature for the gas sample under 
study. Unfortunately, numerical values only are shown; the units have been omitted. 

The second program, ENTROPY SIMULATION, displays a compartment divided by a barrier. In one option of 
this program, two gases are allowed to mix; whereas, in the second option, a single gas is allowed to expand from one 
compartment into an evacuated chamber. In the mobile, molecular view a gas is employed, as in the first program; 
consequently, the user is able to follow graphically the alteration in disorder within the system which accompanies 
each change. For both options, the user opens the “stopcock” between the two compartments by depressing any key, 
allowing a running count of the number of particles in each chamber to be shown on the screen. By using selected 
keys and the paddles, the user is able to start, freeze, resume or restart and end the simulation as well as change the 
volume of one compartment and the average velocity of the particles. 

A detailed manual accompanies the diskette which includes an introduction describing the scope of the simula- 
tions, how to use the manual, and the hardware requirements, as well as the starting and running instructions. The 
manual provides a complete explanation of the necessary operations for the several exercises included in each of the 
programs, as well as a description of what is seen on the screen in each step. Directions are included for exercises to 
illustrate concepts such as Boyle’s Law, Charles’ Law, the ideal gas law, kinetic molecular theory, the gas constant 
and entropy (order and disorder), as well as diffusion and dynamic equilibrium. These printed exercises present in- 
structions, pose questions and problems, present discussions, and draw conclusions related to the simulations. 
Answers are provided in an appendix. 
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The package would be more useful instructionally if some of this material were displayed on the computer screen. 
Furthermore, additional questions for the student, especially those which require predictions that could be verified 
by the computer simulation are needed to improve the instructional utility of the package. Representative problems 
could also be included which require student answer responses. Appendices in the manual also contain defintions 
and equation problems, plus an index. 

The reviewer, experienced in college chemistry instruction, ran each of the exercises described in the study guide 
on an Apple II computer with the expected and suggested results obtained. However, this was achieved for the se- 
cond simulation only after it was noted that the right hand chamber was slightly larger than the left. When these 
were equalized by decreasing the volume on the right, the equal distribution of particles expected with equal 
volumes was obtained. Confusion results in attempting to use the original menu in which the instructions are obtain- 
ed by selecting option 3; this would be alleviated by using option 1. 

The CHEM LAB #2 simulations could be used effectively by an instructor in classroom demonstrations and pre- 
laboratory periods to accompany discussions of the macroscopic gas laws as well as the kinetic molecular theory ex- 
planations of the behavior of ideal gases, entropy, diffusion and dynamic equlilibrium. It could also be used in out- 
of-class, individualized instruction or independent study situations. However, the attractiveness of this package is 
decreased somewhat by the protection from listing imposed by the “publisher”. This prevents the faculty member 
from adding program elements or making other revisions to improve the correlation with the local course as well as 
overcoming the weaknesses noted in this review. 


UNI SOLVE Department: Education 

Company: Edu-ware Sugg. Retail: $24.95 

Language: Applesoft Ii Availability: 4 

Hardware Requirements: 32K Ram, Disk Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 50 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 70 
VISUAL APPEAL 50 


The purpose of this program is to compute various electrical quantities like resistance and frequency from related 
quantities like current and capacitance. Among the software included are routines for the calculation of industries, 
Q-factors, resonant frequencies, time constants, ohm’s law computations, and transistor formulae. Many of the 
computations are easily done on a calculator, but it is nice to have them all together at once. The one big fault of this 
program is its lack of error handling routines. If you type in a zero when you're not supposed to, the program bombs. 
On the good side, UNI-SOLVE is menu driven, so it takes you through all calculations step-by-step. 


SCIENTIFIC METHOD Department: Education 
Company: Micro Power & Light Sugg. Retail: $19.95 
Language: Applesoft Availability: 3 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION Self RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 65 
(Junior high school level) — One learns the explanation of certain scientific terms and how hypotheses are for- 


mulated in this program. After an explanation of how the laws of nature are discovered, questions are posed to the 
participant. Unfortunately, the program is limited in that only one hypothesis is discussed and this is followed by a 
summary of the laws of the scientific method that are used. The authors could have included more hypotheses and 
provided an opportunity for the student to formulate his own hypothesis. The authors remind us to have “fun” but 
the program would have been more useful with better visual appeal and more information. 
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ECOLOGY SIMULATIONS | Department: Education 


Company: Creative Computing Sugg. Retail: $24.95 

Language: Applesoft Availability: 5 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 90 RELIABILITY 95 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING so 
VISUAL APPEAL 80 


These ecology simulations are based on “simulation models” developed by the Huntington Two Computer Project 
for the NSF. They are suitable for either a science or ecology class for grades six and up. They include background 
material, sample exercises and study guides. Although geared primarily for teacher use, they could be used by 
students with no supervision. The four programs in this package all have to do with population. 

POP examines three different methods of population projection, each method adding more details than the 
previous one. These include exponential, logistical (carrying capacity of the system), and logistical with low density 
effects. 

STERL allows the student to examine the effectiveness of using pesticides versus sterile males in controlling a 
population of screw-worm flys. One can try combinations of the two methods over a 75 day period. The simulation 
is quite challenging as the program considers costs and crop damages. 

TAG simulates the tagging and recovery method used by ecologists in estimating the size of animal populations. 
Although it is a very simple program, it shows that large enough samples must be taken to insure an accurate answer. 

BUFFALO allows one to investigate various herd management policies that would effect the population growth or 
decline of a buffalo herd. 


ECOLOGY SIMULATIONS II Department: Education 

Company: Creative Computing Sugg. Retail: $24.95 

Language: Applesoft Availability: 5 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION so RELIABILITY 95 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 80 


ECOLOGY SIMULATIONS II is the second volume of the series. Both programs are entirely independent of each 
other; depending on classroom interests, one may be preferred over the other. Again, they include background 
documentation and sample exercises for students. The two programs are very accurate simulations of ecology pro- 
blems. 

POLLUTE considers the problem of waste products on the oxygen content of a body of water (still and moving) 
and its impact on the fish population. The program further evaluates the effect that water temperature, amount of 
waste, and the type of waste treatment has on the pollution level. The results are graphed for a thirty-day period. 

In RATS, one plays the role of a health inspector trying to devise an effective plan to reduce the rat population in 
either a city or apartment building. The choices are to eradicate them by slow or quick poisons or by controlling the 
refuse they feed on, or various other combinations. 

MALARIA considers the problems a health official would have in controlling a malaria epidemic while taking 
finances into account. One specifies budgets for field hospitals, medicine, and types of pesticides. Your success or 
failure is graphed. 

DIET explores the effects of four basic substances on your diet: proteins, lipids, proteins and calories. One enters 
the types and amounts of foods that are eaten at each meal, then observes whether weight is being lost or gained and 
whether the proper nutrition is being achieved. Since the system’s menu is rather small, one has the option of enter- 
ing their own foods with the values of the four parameters discussed above. The program requires a considerable 
amount of inputs and might be discouraging if one were trying to analyze a week-long dieting plan. 
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HEALTH & BODY 


DRINKING & DRUGS Department: Education 

Company: Personal Software Sugg. Retail: $19.95 

Language: Integer Availability: 6 

Hardware Requirements: 16K Disk or Tape: Tape* 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 80 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL N/A 


This program includes an audio cassette which explains the physical, mental and emotional effects of alcohol and 
drugs. The audio cassette is entertaining as well as informative since it includes a situation concerning a typical fami- 
ly. Subsequent to listening to the audio cassette, load the program and take the quizzes which test you on your 
alcohol and drug abuse knowledge. Review sections are also available along with graphics which chart percentages 
of drug and alcohol abuse. Documentation is excellent and the program includes a glossary of terms. 


GROWING UP Department: Education 

Company: Personal Software Sugg. Retail: $19.95 

Language: Integer Availability: 6 

Hardware Requirements: 16K Disk or Tape: Tape* 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL N/A 


GROWING-UP concerns changes in adolescent behavior and their causes. The package includes an audio cassette 
which explains puberty, contraception, sex and love, the risk of pregnancy and sexual desire. Included are scenarios 
portraying conflicts between parents and adolescents. In conjunction with the audio tape is a program which 
generates questions concerning the above-mentioned topics. 

The documentation is excellent and includes definitions of pertinent terminology. This program is useful in help- 
ing parents and teenagers gain a better understanding of each others’ problems. 


BIRTH CONTROL Department: Education 

Company: Personal Software Sugg. Retail: $19.95 

Language: Integer Availability: 6 

Hardware Requirements: 16K Diskor Tape: Tape* 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL N/A 


BIRTH CONTROL includes an audio cassette discussion regarding conception and methods of birth control plus 
computer exercises consisting of questions generated from the material presented. 

Documentation is excellent providing diagrams and a glossary of medical terms. This program discusses in detail 
advantages and disadvantages of available contraceptives. 
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BLOOD PRESSURE Department: Education 


Company: Personal Software Sugg. Retail: $19.95 

Language: Integer Availability: 6 

Hardware Requirements: 16K Disk or Tape: Tape* 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL N/A 


This program includes an audio and a computer cassette designed to help you understand high blood pressure. 
The user learns how high blood pressure affects your heart and how you can keep it under control. Proper diet and 
adequate exercise are discussed. Exercises on the computer cassette strengthen your knowledge of the material 
presented. 

Excellent documentation and diagrams as well as a glossary of medical terminology are included. 


CIRCULATION Department: Education 

Company: Micro Power & Light Sugg. Retail: $29.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION Self RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 80 


CIRCULATION is an educational program that provides information regarding the organs of the circulatory 
system. The following six basic parts of the circulatory system are discussed: (1) blood, (2) heart, (3) arteries, (4) 
capillaries, (5) veins, and (6) lungs. 

The authors explain the aforementioned circulatory elements in an organized and succinct manner. 

Options are presented such as the following: you may choose to learn information in all six areas, review, or play a 
game against the computer that tests you on the facts regarding the circulatory system. 

Although actual pictures of these parts of the body are not drawn, the program does provide adequate visual ap- 
peal. Improvement in documentation is suggested. 


TALKING ABOUT SEX Department: Education 

Company: Personal Software Sugg. Retail: $19.95 

Language: Integer Availability: 6 

Hardware Requirements: 16K Diskor Tape: Tape 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL N/A 


Personal Software has created another excellent program, TALKING ABOUT SEX, which is part of the Vitafacts 
series of health education programs. This program provides information regarding myths and misconceptions con- 
cerning sex and is especially helpful to those individuals experiencing sexual problems. 

Documentation provides diagrams and terminology in regard to human sexual response. The package includes an 
audio cassette whereby you listen to a married couple in a counseling session with William and Carlyn Cheinevkoff, 
co-therapists in the area of sex. 

In addition, sexual problems are explored and a group discussion is heard on marital and sexual problems. In con- 
junction with the audio cassette, the computer generates questions regarding human sexuality. The exercises are 
helpful in determining whether or not the information was understood. 
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HEART ATTACKS Department: Education 


Company: Personal Software Sugg. Retail: $19.95 

Language: Integer Availability: 6 

Hardware Requirements: 16K Diskor Tape: Tape 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL N/A 


The purpose of HEART ATTACKS is to help the heart attack victim, his/her friends and his/her family under- 
stand what happens during a heart attack and why it happens. The audio cassette includes a discussion of the func- 
tion of the coronary arteries and other terms relating to the heart plus a group discussion. 

Diagrams and a glossary of medical terms are provided. A very necessary program indeed — heart attacks are the 
most common cause of death in America today. Everyone should know more about this problem in order to learn the 
steps necessary to prevent an attack. 


LIFE DYNAMIC TRANSFORMATION Department: Education 

Company: Avant Garde Creations Sugg. Retail: $19.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 85 

VENDORSUPPORT 680 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 70 
VISUAL APPEAL 80 


This psychology program is applicable to those people who wish to make changes in their life and need support in 
doing so. Initially, multiple choice questions are asked regarding your opinion of relationships, sexual and cultural 
attitudes, life and death, etc. Upon finishing the questions, the program continues with specific life dynamics 
regarding environment, creativity, sexuality and the meaning of life. For example, the computer requires you to 
make a statement regarding any barriers you have regarding interaction with others in your environment. Pertinent 
questions are then asked to make you think about these barriers. (Not enough variation in the counseling procedure.) 

The program focuses on taking responsibility for those problems. Taking action is emphasized as opposed to play- 
ing the “victim” role. You become aware of all the excuses you use in avoiding solutions to problems. Diagrams and 
games (with use of paddles) are available for explanations and emphasis of sub-direction. 

This is a good program in regard to “consciousness-raising” and explains how pain and negative thoughts can 
thwart one in attaining of fulfillment and achievement of goals. 


RELATIONSHIP LIFE DYNAMIC Department: Education 

Company: Avant Garde Creations Sugg. Retail: $19.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 65 ERROR HANDLING 80 
VISUAL APPEAL 80 


The purpose of this program is to make you aware of how well you handle your relationships with others. The pro- 
gram begins with a clever game called “Will you get off in time?” You are riding an elevator, to the left of the 
elevator are relationship problems, to the right are solutions. The elevator goes up and down five floors. The floor 
you try to get off on will be the one containing the solution. The solutions change quickly so you must rush for the 
chosen one once you make up your mind. 

Although informative and helpful with regard to improving your relationships with others, this program includes 
a game entitled “Relatopoly” which could easily have been excluded. The situations presented in this game are not 
necessarily realistic and the game itself is not challenging or that useful. The authors should have provided more in- 
teraction between computer and participant. Good graphics. 
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GEOGRAPHY & SOCIAL 
STUDIES 


SUPERMAP Department: Education 

Company: Apple Sugg. Retail: $35.00 

Language: Applesoft Availability: 8 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE so DOCUMENTATION 85 RELIABILITY $5 

VENDOR SUPPORT so PRICE/USEFULNESS RATIO $0 ERROR HANDLING 95 
VISUAL APPEAL 90 


SUPERMAP is an educational program designed for learning about U.S. geography. It displays four possible Hi- 
Res maps of the U.S., showing states, vegetation, January solar radiation level, and July solar radiation level. On 
any of the maps, one can locate any of 300 cities and find the distance between them. For each city requested, the 
program displays both the location on the map and city statistics, such as population, zip code, area code, time zone, 
and latitude and longitude. There is also a state capital quiz. 

The graphics in the program are excellent, although they are substantially better in color than in black and white. 
The execution of the programming is extremely good — but the material presented is very poorly chosen in some 
cases. For example, an elevation map would have been excellent as would mean high temperatures for January and 
July — but the solar radiation level? Calories per square centimeter don’t do much to tell people whether it’s hot or 
cold — even for this reviewer who happens to be a physicist! The state capitals quiz only goes through its list in 
alphabetical order according the the capital name and starts at a random location. Thus, it is relatively little help in 
reviewing, and there are no provisions for redoing ones you missed. Perhaps the most serious problem in the system is 
that there is no provision for updating the data or adding new towns. This prevents the user from personalizing the 
program and, of course, the 1970 census data is now out of date. 

Allowing the user to concentrate on a particular state with, say, that state’s outline and some state data would 
have been useful; additionally, a world map would have been excellent. In summary, SUPERMAP is extremely well 
executed programmatically, but is lacking in terms of flexibility and educational content. 


UNCLE SAM’S JIGSAW Department: Education 

Company: The Muse Company Sugg. Retail: $12.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 32K Diskor Tape: Tape 

EASE OF USE 80 DOCUMENTATION Self RELIABILITY 80 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 30 ERROR HANDLING 80 
VISUAL APPEAL 30 


UNCLE SAM'S JIGSAW gives us an outline of the U.S.A. in Hi-Res graphics and an outline of one of the states is 
shown in proportion beside it. If the player can identify the state, two points are scored. If the player cannot identify 
the state at this point or identifies it incorrectly, the state is moved to its geographic location within the outline. If 
the state can be identified at this point, then one point is scored. An entertaining and instructive program. 
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MAP READING 
Company: Micro Power & Light 
Language: Applesoft 

Hardware Requirements: 32K 


EASE OF USE 70 DOCUMENTATION 
VENDORSUPPORT 70 PRICE/USEFULNESS RATIO 
VISUAL APPEAL 


Department: Education 
Sugg. Retail: $29.95 
Availability: 3 
Disk or Tape: Disk 


Self RELIABILITY 85 
65 ERROR HANDLING 85 
55 


MAP READING is limited to instruction of determining distance and direction on a map. There are other skills in- 
volved in map reading that should have been included in the program and hopefully the authors will expand in this 
area. Visual appeal is fair— better use of the Apple’s capabilities would have been beneficial. MAP READING is ap- 
plicable in primary grades as an introduction to map reading skills. 


SOCIAL & ECONOMIC SIMULATION 
Company: Creative Computing 

Language: Applesoft 

Hardware Requirements: 48* 


Department: Education 
Sugg. Retail: $24.95 
Availability: 5 
Diskor Tape: Disk 


EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 85 


SOCIAL & ECONOMIC SIMULATION is a group of three programs suitable for junior and/or senior high school 
social studies classes. Each program defines a model, then allows the student to run different computer test cases by 
changing the starting parameters. Each program also includes sample exercises and background information. This is 
an excellent teaching tool. 

LIMITS is a model of the world which demonstrates that there are limits to sustained growth. It is a microcom- 
puter version of an MIT project called “Limits to Growth.” It assumes that population, food supply, resources, in- 
dustrial output and pollution are linked together by six variables: birth and death rates, food production rate, 
resource usage rate, industrial growth, and pollution rates. 

The results of the model are generated for a 125 year period to the year 2100 A.D. both graphically and in tables. 
Students can either run a standard case or modify the percentages of any of the six variables by setting them to start 
in any particular year. The object is to produce a stable world without causing an industrial or population collapse 
through unlimited growth. Although the gross aspects of the model are discussed for the teacher and students to ap- 
ply, some of the more subtle aspects of the model are not. Since the model does not allow you to adjust a variable 
more than once for an entire run, one can not fine tune the case model over a specific time period. However, the pro- 
gram does demonstrate the limits of uncontrolled growth while allowing students to try their theories in controlling 
it. The model takes about two minutes to run each case. 

USPOP explores the population growth of the United States. In a detailed simulation involving age and sex 
distribution plus fertility rates, one can study the projected changes in the future population. This program does 
allow you to stop the simulation and change your assumptions before continuing. You can assume that fertility fac- 
tor will remain constant or change slowly while reaching a new level within a specific time frame. The results are 
shown in either graphic or tabular form. 

MARKET allows two people to play the roles of competing bicycle companies in the marketplace. Each player 
decides the production level, advertising budget and unit price of the product. The object is to make a profit. The 
model is complex enough to include inventory and debt costs. It is a simple but useful model for teaching elementary 
business concepts. 
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MISCELLANEOUS EDUCATION 


CAI PROGRAMS 1& ll Department: Education 

Company: Creative Computing Sugg. Retail: $24.95 

Language: Integer Availability: 5 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 30 DOCUMENTATION 80 RELIABILITY 95 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 82 


The CAI PROGRAMS contain six modules suitable for children in grades 3 through 6. One module includes 
lessons on spelling, two geography, and three mathematics. The two geography module/programs are similar; one 
considers a map of Europe, the other a map of the United States. A capital flashes and one must identify the state or 
country either by spelling the entire name correctly or by entering its first letter. If a student misses an identification, 
it is presented again sometime later on (or possibly several times) until the computer is sure the student has learned 
that state’s location or its spelling is mastered. Unfortunately, some places are difficult to spell, and a student who 
knows his countries is often penalized. However, from a positive standpoint, geographical spelling mastery inadver- 
tantly becomes a side-benefit. This brings us to the system's spelling program. It displays a word slowly, then asks 
the child to spell that word after it is erased from the screen. This is one way to utilize spelling drills without a voice 
card. It requires a good short-term memory, for the word is displayed on the screen for only a few seconds. 

The math programs vary in quality. Perhaps the best among the modules is ADD WITH CARRY. It offers drill 
and practice on sums requiring numbers to be carried. It is foolproof, requiring the student to obtain a correct 
answer and form the proper habits in adding large numbers. MATH DRILL allows students to practice addition, 
subtraction, multiplication and division. Functional numbers are no larger than 12 (i.e., 12x5), with some problems 
involving a time limit. METEOR MATH rewards young children by shooting down a menacing meteor if they solve 
a simple math problem correctly. It helps the child master the simple counting procedures used to determine the sum 
of two small numbers by slowly lighting up the squares in the two dice-like blocks that the child is adding together. 


SHELL GAMES Department: Education 

Company: Apple Computer Inc. Sugg. Retail: $29.95 

Language: Integer Availability: 9 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 30 DOCUMENTATION 30 RELIABILITY 30 

VENDOR SUPPORT 30 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 30 
VISUAL APPEAL so 


SHELL GAMES, an Apple Computer Inc. product, is certainly an educational program. It is versatile, flexible 
and emphasizes teaching rather than just testing. At the same time, it is a “fun” program in that it makes learning an 
enjoyable experience. 

The program utilizes three formats for testing. Its power is exemplified by the fact that the user can key into these 
three formats any information that he or she desires. This way, parents, for instance, can enter into the program up- 
to-date questions that are relative to what their child is currently studying. Quiz structures are: 

(1) THE MATCH MACHINE — This program uses a matching quiz format. The categories that come with the 
program include: animals and their young, pseudonyms, state capitals, secret identities, presidents’ birth- 
places, sports and inventors. 

(2) PROFESSOR TRUE — This section of SHELL GAMES has a true/false format for teaching American 
history. A bonus included is that after the question has been answered, the user is given some interesting data 
concerning the answer. 

(3) MR. MULTIPLE — This is a multiple choice format quiz that also utilizes the option of giving the user facts 
that expand on the answer after the question has been answered correctly. 

If you're looking for a program to motivate your child to learn, this is it. 
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APPLE PILOT Department: Utilities 


Company: Apple Computer Sugg. Retail: $150 

Language: Pilot (Pascal sub-set) Availability: 8 

Hardware Requirements: 48K DOS, 3.3, 2 drives Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 92 RELIABILITY 95 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 98 ERROR HANDLING 93 
VISUAL APPEAL 94 


APPLE PILOT is a specialized language developed for interactive teaching and learning. The Apple version of 
PILOT is very efficiently designed, utilizing the total capabilities of the Apple II. The package includes two diskettes 
and two manuals. It is necessary to have two disk drives in order to develop lessons in PILOT. The program requires 
only a single drive to run the lessons after creating them. The most important part of the system is the Author 
diskette, which allows one to create, print, or edit lessons. The development of each lesson is generated from the 
combined processing of four editors. The following describes the editors and their capabilities: 


Lesson Editor 


The lesson editor is the most important feature of the system, in that it creates text and brings together the output 
of the graphics and sound editors. 

The lesson editor is a screen-oriented version, possessing some very sophisticated features which immediately im- 
press the user. It allows all the standard editing capabilities, such as character insertion and deletion, plus search 
and replace functions that operate on a line as well as at the character level. APPLE PILOT further allows you to 
retrieve characters which might have been erroneously erased while using the delete mode. The editor has the 
capability of creating lower case on the screen, a feature that is almost a necessity in the classroom environment. The 
overall functions of the editor initally appear to be awkwardly implemented, on the first use. Each keystroke 
resulted in unexpected results. Frequent reference to the manuals was at first necessary; however, the major func- 
tions are soon assimilated after normal use. Essentially, during the course of a few hours spent in working with the 
lessons, the quick reference card that accompanies the program becomes the only necessary recall source. 

The Lesson Editor is used to create the main body of the text, allowing the user to intersperse sound or graphics 
between the text wherever desired. The editor, in a general sense, is very similar to Pascal; both languages are 
highly-structured. Also, line numbers are not required, making editing a breeze. The program allows you to perform 
error-trapping by specifically designating the exact location of a bug. This feature will prove to be a significant help 
in the debugging process. Overall, the Lesson Editor is well-documented and, with reading and practice, can be 
learned fairly quickly. 


Character Set Editor 


The character set editor allows the user to redefine the keys on the keyboard to create alternative symbols for 
shape tables or animation. As a general rule, animation design can be a lengthy process; if one intends to do much 
animation using the system, the PILOT Animation Package is strongly recommended. The character editor allows 
the user to redefine any key, including lower case characters generated by the software. Several character sets come 
with the sample lessons; you may even recognize Maxwell, the friendly little man who also appears in the “Dos Tool 
Kit”. Incidentally, the character set is the same in the “Tool Kit”. In truth, the character editor is a nice addition to 
the PILOT System; however it requires some patience to master. 


Graphics Editor 


The graphics editor is the most exciting feature of the PILOT package. The editor is very well constructed in terms 
of ease of use, documentation and help-prompting. Ease of use can be credited to the “rubber band cursor”, which 
allows one to use the keyboard as well as the game controllers for creating pictures. The features of this editor in- 
clude the ability to draw lines, boxes, frames, circles, and ovals using any of the major seven colors. The help screen 
is easily accessed and well-designed. Also, the ability to tell where the cursor is located in relationship to each row 
and column allows the user to ensure that the graphics never overlay the text windows. One of the major attributes 
of the system is the ability to easily intersperse text and graphics and set up viewport windows for storage. This is ac- 
complished with a very simple one line statement. Normally, this task would require a lengthy Basic statement. One 
also is allowed the ability to load pictures saved from this editor by a “quick load” technique, which displays the 
screen immediately. The user also has the option of displaying the picture in the sequence in which it was created, 
thus allowing you to watch it while it is being drawn. After using both the keyboard and paddle inputs, it was 
discovered that the keyboard was better for detail work, while the paddles were better suited for large pictures. The 
graphics procedures are easy enough to understand that anyone can learn to use them quickly. 

In summary, this is an excellent software package for computer-aided instruction utilizing Apple graphics, either 
for the classroom or for enthusiasts who wish to learn some of the rudiments of CAI programming techniques. 
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SSE ENUCATOR Il Department: Education 


Company: Small Systems Engineering Sugg. Retail: $60.00 

Language: Applesoft (Uses DOS 3.2) Availability: 3 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 60 DOCUMENTATION 60 RELIABILITY 85 

VENDOR SUPPORT 74 PRICE/USEFULNESS RATIO 30 ERROR HANDLING 70 
VISUAL APPEAL 65 


SSE EDUCATOR is an educational package intended to provide a mechanism for generating multiple choice or 
true-false questions either with or without supplementary information on each question. Sample programs include 
optical illusions, the metric system, the atomic table, two genetics programs, and several others. 

Overall, the program is unsatisfactory. The multiple choice test lacks flexibility and good form — you have to tell 
the program how many problems you want to do before seeing any of them and line breaks occur at arbitrary posi- 
tions rather than at the end of words. The sample programs are poorly chosen. For example, it is questionable that 
someone would want an atomic table that lists one line at a time by typing in the name, symbol, or atomic weight. 
The computer serves no useful purpose in this exercise. A printed chart would provide the same results. In several 
cases, the information presented and the answers to the questions in the sample problems were wrong! (For example, 
a cube 1000 cm on a side has a volume of one billion cubic cm (10°), not one million (10°), as displayed. 

This programm suffers strongly from being in the wrong category. Sold as a framework for generating and grading 
multiple choice and T/F questions in the $10 to $15 price range, it would have been rated higher. As a $60 educa- 
tional tool with detailed sample programs and extensive documentation, it doesn’t make it. 


IMPROVING MEMORY SKILLS Department: Education 
Company: Educational Programming Systems Sugg. Retail: 5100.00 
Language: Applesoft Availability: 5 
Hardware Requirements: Apple Il or Il+ with 32K and disk. 

Serial printer for printing Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 

VISUAL APPEAL $0 


This is one of a series of courses in the CompuCourse Program published by Educational Programming Systems. 
Like the other courses, this one shares some common minor and major comments. These are stated in the review for 
PERSONAL FINANCIAL PLANNING in this same section. 

The computer-based portion of this course outlines the Ebbinghaus experiment (an experiment to show how 
memory is affected by time), recall by classification, recall by acrostics, recall by association, and then goes on to 
show the key-word alphabet, concluding with a section on names and faces. 

Like other courses in this series, the knowledge included in the course may be found on the shelves of the local 
library IF the user wishes to pursue it in depth. 

All of the sections are very well done — a characteristic of this series of courses. The computer generates lists for 
you to memorize and then tests you in your ability to recite the lists. One general problem is that the lists are finite 
and not random, so the usefulness of the program over a period of time goes down, since you will get the same lists 
each time the program is run. A second weakness is in the names vs. faces section. The pictures shown use the Apple 
Hi-Res screen, but the faces are quite crudely drawn. This is sufficient for the basic purpose of teaching you to look 
for certain characteristics, but in the real world the distinction between two different faces is sometimes not as clear 
as the program would have you believe. There are many good graphics development packages on the market now; 
perhaps one could have been used to add shading and depth to the faces pictured here. (An idea for a programmer: 
Develop a program to draw faces from catalogs of face parts much like the police artist.) 

The documentation that comes with the course is excellent, as is the packaging and screen representations. If you 
really feel you need the computer to push you into study of memory techniques, then this is a program for you — but 
remember, practice is necessary, and that is your responsibility, not the computer's! 

There must have been something else I wanted to cover in this review — but I can’t remember what it is. . . 
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PERSONAL FINANCIAL PLANNING Department: Education 


Company: Educational Programming Systems Sugg. Retail: $100.00 
Language: Applesoft Availability: 5 
Hardware Requirements: Apple Il or Il+ with at least 32K 
and disk. Serial printer for output Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 90 


The PERSONAL FINANCIAL PLANNING program is part of a larger CompuCourse Program being published 
by Educational Programming Systems. Each of the programs in CompuCourse are well constructed and good buys, 
but they all also share some minor and a few major shortcomings the buyer ought to be aware of. These are outlined 
here. 

General comments: 

Each of the three courses reviewed comes with a set of two protected disks using DOS 3.2.1. The disk must be 
booted to begin. At this point one must then sit through five screens of credits and warnings before doing anything 
else. This is OK a few times, but rapidly gets to be tiring — especially since RESET is not captured so you must 
reboot if you have an older system and let your finger stray up from RETURN. 

In most cases the program lets you know when long pauses will occur, but not all. In a few instances on all disks 
you will find a blank screen and inactive disk drive for periods of several seconds. You wonder if anything is wrong. 

The text is presented a screen at a time; typed at extremely slow speeds. That’s fine for the first time, but a real 
pain when you want to get back into the program where you left off. Several minutes can be wasted just waiting for 
the machine. 

Personal codes are required to be entered before you are allowed access to any information previously stored on 
the disk. That is an excellent feature since you can use these programs for personal planning and may have your own 
records filed at some point. 

Finally, there is an option for printing screens if desired — but it only works for serial printers. That is stated 
clearly in the instructions; but, to my mind, limits the program use since a large section of the buying public owns 
parallel interfaces. It’s not that difficult to write a program that can use either and this should have been done. 
Specific comments: 

The PERSONAL FINANCIAL PLANNING program consists of two disks and a large binder full of information. 
The binder is divided into blue pages and white pages with the computer related text on the blue and the tutorial in- 
formation on the white. This is a useful organization and helps find particular information fast. 

The course teaches all of the important points regarding personal finance and is structured in sections: Personal 
balance sheet; Income/Expense accounting; Insurance management; Estate evaluation; and Income/Expense pro- 
jection. Each section is taught in the classical manner with an example being presented first, an interactive session 
(in many cases) where you can change the example and see what happens, and then you are given the capability to 
use your own data to do your own planning. At any time during the example it is possible to skip to the end and start 
your own planning. 

Nothing radical or out of the ordinary is presented by way of education. In fact, most of the information is readily 
available in book form at far less expense (Sylvia Porter is one author, for example). The benefit derived from buying 
this course over those books is that the course FORCES you to learn the material by doing. That, coupled with the 
high apparent cost, gives you strong motivation to stick with it. It’s too easy to just skim through a book and not real- 
ly learn anything. 

If you are really interested in LEARNING about personal finance then this program is a good way to begin. 


ADVERTISING TECHNIQUES Department: Education 

Company: Micro Power & Light Sugg: Retail: $24.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION N/A RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 75 


This program is appropriate for the upper elementary through high school level student. It includes four tech- 
niques that producers use to advertise to consumers. It shows how powerful advertising is in regard to persuading the 
public. Examples are presented and tests given regarding each technique. Visual appeal is somewhat limited but 
program content is informative. 
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PLANNING CASH FLOW Department: Education 


Company: Educational Programming Systems Sugg. Retail: $100.00 
Language: Applesoft Availability: 5 
Hardware Requirements: Apple Il or Il+ with 32K and disk. 

Serial printer for printed output Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO so ERROR HANDLING 80 

VISUAL APPEAL 90 


PLANNING CASH FLOW is one of several CompuCourse programs published by Educational Programming 
Systems. (See PERSONAL FINANCIAL PLANNING for general comments about this series.) 

PLANNING CASH FLOW will be of great use to the business student and to the small businessman involved in 
manufacturing. While the title of the course involves cash flow, what is actually studied is working capital which is 
of far more interest to the businessman. Specific topics covered in the computer examples are: Working capital 
analysis; Credit policy analysis; Inventory/order analysis; Inventory/production analysis; and Cash flow planning. 

While the models are relatively simple, they should do for most small businesses with small computer needs on the 
order of the Apple II. Even if not used for actual record keeping and decision making, this package will give the 
businessman a solid background from which to grow. 

All of the applications in the course appear to be well constructed, with the “example then do” structure enhanc- 
ing learning. Of the three courses currently on the shelf, this one probably has the most information crammed into 
the two disks. Also, unlike the other two courses, you cannot readily pick up a popular book on the subject. Many 
books have been written on cash flow, but all are texts which really require a classroom environment for discussion 
and learning. 

This package comes highly recommended for those who need to learn how to deal with working capital for a 
business. 


PERCEPTION PACKAGE Department: Education 

Company: [Edu-Ware Sugg. Retail: $24.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 48K & disk Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL 85 


Three different measures of visual perception are presented in PERCEPTION PACKAGE. They are as follows: 

PERCEPTION I — Tests the participant's ability to match the length of lines and spaces with one another or select 
from the menu the display (1-5) desired and use the paddles (or joysticks) to match the line with the one generated 
by the computer. The scoreboard relates information regarding how accurately lengths were matched and the 
levels of difficulty involved in the task. 

PERCEPTION II — Tests one’s ability to remember the exact figure of a geometric figure and compare its con- 
figuration to others which are like it in form and size. You do not see the whole figure at one time. Instead, a par- 
tial view of the figure is shown through a window which falls through the height of the screen. Two difficulty 
variables are given for the user to utilize: (1) the number of points or vertices in figure and (2) how much variation 
there is between the displayed “test” figure and the comparison figures. The user is provided with 48 levels of dif- 
ficulty, all controlled by user input. Scores are displayed on a scoreboard. 

PERCEPTION III — This game presents a number of geometric figures, all of which are the same shape but vary in 
size. The object is to compare the master figure with the comparison figure, which is exactly the same size.as the 
master figure. It requires you to store the sizes in your visual memory, since the figures are displayed for only a 
short period of time. The user can control the selection of 10 others which are like it in form and size. 


Perceptual ability is related to reading; the (child) student who is just beginning to learn to read will find these ex- 
ercises useful and helpful. In addition, the system is helpful in aiding one’s recall ability. 
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APPLE MUSIC THEORY Department: Education 


Company: Apple Computer Co. Sugg. Retail: $50.00 

Language: Applesoft Availability: 8 

Hardware Requirements: 32K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 80 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL 80 


APPLE MUSIC THEORY is a set of educational programs that provide theory, drill and practice skills involving 
reading and listening to music. The programs fall into four categories: Introduction, Terminology and Notation, 
Rhythm, and Pitch. 

Terminology and Notation contains four programs that give students practice in identifying notes, key signatures 
and musical terms. Rhythm covers note types, counting, comparing written and performed rhythm and playing 
rhythmic patterns. Finally, Pitch contains lessons on interval recognition, sight and sound correlation, scales and 
chords. 

Each of the lessons consists of a series of drills pertaining to the topic covered. The booklet contains a short course 
on music theory for that topic but doesn’t pretend to substitute for a good textbook. The student may then choose a 
level of difficulty for his lesson. In most cases, the student is either presented with a graphic representation of the 
music or a range of musical tones that pertain to the question. For example, in a five note harmonic, one might be 
asked to identify the note by sound that doesn’t match its written counterpart. 

This program is meant to be used as a supplement to classroom instruction. It becomes very helpful to students 
who need extra practice since it allows students to proceed at their own level. In summary, the lessons are presented 
nicely, but the Apple’s sound system leaves something to be desired. 

NOTE: Apple was thoughtful enough to provide a backup disk for its protected software. 


APPLE GRADEBOOK Department: Education 

Company: Creative Computing Software Sugg. Retail: $24.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 85 
VISUAL APPEAL 75 


The APPLE GRADEBOOK is especially designed for a teacher's record keeping and grading tasks. The teacher 
can enter a maximum of 35 sets of scores for any one class. The master index includes the following: 1) new class 
roster, 2) set of scores, 3) changing students’ scores, 4) changing existing rosters, 5) examining individual student 
records, 6) summary of current statistics for an entire class, and 7) catalog of disk contents. 

The program's main advantage to the teacher lies in easier and more accurate record keeping. Printed copies can 
be obtained. 


ARISTOTLE’S APPLE Department: Education 

Company: Stoneware Sugg. Retail: $34.95 

Language: Applesoft Availability: 5 

Hardware Requirements: 48K (Integer basic ‘‘boot’’) Diskor Tape: Disk 

EASE OF USE 90 DOCUMENTATION 41 RELIABILITY 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 90 
VISUAL APPEAL 85 


Don't be misled by the non-descriptive packaging or skimpy documentation of Aristotle's Apple; there is a pretty 
good program hidden under that bland cover. 

The program is meant to be used as a teaching aid. The user is able to put in questions and have the program for- 
mat them into various kinds of quizzes, multiple choice, fill-in the blanks and matching. You may also have not only 
“the” answer, but an alternative one. The program is easy to use with attractive screen layouts. 

The “boot” program should be changed so that Apple II Plus owners could use the program without an Integer 
card. 

For parents trying to help their children absorb various kinds of information, we highly recommend Aristotle's 
Apple. 
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STEP BY STEP Department: Education 


Company: Program Design Inc. Sugg. Retail: $59.95 

Language: Applesoft Availability: 8 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL N/A 


STEP BY STEP is an excellent course on Basic programming for beginning Apple programmers. The program in- 
cludes 10 lessons, beginning with the essentials and proceeding to more difficult and interesting features of Basic. 
The system teaches programming skills common to all small Basic-speaking computers. Each lesson is divided into 
two parts with a quiz at the end of each lesson. Upon finishing the course, two quizzes are given; the first covering 
lessons one through five the second, lessons six through ten. One receives feedback concerning their score on the 
quizzes. However, the author fails to provide the correct answers to questions answered incorrectly on the quiz. 

The books and manuals that are supplied with the Apple provide the bulk of the information to be found in STEP 
BY STEP, so you may want to think twice before laying out $59.95 if you are concerned with redundancy. 


MEMORY MYTH Department: Education 

Company: Micro Power & Light Sugg. Retail: $19.95 

Language: Applesoft Availability: 3 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION Self RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 75 


This is a memory game consisting of 12 levels of difficulty with nine exercises included in each level. Characters, 
letters and numbers all are presented on the screen within a certain time limit. The participant must input those 
characters in a variety of instructed ways within a four second time limit. The object is to beat the computer and 
knock or “stamp” Rumpelstiltskin, (a Lo-Hes character) off the screen. For the adult, the game isn’t challenging due 
to the fact that the characters are flashed on the screen for too long a duration of time. It is best to start at the begin- 
ning since one must play several levels to stamp Rumpelstiltskin off the screen. If you begin a level 12, upon a suc- 
cessful completion, the program returns to level 1 and proceeds to go through 2,3,4 etc. 

The game, however, provides an enjoyable test of memory skills for the child. 


TYPING TUTOR Department: Education 

Company: Microsoft Sugg. Retail: $15.00 

Language: Integer Availability: 8 

Hardware Requirements: 16K Disk or Tape: Tape 

EASE OF USE 80 DOCUMENTATION so RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 85 
VISUAL APPEAL 80 


TYPING TUTOR is an progressive typing program that not only teaches you to type but helps you build faster 
typing skills. An innovative feature is TYPING TUTOR'’s “Time Response Monitoring” which monitors the 
keyboard. This enables the computer to monitor your speed on each key individually by checking your typing 20 
times per second. 

The author's excellent documentation includes an explanation regarding the characteristics unique to typing on a 
computer, in addition to details regarding the program itself. The menu begins with the basic keys and then pro- 
ceeds to numbers and symbols. The participant chooses the appropriate level and the type of lesson desired — either 
longer passages or a series of new letters. Progress reports and evaluations are inc!uded. Options such as “allow 
slower response” are offered, enabling you to adjust the response time. 

While there are some differences between the Apple II keyboard and a standard typewriter, you should be able to 
adapt easily once you know the location of the keys. 

This is a unique and useful instructional program for many purposes. 
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UTILITY PROGRAMS 
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UTILITIES 


Utility programs are an integral part of making the best and easiest use of the Apple Computer. 
They run the gamut from disk repair programs and shape table builders to mathematical pro- 
grams and assemblers. Some of these programs are extremely useful and will save the user hours of 
tedious work, if not frustration. 

But what does one consider important programs when one looks at the dozens of offerings that 
fill the dealers shelves? Of course it depends on your needs and in what programming language 
one usually writes. For Basic programmers, one needs a good line editor. Machine language pro- 
grammers need a good assembler and possibly a linkage editor. 

Owners of disk drives need programs that manipulate files from one disk to another and owners 
of just one drive need a single disk drive copy program to back up disks. More advanced users 
might consider disk utility programs that are capable of editing and rewriting sectors on the disk. 

Hi-Res graphics programmers definitely need a good shape table maker and editor and, 
possibly, if they don’t own a graphics tablet, a graphics package for creating Hi-Res pictures. For 
those who want to work in the third dimension, there are several programs that will create, rotate 
and animate three-dimensional pictures. 

Of course, there are those who like languages. There are programs offering a more structured 
Basic. Others offer versions of Pascal and Forth. And finally, there are the mathematical utilities 
that help the engineer or scientist solve formulas or equations simply. 

The utility program market has literally burgeoned in the last year. Programs which were 
developed by individuals to make their work easier and which were traded among friends have 
been refined and offered commercially. This next year should produce programs that will meet 
every user’s needs. 
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MISCELLANEOUS UTILITIES 


DOS TOOL KIT Department: Utilities 

Company: Apple Computer, Inc. Sugg. Retail: $75.00 

Language: Applesoft Availability: 9 

Hardware Requirements: 48K &DOS3.3, Disk Drive Disk or Tape: Disk* 

EASE OF USE 82 DOCUMENTATION 83 RELIABILITY 83 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO so ERROR HANDLING 30 
VISUAL APPEAL 85 


Apple Computer Inc.’s new DOS TOOL KIT consists of five major segments: 

(1) The Applesoft Programmer’s Assistant 

(2) Hi-Res Character Generator 

(3) Animatrix 

(4) The Relocating Loader 

(5) 6502 Editor-Assembler 
A) The APPLESOFT PROGRAMMER'’S ASSISTANT does a number of things to assist you in writing and changing 
Applesoft programs: 

(1) Merge files (Appending) 

(2) Renumber programs 

(3) Auto line numbering 

(4) Display hidden control characters 

(5) Length of program (number of bytes) 

(6) Compress programs (removes REM statements) 

(7) Additional keyboard characters: — underscore, back slash, left bracket 

(8) Allows a cross reference listing of Applesoft programs (lists each variable followed by the line number) 

B) HI-RES CHARACTER GENERATOR 

This is a set of Assembly-language subroutines for displaying text on the Hi-Res graphics screen. The program's 
features include: 

(1) Comes with 21 character sets (e.g., Greek, Katakana, Cyrillic, Roman, etc.) 

(2) The user can create his own character sets. 

(3) You may display upper and lower case text. 

(4) Allows intermixing of text and Hi-Res graphics. 

(5) Normal and inverse video 

(6) You may write text over a background. 

Also, within this part of the program are three games, namely RIBBIT, SKYLAB and MAXWELL, which 
demonstrate the use of the character generator and ANIMATRIX. 

RIBBIT is an excellent animation program (arcade quality) that involves an animated frog in a pond that jumps 
up to catch passing butterflies. Paddles control the height of the jump, the direction the frog faces and its ability to 
hop after the butterfly. The entire game uses print statements with a character set that makes the figure of a frog and 
the figure of the butterfly. 

C) ANIMATRIX 

With ANIMATRIX the user can create and edit character sets for the Hi-Res character generator. 
D) THE RELOCATING LOADER 

Using this program allows the user to load relocatable Assembly-language modules from an Applesoft program so 
that the program can run on Apples of different memory sizes. 
E) Apple 6502 ASSEMBLER/EDITOR 

This program consists of three parts: the Editor, the Assembler and the Command Interpreter. The Command In- 
terpreter is always in memory and is responsible for loading either the Editor or the Assembler into memory as they 
are needed. 

(NOTE: This Assembler/Editor is described in detail in our Assembler section.) 
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PROGRAM LINE EDITOR Department: Utilities 


Company: Synergistics Sugg. Retail: $37.50 

Language: Machine Availability: 6 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 95 RELIABILITY 95 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 100 
VISUAL APPEAL N/A 


If there is one utility that is a must have for those that do their own Integer or Applesoft Basic programming, it is 
PROGRAM LINE EDITOR. The Apple’s cursor control is just not versatile enough for doing complex editing and 
performs in an awkward manner for inserting characters in a line. 

While there have been some simplistic freebie editors that work on short lines of code, none match the versatility 
of Neil Konzen’s PROGRAM LINE EDITOR. His editor can save the programmer a considerable amount of editing 
time. Many programmers use the Applesoft or Integer versions as their HELLO Program. 

The PROGRAM LINE EDITOR is placed in memory between DOS and the DOS I/O Buffers. Essentially, 
HIMEM has been shifted down 611 bytes. It rarely has an effect on one’s program during execution, but if this does 
occur, there is a program called REMOVE PLE that will reset the HIMEM before execution. 

Normal editing commands are accessed by a Control E, followed by a line number. The line is displayed in 40 col- 
umns across, ready to edit. Other control characters allow one to pack a line if it is too long, delete extraneous 
spaces, move the cursor to the beginning or end of the line, insert or delete characters, re-edit the line if one has 
blown it completely (a lifesaver), delete from the cursor to the end of the line and use a find mode for locating, for 
example, the third colon (:) in a line. 

The program also has a series of built in escape functions plus a program for creating one’s own functions. The 
PROGRAM LINE EDITOR includes the normal escape functions for both normal and Autostart ROMs and defined 
functions that will do a list and catalog automatically, return the computer to page one text, clear the screen, enter 
the monitor automatically, print the value of any 2-byte memory location and calculate the start address and length 
of the last BLOADED file in memory. Escape functions can be created with limitless possibilities. 

This utility program is thoroughly documented and is an important addition to anyone’s library. 


POWER EDITOR Il Department: Utilities 

Company: Programma Sugg. Retail: $49.95 

Language: Machine Availability: 6 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 80 

VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL N/A 


POWER EDITOR II is an assembly language utility designed to enhance BASIC editing capabilities of the Apple. 
The editor is completely transparent to the user and is protected from the user’s program by residing in the DOS buf- 
fers. The program will work with either Integer or Applesoft Basic and can be engaged by an ampersand. 

The program allows one to edit any line; insert and delete single characters; do a literal search within a program; 
engage an auto line numbering routine; slow list or list a program with one statement per line and engage in a lower 
case mode (must have a lower case adaptor). The program also allows one to define macro’s, similar to defining 
escape functions as in Program Line Editor by Synergistics. 

POWER EDITOR as compared with Program Line Editor is comparable. Each has some advantages and disad- 
vantages. POWER EDITOR has some nice listing features but isn’t as versatile as PLE editor. One can only insert or 
delete a single character at a time and if you hit return will delete the rest of the line. Instead one must remember to 
do a control W to copy to copy to the end of the line. Recovering the old line is impossible once you have pressed 
return. There is no feature like a global replace which is offered by PLE’s sister product Global Line Editor. 

In short, although POWER EDITOR II is adequate for the beginning programmer and certainly an improvement 
over the Apple’s editor, it is not as versatile as Syngergistic’s program Line Editor. 
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APPLE Il UTILITY PACK Department: Utilities 


Company: SW Data Systems Sugg. Retail: $16.95 

Language: Integer & Applesoft Availability: 6 

Hardware Requirements: 32K & Disk Disk or Tape: Disk 

EASE OF USE 50 DOCUMENTATION 69 RELIABILITY 80 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 70 
VISUAL APPEAL 80 


THE APPLE II UTILITY PACK is a collection of utility programs for use in developing Apple programs in In- 
teger or Applesoft Basic. The overall capabilities represented are as follows: 

1. RENUMBERING INTEGER AND APPLESOFT PROGRAMS -— prints table of old/new line numbers. 

2. APPENDING INTEGER AND APPLESOFT PROGRAMS — performs the customary functions. 

3. ADDRESS CONVERSION — Converts numbers among several Apple formats: decimal, negative decimal, 
hex, and two-byte decimal. 

4, FINDING LINE LOCATIONS IN INTEGER AND APPLESOFT PROGRAM — finds the location in memory 
of any Basic line for direct modification, etc. 

5. INTEGER V () AND STR$() — gives instructions and demonstration of how to simulate these Applesoft func- 
tions in Integer Basic. 

6. DIRECT SCREEN MANIPULATION — facilitates direct “POKE” of text to the Apple’s screen. 

7. BLOCK MEMORY MOVE ~— rapidly moves blocks of memory up or down any number of bytes from Integer 
Basic or Applesoft. 

The APPLE II UTILITY PACK provides several useful capabilities at low cost to the program developer. 
However, there is very considerable overlap of existing utility features which are readily available as part of the Ap- 
ple system (such as the DOS 3.2 utilities, system monitor, etc.). 


APPLE-DOC Department: Utilities 

Company: Southwestern Data Systems Sugg. Retail: $49.95 

Language: Applesoft [ROM or RAM) Availability: 6 

Hardware Requirements: 32K & Disk Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 90 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING $0 
VISUAL APPEAL 80 


APPLE-DOC is an extremely useful program development and documentation package for programs in Applesoft 

Basic. The capabilities it provides are in the following five areas: 
1. VARIABLE CROSS-REFERENCE — The program examines an Applesoft program and pro- 
duces an alphabetized list of every variable referenced, together with every line number on which 
the variable appears. 
2. VARIABLE DESCRIPTIONS — The user can optionally construct and save a data base of text 
descriptions of some or all variables as described in 1. above. A listing of this data base can provide 
the basis for program documentation external to the Basic program itself. 
3. LINE NUMBER CROSS-REFERENCE — APPLE DOC can similarly produce an ordered list of 
every line number called by a GOTO, GOSUB, etc., together with the lines from which each is 
called. 
4, LINE NUMBER DESCRIPTIONS — These can be entered into a documentation data base in the 
same manner as those for variables. 
5. GLOBAL/SELECTIVE REPLACEMENT ~— The program facilitates automatic global or selec- 
tive replacement of variable names, constants, strings, etc. in the user Applesoft program. 


APPLE-DOC is a very useful product for program development. In fact, it is currently being used by at least one 
software house for documentation and development of its software line. 

The documentation is well laid out and straight-forward, making it easy to use. There are examples for each pro- 
gram to allow the new user to become familiar with the program fairly quickly. 

All in all, this package is highly recommended for the serious programmer, as well as for just about anyone who 
programs in Applesoft. 
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LISTMASTER Department: Utilities 


Company: Southwestern Data Systems Sugg. Retail: $39.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K & Applesoft in ROM Disk or Tape: Copy protected, 3 backup copy capability 
EASE OF USE 90 DOCUMENTATION 90 RELIABILITY 95 
VENDOR SUPPORT so PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 


LISTMASTER is a utility diskette that contains four extremely useful programs for APPLESOFT program 
development authored by Ted Birkhead and Roger Wagner. The programs and their features are as follows: 
1) APPLESEED — A program optimizer that gives the user the option of shortening variable names, combining 
program lines, stripping out REM statements and renumbering a program by ones. This both shortens a program 
and optimizes its execution speed. May be used as a pre-compiler. 
2) RENUMBER PLUS — A renumber utility that offers the option of specifying parameters and specific blocks of 
code for renumbering. Allows the user to retain the logical structure of a program when desired and preserve logical 
blocks of number for routines. 
3) LISTER — A program that facilitates neat and orderly program listings, allowing the user to specify name and 
date banner, top, bottom, left and right margins (even if your printer does not support these functions). It also pro- 
vides a means for creating a text file of any APPLESOFT program for processing by a text editor. LISTER also sup- 
ports transmission over a modem with the proper utility software. 
4) COMP-LIST — A utility that will make a comparison listing of two Applesoft programs stored as text files and 
print out or store as a text file (your choice) the difference between them. 

The programs are well done and very useful. The accompanying documentation is well written and easily 
understood. Error handling is very good, with documented error codes for RENUMBER PLUS. An excellent addi- 
tion to your utility library at a very reasonable price. 


A.C.E. Department: Utilities 

Company: Southwestern Data Systems Sugg. Retail: $29.95 

Language: Applesoft in Rom Availability: 6 

Hardware Requirements: 48K,00S3.3 Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL 80 


A.C.E. or Applesoft Command Editor combines a program line editor with an enhanced version of Applesoft in 
the immediate mode. This means that the included utilities are available while entering or modifying programs. The 
package, which is 6.5K bytes long, effectively moves Himen down and is completely transparent to your Applesoft 
program. 

A.C.E. is a powerful tool for speeding up the design and debugging of a new program. It includes commands that 
enable you to dump any portion of memory, display the number of sectors free on a disk, show the starting address 
and length of the last BLOADed file, give the current memory status, convert numbers from hex to decimal and 
decimal to hex, renumber programs, display the line numbers for which a variable appears, and dump the current 
variable table. 

The ability to dump a variable table allows you to see the order the variables are used in the table. Obviously, if a 
variable that is being used often is at the bottom of the table, the Applesoft interpreter will take longer to find it and 
the program will run longer. Also by placing a break in your program, you can use the list as a debugger, since all 
current variable values are shown. We did find one annoying problem that occurs with names longer than two 
characters. Besides the name being shown as only two characters, trying to reference the line number associated 
with that variable doesn’t work for either the long or shortened variable name. 

Their line editor is adequate for easily editing program lines. One can insert and delete characters, as well as jump 
to any point with a find command. One can change only what is needed, then have the editor accept the line as 
changed without having to copy over the remainder. There is also a cancel mode that will return the original 
unedited line if one makes a mistake. The editor also allows you to define keyboard macros. If a Control-V is defined 
as VTAB, just pressing that key will print VTAB while you are trying your program. With up to seven letter macros, 
a programmer could save considerable time by typing commonly used Basic expressions like HPLOT. 

A.C.E., is a very useful utility. A program line editor is a necessity. While Synergistics may have a more com- 
prehensive editor, A.C.E. has a debug module that is worth the price of the program alone. The program will allow 
you to make three backup copies. 
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PROGRAMMING AIDS !I& Il Department: Utilities 


Company: Dakin V Corp Sugg. Retail: $79.95 

Language: Applesoft/Assembly Availability: 5 

Hardware Requirements: 48K & Disk Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 80 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 60 ERROR HANDLING so 
VISUAL APPEAL 75 


PROGRAMMING AIDS I & II is a very useful package of utility programs for use in the development of Applesoft 
programs. It consists of the following menu-driven functions: 
1. LISTER — titles and format listings of basic programs on the printer. 
2. PEEKER — displays or prints selected records from random-access disk text files. 
3. CRUNCHER — compresses Applesoft code by removing unreferenced REM statements and combining lines. 
4. TEXT FILE COPY — copies selected records from a random-access text file from one diskette to another. 
5. PROMPTER — demonstrates and provides a comprehensive and elegant data entry input routine for use in 
other programs. 
CALCULATOR — performs fast addition and subtraction of numeric string data using twenty place accuracy. 
. DISKETTE COPY — copies and verifies a diskette from one drive to another. 
. SCREEN PRINTER — easily permits sending the current text on the Apple screen to the printer. 
. ARRAY EDITOR — Provides a simple but effective capability to create, modify, print, and save text files. 
. COPIER — Copies any kind of a file or program from one diskette to another by supplying only the name. 
. PATCHER — Makes it possible to display a file on a disk sector by sector, make changes if desired, or perform 
the same functions on any given sector of a diskette. 
12. LINE CROSS REFERENCE — Prints or displays a cross-reference list for all referenced lines in an Applesoft 
Basic program. 
13. List for all variable names used in an Applesoft Basic program, showing every line number whcre each variable 
name is used. 
14. CALCULATOR II — Performs fast multiplication and division of numeric string data using twenty-place 
accuracy 
PROGRAMMING AIDS I & II is a very useful package. It is easy to use, has comprehensive and tutorial-like 
documentation plus excellent error-handling capabilities. 
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APPLESOFT OPTIMIZER (AOPT) Department: Utilities 

Company: Sensible Software Sugg. Retail: $20.00 

Language: Applesoft [ROM or RAM] Availability: 9 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 80 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 70 


APPLESOFT OPTIMIZER provides a kind of first-order optimization for Applesoft Basic programs. The user 
may invoke either one or two optimization procedures by using the ‘&’ (ampersand) vector feature. Features include: 

1. VARIABLE NAME OPTIMIZATION — The program automatically renames all variables in the user program 
to unique one-or-two character variable names. Long variable names with the same first and second characters 
(treated as the same variable by Applesoft) are converted into distinct names that Applesoft can process separately. 
Besides reducing program length, this feature can be useful if, for instance, Integer Basic programs are to be con- 
verted into Applesoft versions. The Eeomrem is a bit heavy-handed in that the new, shorter names probably bear no 
mnemonic resemblance to the old n 

3. REMARK DELETION/LINE. COMPRESSION — Remarks, extra colons, and unreferenced lines in the user 
program are deleted, shorter lines are automatically combined into fewer long lines, and the program is 
automatically renumbered from one by one to save memory. (Unfortunately, these functions are not separately 
available as options.) 

The APPLESOFT OPTIMIZER provides a potentially useful if somewhat radical approach to reducing program 
size and increasing execution speed. 
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LINKER Department: Utilities 


Company: Quality Software Sugg. Retail: $49.95 

Language: Assembly Availability: 3 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY so 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING so 
VISUAL APPEAL 75 


LINKER is a linking loader/editor for the Apple II that can be used with virtually any 6502 assembler on the 
market. It has the following capabilities: 
1. Dynamically LOADS AND RELOCATES your assembly language programs anywhere in RAM. 
. COMBINES A MAIN PROGRAM WITH SUBROUTINES to form a composite, executable program, allowing 
you to assemble a subroutine once and then use it in as many programs as you wish. 
. PRODUCES A MAP of all loaded routines, giving their location and the total length of the resulting module. 
. AUTOMATICALLY LOADS each subroutine as it is needed. 
. Will SEARCH MORE THAN ONE DISKETTE for subroutines if desired. 
LOADS either UP from an address OR DOWN from an upper boundary. 
. ROUTINES are either PACKED together OR forced to EVEN PAGE ALIGNMENT at your option. 
. Can be called as a subroutine itself to LOAD PROGRAMS DURING EXECUTION and MANAGE OVERLAYS. 
. Comes with a starter LIBRARY OF SUBROUTINES including: 
Print text strings, Multiply, Divide, Format numbers for printing, Convert an ASCII number to binary, Delay 
in tenths of seconds, Tone generator, Random number generator, and Complete DOS text file access (OPEN, 
CLOSE, POSN, READ, WRITE). 
LINKER is perhaps best utilized by experienced programmers; however, with some time and patience, it can be a 
useable tool for novice assembly language programmers. The program is fully documented and has examples of how 
to use its library subroutines. 


MEMORY MANAGMENT SYSTEM Department: Utilities 
Company: Computer Data Services Sugg. Retail: $40.00 
Language: Machine Availability: 3 
Hardware Requirements: 48K, 1 or 2 16K Boards Disk or Tape: Disk 
or Applesoft or Integer ROM card 
EASE OF USE 90 DOCUMENTATION 85 RELIABILITY 80 
VENDORSUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 30 
VISUAL APPEAL N/A 


The MEMORY MANAGEMENT SYSTEM allows you to relocate the Disk Operating System (DOS) to a 16K RAM 
board located in Slot #0. Since DOS normally resides in the upper 10.5K of the computer, it essentially frees this 
space for programming. This allows use of memory locations 2048-49151 ($800 - $BFFF) for Applesoft or machine 
language programs. 

This program overwrites any other machine language program or data residing on the language card. If one owns 
an Apple II (integer machine), Applesoft is overlaid unless you put your old Applesoft card in Slot #4 (providing you 
aren't using the Z-80 Softcard). Since 80% of all machines are Apple II Pluses, this is not likely to cause a problem. 
However, The Apple II Plus has a similar problem with the Integer Basic language being overlaid. 

Since DOS is displaced upwards by $3800 bytes and now resides at locations $D500 - $F7FF, all direct references 
(such as PEEKS, POKES or CALLS) must be recalculated. DOS is still easy to patch from the monitor, since all of 
the DOS routines are unchanged and have a new address $3800 bytes higher. 

There are several minor limitations for programmers. The INIT command no longer exists, and page 3 locations, 
807-1023, are not available for use since this is used as an interface area. Everything else works normally. This pro- 
gram is useful if you need to step beyond the memory limitations of an Apple II's capacity. 
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SUPER SOUND Department: Utilities 


Company: Rainbow Sugg. Retail: $12.95 

Language: Applesoft/Assembly Availability: 2 

Hardware Requirements: 16K Diskor Tape: Tape 

EASE OF USE 80 DOCUMENTATION 70 RELIABILITY 85 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 60 


SUPERSOUND is a utility that will enable game programmers who know nothing about generating sound by us- 
ing machine language subroutines to add sound routines to enhance their programs. The disk has a demo that 
demonstrates 26 types of sound. These include a helicopter, noise sweep, whistling bomb, siren, phaser blast, explo- 
sion, cymbal rhythm and steam train. Each uses various routines: noise, variable upsweep and downsweep, tone 
mixing and tone generation. The calls to use these routines can be obtained by listing the demo. The routines are pro- 
vided as two sets of binary files, one at $IC00 just below Hi-Res page one and another at A$4400 above Hi-Res page 
one graphics. Each is $400 bytes in length. Considering the limitations of the Apple Sound System, some of these disk 
sounds are nicely done. 


ACTION SOUNDS & HI-RES SCROLLING Department: LUlilities 

Company: Avant-Garde Creations Sugg. Retail: $15.95 

Language: Machine & Applesoft Availability: 3 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 65 RELIABILITY 85 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL N/A 


ACTION SOUNDS & HI-RES SCROLLING is a group of machine language routines that can be incorporated in- 
to one’s own program. There are 31 sound routines, including sounds for a teleporter, explosion, laser, foghorn, and 
machine gun, to name just a few. These are sounds that primarily can be used in shoot-em-up games. To encourage 
the user to experiment with his own sounds, the source code is provided in the form of text files. They can be EX- 
ECUTED into the Lisa Assembler for examination and analysis, or reassembled in another location. These files are a 
disappointment, in that the listings don’t include explanatory comments. For those who don’t have an assembler, the 
files can be disassembled without labels using the Apple’s monitor. The documentation provides an example of how 
one can modify a simple laser sound routine which is activated by a paddle button. 

There are also a number of scrolling routines on the disk. They can scroll the screen left or right one byte (7 pixels) 
with or without wraparound, as well as upwards a total of eight lines (one normal character) or 64 lines (a third of 
the screen). 

Source lisings are provided; but, again, these are uncommented. This is unfortunate, because scrolling is an in- 
teresting technique. The routines are not very efficient and consequently are very slow. An attempt was made to 
determine why, but the code was not very straight-forward and therefore difficult to decipher without comments. 
The disk also contains a Hi-Res character font program for putting characters on the screen for observing the scroll- 
ing option. 

The disk is useful for adding simple sounds to game programs or as a start for creating one’s own sound effects. On 
the other hand, programmers will probably find the scrolling routines of little use if they plan to use them in arcade 
animation. 
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SCREEN STAR Department: Liility 


Company: Southwestern Data Systems Sugg. Retail: $49.95 

Language: Machine Availability: 6 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 73 DOCUMENTATION 80 RELIABILITY 90 

VENDOR SUPPORT 81 PRICE/USEFULNESS RATIO 80 ERROR HANDLING $0 
VISUAL APPEAL so 


SCREEN STAR is a screen format system that takes an APPLE PIE 2.0 file and compilies it for run-time use in 
other programs. Using over 70 dot commands it allows for windowing, tabbing, centering, pauses, speed control, 
and generating text in inverse or flashing letters. 

It is basically used for creating instructions or documentation. It could be used for simulating a demo that appears 
as if a user were entering from the keyboard. It is an extremely well-implemented program and is easy to use. The 
documentation is clear and concise. 


APPLEWRITER GRAPHICS Department: Business 

Company: Computer Station Sugg. Retail: $34.95 

Language: Integer/Assembly/Applesoft Availability: 5 

Hardware Requirements: 48K, Apple ll or Apple Il + Silentype, Disk Drive Disk or Tape: Disk 

EASE OF USE 70 DOCUMENTATION 55 RELIABILITY 55 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 50 
VISUAL APPEAL 80 


The three most commonly heard gripes about the Silentype are its use of thermal paper, poor descenders, and lack 
of additional fonts. While the APPLEWRITER GRAPHICS program won't help the paper problem, it does provide 
a reasonable improvement with lower-case descenders and it helps considerably in providing additional fonts, albeit 
all of the same size. 

In order to be able to use the program, you must also have DOS 3.3, the “Dos Toolkit” and the “Applewriter” pro- 
grams; a Silentype printer is also needed. Assuming you have all of the above, this program will materially improve 
the appearance of your word processing printed output. This graphics program will couple any of the 28 character 
sets (13, discounting the shape tables and foreign language sets) with the APPLEWRITER to output text to your 
Silentype’s graphic capability. 

The text output is unidirectional 10 characters to the inch rather than the normal bidirectional 12. It also creates 
additional “dot space” at the bottom of each line for descending characters. Even the standard ASCII character set 
on the “Toolkit” results in a significant improvement to the “readability” of the text. The effects of several other type 
sets, notably BYTE, COLOSSAL, and BLIPPO BLACK, are excellent for business-like legibility, while the SLANT 
and FLOW sets may make a believer out of wife’s search for a “feminine” printing style. 

The program consists of both an Applesoft and an Integer driver, either of which will handle the object program. 
The idea, of course, is to permit a one-Basic user to operate the program. However, the Integer driver has a serious 
bug which appends all the DOS commands it uses onto the text you wish to print. It is fixable, but the Applesoft ver- 
sion, which works fine, is also better-formatted and reminds you how to reset the “Applewriter”’s print file con- 
stants for the maximum line length. You'll also need the normal starting address, $C 100, to configure your word pro- 
cessor. 

APPLEWRITER GRAPHICS won't turn your Silentype into a Diablo, but it will improve its print quality some 
and its versatility a lot, assuming you're happy with “Applewriter” as your word processor. The cost, however, does 
seem a bit steep for its brevity and simplicity and in consideration of the other programs required to make it operate. 

(NOTE: The specific Computer Station APPLEWRITER GRAPHICS program which was reviewed is for the 
Silentype printer. Computer Station also markets similar programs for the IDS 440G/445G, and 460G printers at the 
present time; each of the three programs is priced at $34.95). 
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GRAPHTRIX 

Company: Data Transforms, Inc. 

Language: Applesoft and Machine 

Hardware Requirements: 32K & Graphics Printer 


Department: Utilities 
Sugg. Retail: $55.00 
Availability: 5 

Disk or Tape: Disk 


EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 95 
VENDOR SUPPORT 30 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL N/A 


GRAPHTRIX is a graphics printer utility package that offers some new features unique to the microcomputer in- 
dustry. This package is a menu-driven edition that implements Hi-Res screen dumps from either disk or memory 
(page 1 or 2) and supports all current matrix graphics printers used on the Apple II. 

This package specifically can be used with the following printers: Anadex 9000/9001/9500/9591, IDS 
440G/445G/460/560, Centronics 739, Epson MX-70/MX-80/MX-100, MPI 88G and the Silentype. The interface 
cards that are supported are: Apple Standard Parallel, Apple Centronics Parallel, Epson APL Standard, and the 
C.C.S.7728. 

GRAPHTRIX also allows Applewriter owners the luxury of placing graphics or pictures in their letter files, as well 
as inclusion of footnotes either at the bottom of the page or at the end of chapters. There are capabilities (if the par- 
ticular printer supports them) for using three sizes of magnification, cropping of both top and bottom of screen, 
superscripting (with limitations) of footnotes, and a utility to quickly shift from one Hi-Res screen to the other. 
There are appendices for each printer manufacturer which provide information to the programmer for utilizing 
GRAPHTRIX capabilities in BASIC programs. 

Error handling is accomplished by using Control-C for halting execution and re-running the program. Not very 
elegant, but effective nonetheless. 

All in all, GRAPHTRIX is a most useful utility for the Apple owner who wants to fully utilize the graphics 
capabilities of his printer. The program is priced right and allows for easy backup, which is a blessing in this age of 
copy-protected diskettes. 

NOTE: As this article was going to press, Data Transforms, Inc. announced a Version 1.2 release with an increase 
in price ($65.00). The package will incorporate support for the SSM AIO, Mountain Computer CPS, and the 
TYMAC (for Epson) interface cards. Also, a minor bug in the IDS 460/560 routine was fixed. 
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DISK UTILITIES 


SUPER DISK COPY 3.6 
Company: Sensible Software 


Department: LUlilities 
Sugg. Retail: $30.00 


Language: Machine 
Hardware Requirements: 48K 


Availability: 6 
Disk or Tape: Disk* 


EASE OF USE 95 DOCUMENTATION 90 RELIABILITY 95 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 100 ERROR HANDLING 95 
VISUAL APPEAL 80 


SUPER DISK COPY 3.6 is an exceptional utility package that allows manipulation of all types of disk files under 
DOS 3.1, 3.2 and 3.3. While the program may be unable to copy most protected disks, it is capable of copying 
everything else, including Pascal and Fortran disks. It has three copy modes for entire disks; one of these modes can 
copy from DOS 3.2 to 3.3 or back again and work with either one or two disk drives. 1) It will make a contiguous 
copy of the contents of a disk whose file sectors are scattered over various tracks and lay them down in a straight line 
contiguously on the target disk. 2) It can make a quick copy where only used sectors are copied, or 3) It can peform a 
brute force attempt to copy an entire disk. There is no guarantee that a protected disk’s copy will run. Other copy 
modes include copying files from one disk to another (even if the disk’s DOS structure is not the same) and copying 
just the DOS from one disk to another. 

The program has many other helpful utilities. One can alphabetize all of the file names on a disk, remove DOS to 
allow more space for extra programs or data, undelete a deleted file, correct the file sizes for all the files on a disk (if 
one saves a file that is shorter with the same name, the extra files are not freed in Apple’s DOS), shorten the catalog 
to a maximum of 70 names (frees five sectors on a 16 sector disk for data), replace strange and unseen characters in 
the catalog, and produce a map of the used sectors on a disk. 

This program makes the conversion of DOS 3.2 files to DOS 3.3 simple. It has the same wild card features of FID, 
MUFFIN, and NIFFUM, and performs all the features of these three programs. The documentation is clear and 
complete. The program does extensive error checking and will even check for data on the DOS sectors before it will 
reinstall DOS on those tracks. 

One would find it difficult to fault this program in any way. It combines in one program all the commercially 
available DOS utilities and many of the programs that make the rounds in private circles and clubs. This is a definite 
“must have” utility package. 


DISK PREP 
Company: Sympathetic Software 
Language: Integer 
Hardware Requirements: 32K 


Department: Utilities 

Sugg. Retail: $25.00 
Availability: 6 

Diskor Tape: Disk (3.2 &3.3) 


EASE OF USE 30 DOCUMENTATION N/A RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 70 


DISK PREP is a disk initialization program that will test areas on disk for bad sectors. If any bad sectors are 
found, it will rewrite the disk’s VTOC to another area and seal off the bad sectors from further use, then write a text 
file to the disk containing a report of the bad sectors. If a disk is found to contain bad sectors where the catalog is 
written on track 17, the program will advise the user that the disk isn’t useable. One word of warning — never use 
the reconstruct VTOC utility on a disk containing bad sectors. DISK PREP doesn’t construct a fake file that actually 
uses those bad sectors. The utility program, upon finding no file connected with those sectors, will reset those bad 
sectors as useable. This will cause I/O errors once again. The disk comes with two versions, DOS 3.2 on one side; 
DOS 3.3 on the other. 
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BENEATH APPLE DOS’ — BAG OF TRICKS Department: Utilities 


Company: Quality Software Sugg. Retail: $39.95 

Language: Machine Availability: 8 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION so RELIABILITY 95 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 95 
VISUAL APPEAL 80 


Written by the authors of the best-selling book, “BENEATH APPLE DOS,” this companion package incorporates 
four machine language utility programs that go far beyond those included in the book. Although the programs ap- 
pear to be at a level which would make them very useful to an experienced Apple user, the documentation provided 
contains good “hand-holding” tutorials to assist the novice in repairing his damaged diskettes. 

A track dump/examine program (TRAX) appears first on the menu. TRAX will read any track on a diskette and 
display the internal Apple diskette formatting information while flagging exceptions to standard formats. It is par- 
ticularly useful in locating the specific cause of disk I/O errors or for learning about diskette formatting. It offers 
several display modes and handles 13-and 16-sector formats as well as non-standard formats. 

INIT will reformat one or more tracks on a diskette while attempting to preserve any data remaining on them. 
Both 16- and 13-sector formats are supported. INIT can be particularly useful in repairing damaged sector formats 
on a catalog track or in a file. 

ZAP provides basic capabilities for reading, displaying and updating diskette sectors. Its features clearly exceed 
those of similar utilities on the market for the Apple. More than 50 commands are provided with online HELP 
displays to assist the beginner. Full support is provided for 13- and 16-sector formats, as well as PASCAL and CP/M. 
Locations can be referenced either by track and sector number or (within a file) by relative record number and offset 
byte. Variables may be defined for holding disk address locations. A trace table is maintained for allowing the user 
to back up to sectors previously accessed. A complete 256-byte sector is displayed in both hexadecimal and ASCII 
(with various translation modes available). Sixteen internal buffers are provided, with multiple read/write com- 
mands allowing easy movement of data from disk to disk. The novice need not fear the power of ZAP since it has a 
“write-protect” feature that allows the beginner to experiment without damaging his diskette. Full printer support is 
provided with an optional audit trail of updates on hard-copy. 

The final utility, FIXCAT, automates the process of recovering a damaged catalog track. Not only does it retrieve 
lost sectors by updating the VTOC map and recover accidentally deleted files, but it will also scan the disk for all 
files which do not appear in the catalog and allow the user to interactively and conditionally create catalog entries 
for them. This final program is well worth the price of the entire package for the novice who has lost a catalog on 
“that special disk”. 

It is likely that BENEATH APPLE DOS’ — BAG OF TRICKS will become the standard for disk utilities for some 
time to come. It is almost inconceivable that an Apple II user who would not find at least one of the four programs 
invaluable. 


TRACK & SECTOR LIST Department: Utilities 

Company: Softagon Sugg. Retail: $24.95 

Language: Machine Language Availability: 5 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION $0 RELIABILITY 95 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 30 ERROR HANDLING 30 
VISUAL APPEAL 75 


TRACK & SECTOR LIST is an excellent disk utility program, that will access the data on any sector of an un- 
protected disk, edit that data, and rewrite back to the disk. Information for each 256 byte sector is displayed in 
either HEX or ASCII by a simple toggle key. Movement between adjacent sectors uses a simple + or — key depend- 
ing on direction and is extremely fast for quickly reading large numbers of sectors while looking for bad sectors 
which might be causing I/O errors on the disk. 

Perhaps the best thing about this program is the excellent tutorial that not only explains how disks are formated in 
lengthy detail but enables the user to change the disk volume number, undelete a program, find hidden control 
characters, fix a missing catalog entry, and protect a sector or track from access. There are detailed tables for the for- 
mat of the VTOC, track bit map, track/sector list, and directory entry file. 

A very worthwhile and foolproof program. The only thing lacking is a disassembled listing of the sector which 
competitive programs offer. 
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DISK RECOVERY Department: Utilities 


Company: Sensible Software Sugg. Retail: $30.00 

Language: Machine Availability: 7 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 95 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING ‘95 
VISUAL APPEAL 75 


DISK RECOVERY “The Scanner” is a utility program that is used for recovering disk files after the disk has failed 
and the dreaded ‘DISK I/O ERROR’ message appears. It essentially scans the disk and looks for sectors that aren't 
formatted correctly. It then checks each file to see which one uses those sectors. One has a chance to delete the clob- 
bered file, thus freeing the good sectors for later use. A “bad blocks” file is written to the disk and the VTOC is 
rewritten so that the bad sectors are never used again. 

The program is also able to reconstruct the VTOC after it detects which sectors are actually not allotted to a 
catalog entry. This option will sometimes free garbaged sectors that weren't freed when a shorter program of the 
same name is saved on the disk. 

The program is entirely menu-driven and easy to use. For programmers who don’t know how to patch a damaged 
disk by hand, this is an excellent tool for either DOS 3.2 or 3.3 disks. 


MASTERDISK Department: Utilities 

Company: Masterworks Software Sugg. Retail: $29.95 

Language: Applesoft/Assembly Availability: 4 

Hardware Requirements: 48K (DOS 3.2/3.3) Diskor Tape: DISK 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 80 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 75 
VISUAL APPEAL 80 


MASTERDISK is a very powerful disk utility. It has been written in a manner that makes it friendly to the user 
and requires little background knowledge of DOS. It comes with a thorough user manual of the programs and a 
number of hints on how to apply the program to specific needs. The capabilities included on MASTERDISK are: 


A. A powerful, user-oriented disk sector editor that does a number of things which allow the user to understand 
and change the contents of any disk, such as 


1. EXAMINE — allows any sector to be displayed for the user. 

g. DECODE — allows user to display decoded contents of VTOC, Directory, Track/Sector Table, Binary 
File, Basic File, or Text File sectors. 

3. EDIT — allows any byte of a sector to be directly edited. 

4. WRITE — writes sector to any location on a disk. An edited sector may be returned to its original loca- 
tion or may be moved to another location on the disk. 


B. A fast single-drive copy program that copies only those sectors that are actually in use, thereby reducing 
copying time. 


C. A VTOC/Directory maintenance program that simplifies the task of recovering from DOS induced file length 
errors, such as 


1. UNDELETE -— scans the directory of a disk and displays all deleted files found. Allows the user to 
undelete a file by picking one or more numbers on the list. 

2. RECONSTRUCT - all fields on the disk are examined and their actual sector usage is used to recreate the 
disk VTOC, thereby eliminating any errors introduced in file lengths by DOS. 


D. Ascreen print capability that can be used to print any screen display in MASTERDISK by pressing CRTL-Y. 
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DISK ORGANIZER Department: Utilities 


Company: Sensible Software Sugg. Retail: $25.00 

Language: Machine Availability: 7 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 95 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL 75 


A disk’s catalog can be customized with DISK ORGANIZER. The program will allow you to alphabetize or move 
single files around in your catalog. It will also allow you to undelete deleted files if the file’s sectors are still free, or 
purge deleted file names permanently from the catalog sectors. One can even rename files using characters that 
would cause an illegal file name, thus producing inverse or flashing characters. 

Since the entire catalog is placed into RAM memory during the editing phase, one can change his mind and abort 
before the catalog is rewritten to the disk. The program is menu-driven and can be used on either DOS 3.2 or 3.3 
disks as well as disks formatted for Muse programs. 


MULTI DISK CATALOG Ill Department: Utilities 

Company: Sensible Software Sugg. Retail: $25.00 

Language: Machine Availability: 4 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 95 

VENDORSUPPORT 85 PRICE/USEFULNESS RATIO s0 ERROR HANDLING 90 
VISUAL APPEAL 75 


MULTI-DISK CATALOG is a master catalog utility program designed to run under either DOS 3.2, 3.2.1 or 3.3. 
It is capable of cataloging one’s entire disk collection and storing the information in a file on the disk. The file can 
hold up to 1000 program names. As each disk is inserted in the disk drive for cataloging, one gives it an assigned disk 
number. One can also give each program or subfile a two letter I1.D. Code (ex., GA — game adventure). When all 
the disk catalog names are loaded in memory, one can either ask for a complete listing or call for a list by any sort 
field, by either Volume No., I.D. number, type of file (Integer, Applesoft, or Binary) or even by the number of sec- 
tors in a program. Yes, this program is the first to include number of sectors for each program. The list can be sent to 
either the monitor or line printer. 

No doubt about it, this is the best and most versatile master catalog program available. 


SINGLE DISK SORT Department: Utilities 

Company: Datacope Sugg. Retail: $49.95 

Language: Applesoft/Assembly Availability: 5 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 60 DOCUMENTATION 85 RELIABILITY 75 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 90 
VISUAL APPEAL 80 


The Datacope SINGLE DISK SORT is a very fast machine language sort routine that will rearrange all or a por- 
tion of any text file consisting of fixed length records on one diskette using only a single disk drive. 

The file may be sorted on up to ten key fields with a total maximum of 256 characters, each in either ascending or 
descending alphabetic or numeric order. 

The program performs very well, with more than adequate documentation provided. However, one serious flaw 
in its usefulness is that the user cannot make a backup of the program diskette and, since the data files must be on a 
separate diskette, the resulting necessity for shuffling diskettes during the sort process is quite inconvenient. 


174 


MASTERDOS Department: Utilities 


Company: Masterworks Software Sugg. Retail: $29.95 

Language: Applesoft/Assembly Availability: 4 

Hardware Requirements: 48K (DOS 3.2/3.3) Disk or Tape: DISK 

EASE OF USE 90 DOCUMENTATION 30 RELIABILITY 90 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 75 
VISUAL APPEAL 85 


MASTERDOS is a unique utility that customizes several aspects of the standard DOS. The options in this package 
include creating a personalized version of DOS on any standard disk. Application of this feature may range from 
amusement to disk security. The individual components of MASTERDOS are: 


1. COMMANDS -— standard and current values for all DOS commands are displayed. The user may enter a 
replacement set of commands that will be stored permanently on his disk. 

2. ERROR MESSAGES — standard and current values for all DOS error messages are displayed. The user may 
enter a replacement set of messages that will be displayed by DOS when it encounters an error. 

3. VOLUME NAME — The“VOLUME NUMBER” appearing at the top of each catalog can be replaced by any set 
of 13 characters. 

4. BOOT PROGRAM — The name of the file that is run after DOS is loaded into memory on booting can be 
changed. The user is also allowed to specify the type of file for the boot program (i.e., EXEC, BINARY, or 
BASIC). 

5. DE-DOS — The DOS image stored on the first three tracks of a disk may be removed to allow the space to be 
used for file storage. The amount of space reserved for directories may also be reduced. This will increase storage 
on a disk by about 12K. 


All changes made to a disk by MASTERDOS will be permanent until changed again. An excellent user's manual is 
included that covers MASTERDOS operation, fundamentals of DOS, and many useful suggestions for the applica- 
tion of the programs. 


Dos BOSSs* Department: Utilities 

Company: Beagle Brothers Sugg. Retail: : $24.00 

Language: Applesoft : Availability: S 

Hardware Requirements: 49K Disk or Tape: Disk 

EASE OF USE 30 DOCUMENTATION 30 RELIABILITY 95 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 85 


DOS BOSS permits you to customize the DOS on your disks by allowing you to change the DOS commands and er- 
ror messages. The DOS command table has a maximum total length. If one shortens several of the commands, then 
one could lengthen other commands; for example, RUN to START. Likewise, one can change the error messages or 
stop someone from saving your program with a “NOT COPYABLE” message. ; 

DOS BOSS also allows you to customize your catalog. Catalogs can be listed by file type, in one or two column 
wide modes. The catalog type and volume numbers can also be customized to establish unreadable file types. In ad- 
dition, the system allows you to format a menu through a program called KEY-CAT which will allow you to run or 
execute a program with a single keystroke. 

The Socuneitation is sanctions well written. The authors give many hints and advice for changing DOS 
without the use of their programs. Both beginners and experimenters will find this program useful. 
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ASSEMBLERS 


ASSM/TED 1.0 
Eastern House Software 
$49.95 


The ASSM/TED 6502 macro assembler and text editor is an extremely powerful assembler and line-oriented 
editor package. Written entirely in machine language by Carl Moser, ASSM was, at the time of this review, the 
only assembler for the Apple II or Apple II Plus which supports macros and conditional assembly. If this wasn’t 
enough, ASSM also produces relocatable object code and maintains internal (local) and external (global) sym- 
bol tables. 

The TED editor (not to be confused with Apple’s TED editor by the same name) is as powerful a line- 
oriented editor as one could wish for, while still maintaining syntax which is very compatible with Basic’s mode 
of editing. An auto line-numbering scheme is supported as well as renumbering, copy lines, move lines, search 
for and/or count strings, and global change. A rather unique local edit command is also provided, making 
small changes to a line easier. Tab support is provided or statements may be entered free form to conserve 
space; they will be formatted in columns when listed or assembled. Upper/lower case is not supported. 

TED’s weaknesses show up in the file management support. TED was written to be used on either the PET, 
the SYM, or the Apple. Because of this, file loading and saving is complex and difficult. Although tape files are 
supposed to be supported, the Apple's inability to control the operation of the tape drive makes tape file access 
within TED next to impossible. TED stores its files on disk as if they were on a tape—there is a text file to 
describe the file, then one or more binary files which contain pieces of the program. The formats of these 
binary files is dissimilar to any which could be loaded into another, more powerful editor, Despite this restric- 
tion, all DOS commands are operable (including EXEC) and the file access, although complicated, is very flex- 
ible — parts of files may be loaded or saved. Beware, however, since it is possible to produce two lines with the 
same line number by doing this! 

ASSM, the assembler, is loaded with a function command. Input is free format, 10 character labels are 
allowed, and Basic expressions may be used with any of the major mode types (decimal, binary, hex, 
character). Unlike most Apple assemblers, ASSM will generate its object code directly to the disk, memory, 
and/or tape. Using the default option, no memory object code is generated, avoiding ORG and OBJ hassles. 
Almost every imaginable pseudo-op is supported with the exception of a multibyte data definition (HEX). In 
addition, ASSM allows the specification of internal and external labels and generates relocatable object code 
(although the format of the object file is unusual, also a special loader must be written to run it.) If all this was 
not enough, ASSM also provides a modest macro capability with symbolic replacement for operands and condi- 
tional assembly. The implementation is reminiscent of the DEC PDP LSI-11 macro assemblers. The only really 
irritating restriction of this assembler is the fact that all zero page references must be preceded by a “*™ 
character. Most Apple assemblers these days can automatically determine whether the operand is zero page or 
not. Other problems uncovered are that accumulator addressing must be explicitly specified (A is a reserved 
label) and most-significant-bit support is not provided for character strings. 

The major failing of ASSM/TED is its documentation. The documentation provided is meant to apply to all 
versions of the program on any type of machine. This leads to conflicting references in the text, incorrect ad- 
dress boundary information, and a kind of lowest common denominator design. In addition, there are no 
charts or references for pseudo-ops, error messages are all “by the numbers” and one example listing to which 
the text refers is missing. There is very little documentation on the relocatability feature or on file chaining. If 
you are a novice machine language programmer, ASSM/TED is probably not for you. 

All things considered, ASSM/TED is probably the most functional and well written assembler for the Apple. 
It is too bad it wasn’t designed especially for the Apple and that its documentation didn’t make it easier to use 
for beginners. Aside from these considerations, it is a very powerful package for the advanced and professional 
programmer. 
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Apple Tool Kit Assembler 
Apple Computer 
$75.00 


The Apple Tool Kit’s Editor/Assembler is a professional package consisting of an Editor, an Assembler, and the 
Command Interpreter. It is designed for editing and assembling small to very large programs in 6502 assembly 
language. It features a relocating loader with provision for the incorporation of Disk Macros and a Linking Loader. 
The program is disk-based. That is, while the Command Interpreter is always in memory, either the editor or 
assembler is active while the source file is saved to the disk before the other module is loaded. Although this may 
seem slow and tedious for debugging small programs, it allows more room for source files (30k or 1500 lines of com- 
mented source code). This method also allows one to chain files together during assembly. 

The editor is very similar to that of Call-Apple’s Big Mac and the earlier Ted II + ; consequently, it is about the 
best line-oriented editor available for an assembler. Every imaginable command is provided, combined with a very 
flexible syntax. A relative line number scheme is used; editing command operands may be a line number, a list of 
line numbers, and/or a range of line numbers. Commands are provided to list, add, insert, delete, change, or copy 
lines. The change command can be global or local. Tab stops may be set for very nicely formatted listings and 
assemblies. The best feature of the editor, though, is the edit command which prompts the user with one or more 
lines, allowing him through the use of control keys to add, insert or change text very easily. The commands are 
similar to the Program Line Editor’s commands. 

The assembler, which is quite complete, is disk based (i.e., it will assemble only source code which has been 
previously saved to disk) and will store the resultant object code to disk. The assembler supports, in addition to all 
standard 6502 mnemonics, extended branch opcodes. Zero page addressing is handled more or less automatically, 
and there are several intermediate operand types (hi, lo, ascii, hex, decimal), with decimal being the default mode. 
Good support is provided for the expressions, (+, —, /, *). Pseudo-ops include most of the expected ones plus op- 
codes to reserve space, control printing of the assembly listing, and several types to generate data constants plus 
ASCII strings. In addition, this assembler is the only one to handle or define DSECTS, a directive to define areas of 
memory used for data tables or command control blocks. This procedure doesn’t generate any object code. The Ap- 
ple Assembler also provides conditional assembly (DO, ELSE, FIN). Additionally, assembled code can be saved as 
relocatable object files. It can be stored in another area of memory with the use of a relocating loader. This is useful 
for programs that are run in different sized machines or when they are loaded from a Basic program. During 
assembly, the listing can be halted or aborted at will. Error messages are cogent. Symbol tables are listed both 
numerically and alphabetically. The assembler supports chained assemblies. 

The Command Interpreter supports multiple command entries. It also supports all direct DOS commands; for 
those that need help, there is a HELP command which displays a list of valid commands. Overall, this entire 
package (which is part of a larger package which includes Applesoft programming tools and a Hi-Res character 
generator) is one of the most professional of the variety of assemblers. 


S-C ASSEMBLER II VERSION 4.0 
S-C Software 
$55.00 


One of the first assemblers available for the Apple II, S-C has established itself as a very popular utility for 
beginners. Written entirely in machine language, S-C is closely integrated with the Apple ROM, thus requiring 
less memory. It is also an easy-to-learn addition to the standard features of the Apple. Mininum hardware re- 
quirements are an Apple II with at least 24K (with or without a disk drive). S-C’s major limitation is that it will 
not run with either the Autostart ROM, the Language Card (PASCAL), or on an Apple II Plus without the in- 
teger Basic card. This is due partly to its heavy dependency on ROM subroutines to save space. 

The primary design philosophy of the S-C ASSEMBLER seems to be to make coding in assembly language as 
much like Basic programming as possible. The editor provided is almost identical to a Basic line-oriented ver- 
sion, although there are a few differences. The cursor features of the Autostart ROM are included, even if your 
machine is an Integer-based Apple. It is possible to scan a program for strings, set the scrolling speed of listings 
to slow or fast, halt or abort listings, and renumber. There is also auto line-numbering, but it is not completely 
“auto”. A CTRL-I feeds the user the next line number for each line to be renumbered. The editor does not sup- 
port local or global change commands, nor any copy or move commands. On the positive side, the editor is fast 
and close enough to Basic’s edition to make the transition easy for the novice. 

In addition to the standard editor commands, most DOS commands are supported. LOAD and SAVE work 
exactly as they do in Basic. This implies that S-C will store your source code as a Basic program. This is not 
overly compatible with the rest of the world, especially if one chooses to use another text file editor to handle 
your files. Object files, however, are saved as binary files. There are also merge commands for joining multiple 
files in memory and one can chain files during assembly. 
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The S-C ASSEMBLER itself is modest but adequate for most uses. A somewhat free-form approach is sup- 
ported, although there are cases where there must be at least two blanks between fields and only one blank be- 
tween op-code and operand. Sweet 16 op-codes are supported, but extended-branch mnemonics are not. Sim- 
ple expressions are allowed, using immediate terms in decimal (the default mode) or hex (no character or 
binary modes). An equate pseudo-op function is provided and zero-page operand handling is more or less 
automatic, although should you define your zero-page labels after their first use, it is possible to generate a 
non-processable program due to the assembler’s lack of error checking. The assembler always terminates when 
an error occurs. This isn’t as annoying as it used to be, since assembler speed is greatly improved. It is approx- 
imately four times faster than earlier versions with the list option on and nearly twenty times faster with the list 
option off. The assembler listing is nicely formatted; additionally, it can be halted or aborted from the 
keyboard. A symbol table in alphabetical order also is provided. Some of the syntax used is hard to get used to; 
the same pseudo-op function generates both single-and double-byte data constants, making it easier to generate 
a two-byte value rather than a one-byte value. There is a non-standard immediate format for obtaining the 
most significant byte of a two-byte expression (by specifying /label instead of #/label). Thirty-two character 
labels are allowed; they have a function which allows local labels for more readable modular programs. 

In addition to the editor and assembler, a very nice interface is provided for the Apple monitor. This feature, 
combined with the DOS command support, means you never really have to leave S-C to do anything (except, 
perhaps, run a Basic program). You can load, edit, assemble, debug, run, and save a program; all within S-C. 
S-C’s documentation is oriented to the beginner, with several examples and two demonstration programs on 
the distribution diskette. A couple of reference appendices showing pseudo-op functions and editor commands 
would have been helpful, however. For the price, the S-C assembler is probably the best choice for the Basic 
programmer who wants to learn Assembly Language with a minimum of effort and who has Integer Basic, plus 
the old monitor, ROM. 


COSMAC southwestern Data Systems $64.95 


COSMAC is a co-resident editor-assembler that is upward-compatible with its predecessor TED II + . What is meant 
by co-resident is that both the editor and assembler are located in memory simultaneously. This is quite handy when 
trying to debug a source listing. One doesn’t have to reload the source file from disk before re-assembling. While the 
advantage lies mostly in convenience, it does limit the size of the source code to 22k or about 1000 source list lines. 

COSMAC closely resembles the Apple Tool Kit’s Assembler-Editor in its functions. This is not just coincidence, 
since this series of assemblers began with a crude version developed by Randy Wiggington of Apple Computer Co. It 
was revised several times by Call Apple members, evolving into TED II + and converted recently from Integer Basic 
to machine code by Glen Brendon. He did his best to achieve compatibility with its predecessor and also the Tool 
Kit, while incorporating macros and conditional assembly. 

Its editor is probably the best line-oriented editor for the Apple — bar none. Every imaginable command is pro- 
vided combined with a very flexible syntax structure. A relative line numbering scheme is used; editing command 
operands may be a line number, a list of line numbers, and/or a range of line numbers. Commands are provided to 
list, add, insert, delete, change, or copy lines. The change command can be global or local and will optionally 
prompt the user for verification of each change as it is made. Tab stops may be set, using blanks or any other 
character as tabs, allowing nicely formatted listings and assemblies. The best feature of the editor, though, is the edit 
command, which prompts the user with one or more lines, allowing him through the use of control keys to add, in- 
sert or change text very easily. The command modes are exactly the same as those in the Program Line Editor, mak- 
ing it probably the best implementation of a local editor available. 

The file interface module allows use of most disk commands, with the exception of EXEC. Binary files are used for 
speed. They are not compatible with PIE and other editors. All files are saved to disk with either a “.s” or an “.o” 
tacked on to source files and object files. 

The assembler is quite complete. In addition to standard 6502 mnemonics, Sweet 16 and extended branch opcodes 
are also supported. Zero-page addressing is handled more or less automatically, and there are several immediate 
operand types (hi, lo, ascii, hex, decimal), with the decimal format being the default mode. Pseudo-opcodes include 
most of the standard types plus some included for reserving space, control printing of the assembly listings, and 
several used for generating data constants and ascii strings. Good support is provided for arithmetic and logical ex- 
pressions. Divide and multiply operations have been reinstated in this version. Macros with conditional assembly 
(DO, ELSE, and FIN) have also been incorporated. Error messages are clear and the listing can be halted or aborted 
at will. Symbol tables are listed both alphabetically and numerically unless the listing option is off. There is no sup- 
port of chained assemblies, but this assembler, being one of the smallest, leaves considerable space for the text file 
and larger programs. This is certainly one of the best assemblers for writing and debugging small to medium-sized 
(1000 lines or less) programs. 

This assembler also comes with an interactive disassembler called the “Sourceror”. It can disassemble Sweet 16 
code as well as 6502 code. The interactive portion of the disassembly allows you to interpret sections of code as either 
hex data, ASCII strings or as two-byte words. Once the code is properly disassembled, the source code is loaded into 
BIG MAC to be interpreted and read. It is the best disassembler on the market to date. 
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LISA 2.5 
On Line Systems 
$79.95* 


The LISA (pronounced LI-ZA) interactive assembler, written in machine language by Randall Hyde is one of the 
best choices in assemblers for beginning assembly language programmers. It includes extensive features and provides 
one of the most complete and flexible selections of assembler pseudo-ops available. Since it is structured for begin- 
ners, it is designed so that the editor and assembler reside in memory at the same time. This allows a programmer to 
generate a source file, assemble it, and, if there are no errors, test it in memory without having to swap files on the 
disk. While this is satisfactory for small programs, the trade-off is that the programmer is limited to 4K blocks of ob- 
ject code. Source files do not present much of a problem, with 16K available on a 48K and 26K system using a 
language card. It is the responsibility of the programmer to make sure that the file size does not exceed these values 
while ensuring that each file is linked by pseudo-ops, especially while assembling object code larger than 4K. 

The LISA criterion for an optimal assembler is that speed is all important. This philosophy results in advantages 
and disadvantages, however. The syntax editor scans source statement lines as they are entered and “tokenizes” them 
(to some extent) in a way similar to a Basic interpreter. It is this tokenization (or translation of the alphabetic se- 
quences into compressed binary representations) which makes the LISA assembler so fast. Since some of the 
overhead required to decode a statement is taken care of when it is typed into the editor, the assembler can run many 
times faster (Hyde claims 20,000 lines per minute). In addition, tokenization also implies a certain amount of com- 
pression of the source text, meaning a larger file can be held in memory at one time. This compression is limited, 
however (only the mnemonics and the addressing modes are tokenized), and LISA’s size (over 10K) pretty much off- 
sets this advantage. The problem with tokenization becomes apparent when one begins using the LISA editor. A 
rather primitive line-oriented editor is provided, offering most of the necessary commands, but no scan-for-a-string 
command, no global change, and no local edit command is included (one is expected to use the rather cumbersome 
Apple II escape sequence cursor editing). Given such a limited editor, the first thought would be to use another 
editor (PIE, for instance); fortunately, a mechanism is provided to do just that. However, because of tokenization, 
files must be converted by LISA to and from the compressed format and written as text files before PIE can handle 
them. LISA’s and PIE’s text file handling is slow enough as it is without the added speed degradation of tokenizing 
and syntax checking. Therefore, as long as you can stay in LISA’s editor, you are fine, but should you need or desire a 
better one — forget it. 

It is much harder to find fault with LISA’s assembler. In addition to being fast, it provides more functionality 
(short of offering macros) than almost any other. Sweet 16 opcodes and extended branch mnemonics are provided, 
as are hex, decimal, binary, and character-immediate terms and data definition pseudo-ops. In the area of string 
definition pseudo-ops, there is a provision for almost any kind of string the programmer can imagine, from simple 
ASCII with the high bit on to inverse or flashing. LISA allows for invoking DOS commands from within an assembly 
file and provides a capability for linking multiple segments of a very large assembly-language program together as 
separate files. Other unique features include the production of a sorted symbol table, a “reserve space” pseudo-op, 
and excellent error messages. 

There are a few areas in which LISA is restrictive, primarily in its syntax. A separate pseudo-op must be used to 
define zero-page labels, and expressions will be defined as non-zero-page types if any of the terms or intermediate 
computations are recognized as non-zero-page varieties. This can get confusing. Hexadecimal formatting was 
chosen as the default base for numerics. Although some special immediate forms are provided to save typing (‘a’ in- 
stead of ‘#a’), the long form is not allowed. Another minor restriction is that comments must begin with a “;” 
character even though it is not syntactically necessary. As with most assemblers of its type, LISA does not provide an 
easy way to save the object code generated by the assembler to disk. Not only will it not assemble directly to a binary 
file, but it doesn’t print the starting address and length of the assembly; the ORG and OBJ pseudo-ops must be 
carefully dealt with to avoid overwriting LISA or the source file. 

This assembler also includes three utilities. XREF/65 is a cross-reference tool for labels. It provides the line 
numbers for each label and the lines they are referenced by. TRACE/65 is a debugging tool, while DISASM/65 is a 
non-interactive dissassembler for generating source files from 6502 object code. The source files for each of these pro- 
grams are included for allowing the user to modify them. 

On the whole, LISA is a good buy for the beginner or the low-volume assembly language programmer. If the 
limitations of the editor and the minor restrictions of the assembler do not bother you, LISA can be an excellent tool. 
For the high-volume programmer who makes many changes before a reassembly and consequently requires a new 
listing almost every time, speed must be traded for editing power. However for quick, iterative changes and 
reassemblies required by the beginner, LISA is ideal. 
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MICROPRODUCTS 6 CHARACTER LABEL ASSEMBLER V6.1 
Microproducts 
$29.95 


The Microproducts assembler was the first commercially available assembler for the APPLE (apart from the 
mini-assembler in ROM). Written entirely in machine language, it is part of a package of assembly language 
development programs also including a disassembler and a debugger, each of which may be purchased 
separately. The evolution of this product seems to have followed a course of adding function rather than im- 
proving already existing functions. As a result of this approach, the Microproducts assembler includes features 
which not other assembler offers, while having one of the worst human interfaces of any APPLE assembler on 
the market. The assembler, when run from disk, requires an APPLE II or APPLE II PLUS with 48K and a disk 
drive. 

The editor is line-oriented, closely resembling a BASIC editor. Lines are entered by typing a line number 
followed by fixed format assembler statements (labels, opcodes, operands and comments must start in specific 
columns). This difficult design is alleviated somewhat by the provision of a tabbing key (the ESC key), but the 
requirement for 4 digit line numbers (with leading zeros) and no auto numbering entry modes makes entering a 
long program difficult. There is no provision for making a quick change to a statement; the entire statement 
must be reentered and the APPLE escape cursor movement editing capability does not work in the editor (due 
to the fact that the ESC key is used to tab). There is a scan for string command but no global change command, 
copy lines command, or show memory remaining for text entry command. A renumber command is available 
as is a nice capability for scrolling forward through the file, listing lines one at a time. Text lines are limited to 
39 characters making commenting an adventure in abbreviation. 

The file management is fairly complete, offering both disk and tape access. DOS binary files are used to store 
text, although the data is in a rather unique format which is incompatible with other editors. EXEC is not 
useable but other DOS commands are available although should a DOS error message be displayed you are 
thrown out of the editor back to BASIC! 

The assembler, while offering a couple of features which are very unique, is not much better than the editor 
in ease of use. In addition to being a little slow (which is strange since the fixed column dependency should help 
speed it up) its syntax is very restrictive. Expressions are limited to “label + xx” where xx is a one or two digit 
hex offset. Although hex seems to be the default numeric base (in fact it is the only base — no decimal) the syn- 
tax sometimes demands $xx, and sometimes will not accept it (label + $xx produces no error message but 
assembles incorrectly). Although comments begin in a fixed column the assembler still requires a “;” character 
to proceed them. Only a label, a hex value, or a character value may be used in immediate operands; there is 
no way to specify the most significant byte of an expression or a binary string. There is no term which 
represents the current location counter (“*”), no reserve space pseudo-op, no listing control, and no way to 
generate a single byte data constant from an expression. String constants are limited to MSB-on only. The 
assembler’s listing can not be paused, only aborted; when an error message is printed, the listing continues to 
scroll by, moving the message off the screen before it can be read. On the plus side, zero page addressing is 
automatic and a symbol table is printed. Two very unique features are also provided. Support is present for the 
Microproducts EPROM programmer card. Also, there is a very powerful LINK command which goes beyond 
simple linkage of a very long segmented multi-file assembly. Pseudo-ops are provided to define entry points in a 
file and to call external files. The LINK command allows assembly of each program in turn, placing them one 
after another in memory and resolving calls and other references between them. The only problems involved in 
this are that the user must manually enter each of the names of the files to be assembled. Also, a reassembly of 
one program in the group requires reassembly of all programs. 

Documentation for the Microproducts assembler is limted and somewhat vague — a better description of the 
scrolling mechanism, more examples of valid operation syntax, and documentation on the RESET key pro- 
cedure would help. Despite its limitations, the assembler is not as bad as some of its reviews indicate. Given its 
low price and the availability of a dissassembler and a debugger (with breakpoints!), it could be the assembler 
for you. 
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APPLE Ii ASSEMBLER COMPARISON 


| — GENERAL INFORMATION 


NAME COMPANY PRICE MIN. HARDWARE/SOFTWARE 
ASSM/TED EASTERN HOUSE $49.95 48K, DISK 
LISA V2.5 ON LINE SYSTEMS $79.95 48K, DISK 
6 CHAR. ASSEM. MICROPRODUCTS $29.95 ‘16K (TAPE), 48K (DISK) 
S-C ASSEM. Il S-C SOFTWARE $55.00 32K, DISK 
COSMAC SOUTHWESTERN DATA SYSTEMS $64.95 48K, DISK 
TOOL KIT APPLE COMPUTER $75.00 48K, DISK 
il — RATINGS 

COSMAC ASSM/ LISA TOOL s-c 6 CHAR. 

TED v2.5 KIT ASSEM. ASSEM. 

FUNCTIONALITY 75 72 73 76 59 59 
EASE OF USE 73 66 66 73 72 51 
OVERALL RATING 75 72 70 76 66 55 
iii — DOCUMENTATION 

COSMAC ASSM/ LISA TOOL s-c 6 CHAR. 

TED v2.5 KIT ASSEM. ASSEM. 

COMPLETE INSTRUCTIONS YES NO YES YES YES NO 
WRITTEN FOR NOVICE NO NO YES YES YES NO 
SUFFICIENT EXAMPLES NO SOME YES NO YES SOME 
REFERENCE CARD/SHEETS NO NO YES YES YES SOME 





IV — FILE HANDLING 





COSMAC ASSM/ LISA TOOL s-Cc 6 CHAR. 
TED v2.5 KIT ASSEM. ASSEM. 

SPEED OF FILE ACCESS OK OK OK OK OK OK 
FALE TYPE [B,T,| B BT BT T BI B 
COMPATIBLE FORMAT YES NO NO,YES YES NO NO 
ISSUE DOS COMMANDS 
INSIDE OF PROGRAM YES YES YES YES YES YES 
PIECE ALE TOGETHER 
FROM SEGMENTS NO YES NO NO NO NO 
CASSETTE SUPPORT NO YES NO YES YES YES 
APPEND LOAD YES YES YES YES YES YES 
EXEC USEABLE NO YES YES NO YES NO 
UNMODIRED DOS YES YES NO YES YES YES 
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V— MISCELLANEOUS 





COSMAC ASSM/ LISA TOOL s-c 6 CHAR. 
TED v2.5 KIT ASSEM. ASSEM. 

RUN COMMAND NO YES NO NO YES YES 
BRK TO MONITOR OR 
MONITOR COMMANDS QUIT TO MON BRK BRK BRK CMDS BRK 
RESET RECOVERY NOT 
PROCEDURE YES YES YES NO YES DOCU. 
USEFUL SUBROUTINES 
PROVIDED NO LOADER MANY! NO TWO MANY 
vi — EDITOR 

COSMAC ASSM/ LISA TOOL s-C 6 CHAR. 

TED v2.5 KIT ASSEM. ASSEM. 

FULL SCREEN OR 
PS i eS A ba kU 5 SU 
RESPONSIVENESS —=———SGOOD~~—SGOOD.~— GOOD. ~=— GOOD. ~=—GOOD.~—«GOOD 
TABSUPPORT —SSSCSYESS”—~=S=™~S*CSYESS”—~SSs=SCONOQSOYES'~—SCSYES ~—SSOME 
AUTONUMBERING OR LINE 
COLLECTING INPUT MODE AUTO AUTO YES AUTO AUTO YES 
REQUIRES 4 DIGIT ZERO 
FILLED LINE NUMBERS NO NO NO NO YES YES 
STOP/ABORT LISTINGS BOTH BOTH BOTH BOTH BOTH BOTH 
LOCAL EDIT COMMAND OR EDIT EDIT A.C.E. EDIT A.C.E. NO 
APPLE CURSOR EDITING SCRN 
REPLACE A LINE YES YES YES YES YES YES 
SCAN FOR STRING YES YES NO YES YES LABELS 
LOCAL/GLOBAL CHANGE YES YES NO YES NO NO 
COPY/MOVE LINES YES BOTH NO YES NO NO 
SHOW MEMORY LEFT NO YES YES YES NO NO 
PRINTER SUPPORT YES YES YES YES YES YES 
USER COMMAND INTERFACE NO YES YES NO NO NO 
RENUMBER [IF APPLIC. N/A YES N/A N/A YES YES 
UPPER/LOWER CASE YES NO YES NO NO NO 
SYNTAX CHECK INPUT NO NO YES NO NO NO 
TOKENIZED/COMPRESSED 
PARTITIONING NO YES HARD NO HARD NO 
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Vil — ASSEMBLER 


COSMAC ASSM/ LISA TOOL sc 6 CHAR. 
TED v2.5 KIT ASSEM. _ASSEM. 

SPEED OF ASSEMBLY FAST OK FAST! SLOW FAST SLOW 
FREE FORMAT OR COLUMN 
Roel ade FREE FREE FREE FREE FREE FIXED 
STANDARD SYNTAX YES SOME YES YES YES YES 
FLEXIBLE SYNTAX YES! NO MIXED YES! SOME NO! 
LONGEST LABEL ALLOWED 15 10 8 16 32 6 
SWEET 16 OPCODES YES NO YES NO YES NO 
EXTENDED BRANCH 
weer YES NO YES YES NO NO 
PAUSE/ABORT ON ERROR YES YES YES YES ABORT NO 
PAUSE/ABORT FROM 
panare YES YES YES YES YES ABORT 
ENGLISH OR NUMERIC 
scar sy ss ENG NUM ENG ENG ENG ENG 
SYMBOL TABLE PRINTED YES YES YES YES YES YES 
SYMBOL TABLE SORTED YES NO YES YES YES NO 
OBJECT ADDRESS/LENGTH YES END NO NO NO NO 
PRINTED ONLY 
IMMEDIATE OPERAND TYPES 
(HEX, DEC, CHR, BIN, MSB, HDOCBMLO HOCBML HDCBML HDCBMLO  HDML HC 
LSB, OCT] 
ADDITION/SUBTRACTION 
eapeebbemstaimeth YES YES YES YES YES SOME 
MULTIPLICATION/DIVIS. 
serena NO NO YES NO NO NO 
DEFAULT BASE DEC DEC HEX DEC DEC NONE 
TERM TYPES (HEX, DEC, 
CHR, BIN. M88. LS8,ocT) _MOCBMLO HOCBML = DCB HDCBMLO DH H 
LOCATION COUNTER YES YES YES YES YES NO 
TERM [*] 
NUMBER OF PSEUDO OPS 13 20 30 24 7 7 
ASSEMBLY ORIGIN OP (ORG) _ YES YES YES YES YES YES 
OBJECT ORIGIN OP [OBJ HARD YES YES HARD YES YES 
EQUATE OP (EQU] YES YES YES YES YES YES 
ZERO PAGE ADDRESSING 
HANDLED AUTOMATICALLY YES NO YES YES YES YES 
CHAR STRING OPS SOME FEW MANY! FEW SOME FEW 
RESERVE MEMORY OP YES YES YES YES NO NO 
TWO BYTE CONSTANT OP YES YES YES YES YES YES 
ONE BYTE CONSTANT OP 
omgehisbes LSB LSB YES YES YES NO 
eee CONSTANT OP YES NO YES YES YES YES 
LISTING CONTROL EJECT EJECT EJECT YES NO NO 


(EJECT, SKIP) 
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Vil — ASSEMBLER 


COSMAC ASSM/ LISA TOOL sc 6 CHAR. 
TED v2.5 KIT ASSEM. ASSEM. 

TURN LISTING ON/OFF YES YES YES YES YES NO 
END OF ASSEMBLY OP 
[REQUIRED?} OPT OPT REQ OPT OPT NONE 
LINK ASSEMBLY ALES NO YES YES YES YES YES 
SAVE OBJECT CODE 
AUTOMATICALLY NO NO FIXED LEN YES NO NO 
MACROS WITH SYMBOLIC 
REPLACEMENT YES YES NO NO NO NO 
UNIQUE LABELS WITHIN 
MACROS YES YES N/A N/A N/A N/A 
CONDITIONAL ASSEMBLY YES YES YES YES NO NO 


{lF, SET, ETC.) Se 
RELOCATABLE OBJECT CODE 


(EXTERNAL/INTERNAL NO YES NO YES NO NO 
LABELS) TT 
OBJECT CODE TO DISK, 

TAPE, MEMORY D,M D,T,M M D,T D,T,M M 
OBJECT CODE TO EPROM NO NO NO NO NO YES 


PROGRAMMER 
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COMPILERS 


APPLESOFT COMPILER COMPARISON 


| — GENERAL INFORMATION 

NAME COMPANY PRICE MIN. HARDWARE 
TASC MICROSOFT $175.00 48K 
APPLESOFT 

COMPILER HAYDEN $200.00 48K 
EXPEDITER Il ON-LINE SYSTEMS $ 99.95 48K 
SPEED STAR SOUTHWEST DATA SYSTEMS $134.95 48K 


The following general commentary concerning Applesoft Compilers is being presented with the kind permission 
of: Softalk Magazine (September 1981) 
11021 Magnolia Blvd. 
North Hollywood, CA 91601 
(213) 980-5099 


Where once there were none, now suddenly there are many. Over the past two months, four Applesoft compilers 
have descended upon the marketplace. 

Hayden Book Company's Applesoft Compiler arrived first — more or less on the first of July. On-Line Systems’s 
Expediter II appeared about a week later. Within days of Expediter’s debut, a company in Tucson called Phase Zero 
surprised the market with another compiler: Ascomp 2.5. 

Ascomp may become a collector’s item, because it disappeared about as suddenly as it arrived. Southwestern Data 
Systems bought the product and promptly withdrew it from the marketplace — not because they found bugs, but 
because they wanted to take a good look at it to see if there were features they might want to add. As of early August, 
Ascomp was undergoing minor improvements on its way to becoming SpeedStar. The reincarnated compiler was 
due to appear in the stores September 1. 

Meanwhile, Microsoft, the company that brought us Applesoft, was preparing to enter the fray with TASC — The 
Applesoft Compiler. TASC was in the final testing stage when this issue of Softalk went to press; the product was 
scheduled for release in mid-August. 

As if to add one more bit of chaos to this history, On-Line Systems announced during the first week of August that 
it was revising Expediter II, with the update due to arrive circa September 1. 

In A Competitive Market, the Buyer Wins. If you're an Applesoft programmer, this glut of compilers is, or course, 
a great boon. For the modest price of a compiler, you can enjoy the best of two worlds. You can use an interpretive 
high-level language for program development and debugging and then ship the finished product off to the compiler 
for conversion into swift, machine-level code. Or you can compile only speed-critical subroutines and call them from 
Applesoft programs. 

That there are four compilers to choose from makes for a healthy, competitive market, but also imposes some 
homework upon the prospective buyer. This review will attempt to ease that burden. 

This is a somewhat unusual review for Softalk, Ordinarily, we look at finished products only, and ordinarily we 
don’t report — amid the reviews — secondhand information about forthcoming changes in products. This kind of 
information properly belongs on the news pages, properly attributed. 

However, the market is in such a state of flux right now that it wouldn’t be meaningful to review the compilers 
without mentioning the changes promised by their publishers; and the products are significant enough to demand 
exposure without waiting until everybody is on terra firma. 

Presenting the Contenders. So, nota bene: the review you're reading is based on specific versions of these com- 
pilers: 

1. A beta test version of Microsoft’s TASC with preliminary documentation. TASC was written by James M. Peak 
and Michael T. Howard. 

2. The original version in DOS 3.2, of Hayden's Applesoft Compiler by Jonathan Eiten. 
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3. Ascomp, from Phase Zero, by David Rifkind, Daniel Davidson, and Allan Goodman. To reduce confusion, 
we'll refer to this product as SpeedStar, from Southwestern Data Systems, since the SDS version will be the one 
available and essentially the same in design and approach. 

4. On-Line System's Expediter II, Version 2.2 — the mid-summer version, not the update expected in September. 
The Expediter’s authors are Stewart Einstein and Dennis Goodrow. 

The four compilers range in price from $99.95 for Expediter to $200 for Hayden’s Applesoft Compiler. Speedstar 
will sell for $135 and TASC for $150.00. 

General M.O. The four compilers have a few things in common and a lot of subtle differences. To start with com- 
mon ground, all four compilers increase speed of program execution by translating high-level code into machine 
language. The tradeoff for this gain in speed is an increase in the size of the code; because of the nature of machine 
language, a compiled program uses up more memory and occupies more disk space than an equivalent program in 
Applesoft. 

All four compilers control the size increase to some extent by using preexisting routines within the Applesoft ROM. 
All of them also employ some kind of run-time library of routines that must coreside in memory with the object code 
when the latter is executed. 

For the purpose of this review we'll look at these two matters — execution speed and code size — and then 
describe the idiosyncrasies of the various compilers. 

Turning Elmer Fudd into Roadrunner. How much faster will your program run after compilation than before? 
Expediter’s ads and manual talk about speed increases up to twentyfold, but that much acceleration would be 
unusual. It’s realistic to expect your programs to speed up by a factor between two and ten. How much faster a pro- 
gram executes will depend on the nature of the program; in theory, the more symbols the source program contains, 
the greater will be its percentage speed increase upon compilation. 

To make some comparisons between the compilers, we tested with relatively short and simple programs that 
isolated specific kinds of processing. The speed increases obtained with these programs may be a bit low compared to 
what you may achieve with more complex source programs. Use our figures for comparison only; your mileage may 
differ. With larger programs, you'll probably gain more. 

First we tested a simple two-level nested FOR-NEXT loop. The program took the Applesoft interpreter four 
minutes and twenty-two seconds to execute. Compiled by Compiler, the program ran in 3:14; by TASC, in 3:46; 
and by both Expediter and SpeedStar, in 3:47. Using an integer arithmetic option on TASC, an option that required 
adding a REM line to the source program, we reduced the execution time dramatically to 2:29. 

A slightly more complex test program asked the computer to generate a random number, determine whether the 
result fell within a given range, divide the frequency of hits within that range by the total number of numbers 
generated, and print data to the screen after hundredth iteration. Here we tested to see how many random numbers 
the 6502 could churn out in a given period of time (forty minutes). The source program yielded 95,200. Of the four 
compilers, Hayden's performed the best, with 178,500. TASC, Expediter, and SpeedStar followed, with 173,200, 
and 156,000 respectively. 

Priming Three Pumps. Next, we tried a simple prime-number finder. Applesoft took 4:37 to display all prime 
numbers less than a thousand. The Compiler accomplished the same task in 2:54. Expediter was close behind at 
2:56, and TASC and SpeedStar trailed at 3:01 and 3:17 respectively. 

A program involving both arrays and string-handling, as well as random numbers and some simple arithmetic 
calculations, produced both a greater spread between the various compilers and a larger increase in speed of all four 
over the Applesoft interpreter. The program dealt, evaluated, and tabulated one hundred random poker hands, all 
in text mode. The interpreter took exactly twelve and a half minutes to do the job. Of the four compilers, Hayden’s 
came in first at 3:16. Expediter and TASC followed at 3:24 and 3:56, respectively, and SpeedStar brought up the 
rear, with 4:59. 

Brian’s Theme, from the Apple System Master disk, was used as a simple test of compiled hi-res graphics. The 
source program took ten minutes and thirty-three seconds to spin out thirty patterns. Of the compilers, Hayden and 
Expediter were again one and two with times of 5:34 and 5:38, respectively. TASC and SpeedStar were neck and 
neck at 5:57 and 6:00. 

For a lo-res test, we compiled Little Brick Out at machine-language speed. In this case, it wasn’t possible to come 
up with an objective speed comparison, but we can report the following subjective evaluation: Hayden’s compila- 
tion was practically unplayable. Expediter’s and TASC’s were at levels slightly slower than Hayden's, and the 
SpeedStar version, while still a formidable challenge, was a touch slower than the other three. 

In terms of execution speed alone, the following picture emerges: for most programs, Hayden’s Compiler appears 
to produce the fastest code. Microsoft’s TASC may catch Hayden in programs that use a lot of integer variables but 
otherwise sits in third place, behind On-Line’s Expediter and ahead of SDS’s SpeedStar. 

Code is Bursting Out All Over. Execution speed, however, is only one criterion for evaluating a compiler. The 
speediest program in Appledom is worthless if it won't fit in your machine. In many applications, the size of the ob- 
ject code may matter more than the rate at which it executes. 
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On this point, Microsoft’s TASC is a clear winner. Little Brick Out, for example, grew from 28 sectors on disk to 
39 when compiled by TASC. The Compiler and SpeedStar expanded the same source to 60 sectors each, and the Ex- 
pediter made it 62. 

The 39-sector figure looks a little less impressive when you consider that a 17-sector (4K) run-time library has to be 
Bloaded before Little Brick Out — or any other TASC-compiled program — will run (the 60 and 62 sector figures 
given for the other compilers include their libraries). Nevertheless, in all programs tested, Microsoft produced the 
most compact object code, and with relatively large source programs, the differences became sizable. 

A 56-sector game, for example, grew to 74 sectors (plus the obligatory 17) when compiled by TASC. Under Ex- 
pediter and Hayden’s Compiler, the same source grew to 112 and 127 sectors, respectively. The Ascomp we tested 
was unable to compile the program because of its size. That doesn’t necessarily mean that SpeedStar won't be able to 
do it. One of the added features in SDS’s revision of Ascomp will allow the user to compile larger programs by 
overlaying sections of the compiler instead of keeping it all in memory during compilation. 

On-Line Systems has announced that the forthcoming update to the Expediter will give the user the option of pro- 
ducing a more compact but slightly slower running code. 

Where, Oh, Where Has the Memory Gone? With all four compilers, programs that are too large to be compiled 
directly can be broken into separately compiled modules that share common variable space. The way the various 
compilers provide for the sharing of variables between modules, together with the way they allocate memory spaces 
in general, constitutes one of the more important sources of difference between them. 

TASC’s Task Handling. In TASC, the user controls the locations of three memory compartments: the run-time 
library, the program itself, and variables. In the default order of things, the library sits at decimal 2051, the pro- 
gram follows directly at 6020, and variables occupy the space between the top of the program and himem. Numeric 
variables build upward from the top of the program, and strings build down from himem. Lomem statements in the 
source program are not compiled because the bottom of the variable space is defined at compile time. 

If you want to avoid clobbering areas of memory with your program, you can designate a starting address other 
than 6020. Either enter a specific number or type HGR1 or HGR2 to begin your program at the first byte following 
either of the hi-res pages. The program itself must be a contiguous block in memory; TASC will not JMP it around 
areas that you want to protect. 

If you specify an alternate location for the library, you'll need to take note of its new address, because the library 
must be Bloaded separately from the rest of your object code at run-time. 

To allow modularization with shared variables, TASC employs commands embedded in REM statements in the 
source program. The statement REM ! DEFCOMMON A,B,C would be ignored if the program were run through 
the interpreter, but it would instruct the compiler to allocate memory for three numeric variables in a protected 
global variable area. Other modules could gain access to these variables by means of a REM ! USECOMMON state- 
ment in their source listings. DEFCOMMON initializes global variables, while USECOMMON refers to them 
without reinitializing them. 

All modules that use a particular set of global variables have to be compiled with the same starting address for the 
program space, since TASC allocates its common variable area at the beginning of this space. The global block is 
subdivided into two parts to separate numeric globals from string globals. 

Modules that call upon common variables don’t have to use the same variable names. One module could define 
common variables A, B, and C, and another could access those same variables under the names D, E, and F. What 
matters is the order in which the variables are declared in the source’s REM statements. 

Within the common block, TASC allocates two bytes per integer variable and five per real and expects the pro- 
grammer to keep track of what kind of variable lies where. The compiler will check to see that each module is declar- 
ing the same overall amount of space in each of the common subunits but won't prevent the programmer from trying 
to use ten bytes of storage as five integers in one module and as two reals in another. 

Hayden’s One-Way Road. Hayden’s Compiler takes a somewhat different approach to memory allocation. In the 
default configuation, the program is on the bottom of things, at decimal 2051. This block is followed first by 
variables and then by strings. The strings build upward from the top of the variable compartment toward a default 
himem of hex 9600. 

In this default scheme, the compiler draws upon a library of ready-made subroutines and includes them as needed 
within the program space. You have the option of bringing the entire 3.3K library into memory as a separate com- 
partment, external to the program space. Presumably this would be an efficient, space-saving thing to do only in 
cases where you were going to keep several compiled modules in memory at once to be called from an Applesoft pro- 
gram. 

Variations from the default memory scheme are effected by means of an “active REM” statement, which must be 
the lowest numbered line in the source program. Allocating memory areas from within the source program rather 
than at compile time may seem like a little extra hassle, but it has the advantages of leaving you a convenient record 
of what you've done. 

Hayden offers you the following allocation options: B specifies the starting address of the program: X summons 
and locates the optional external library; L, for lomem, specifies the beginning of the variable space; S declares the 
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bottom end of the string pool; and C may underlie the program space if you choose. 

Separately compiled modules may share variables by declaring the same lomem. As with the Microsoft compiler, 
Hayden's global variables do not need to bear the same names. The order of declaration is what matters, and it’s up 
to you, the programmer, to keep things straight. Since Hayden, unlike Microsoft, does not wall off a separate com- 
mon variable block in memory, all the variables of at least one of the modules must be shared. 

To avoid an implicit clear that would reinitialize shared variables, modules may be called at their starting address 
plus two. Hayden’s manual recommends calling at the base address plus two, even if there are no variables in the 
called module, as a way of saving executing time. 

At least a couple of things are worth noting about Hayden’s approach to string allocation. First, strings build up- 
ward toward himem rather than down and away from it. This wouldn’t be possible with an interpreted Applesoft 
program because the variable space growing up from lomem is dynamically allocated. In a compiled program, all 
data spaces are static, so the compiler can set the low end of the string pool without fear of encroachment from the 
variables below. According to Hayden’s manual, the upward building approach was chosen for two reasons: it lends 
speed to concatenations and arithmetic string operations, and it permits the user to alter himem from within the 
source program. 

The second — perhaps more important — point about Hayden’s strings is that no housecleaning takes place. If 
you want to compile a sizable program with a lot of string handling, you'll need to sprinkle some FRE() statements 
into your source code or you may find yourself out of memory. 

A Moving Expedition. On-Line’s Expediter arranges memory in the following manner: A 2K run-time library oc- 
cupies the space from hex 800 to hex 1100. The library is not relocatable; it may, however, be Bsaved and Bloaded 
separately from the rest of your object code as a means of conserving disk space (the normal procedure saves the en- 
tire library with every compiled program). The program itself, in the default arrangement, rises out of hex 1100; any 
other address above 1100 may be selected instead. Variables — both local and global — work their way downward 
from himem, which defaults to hex 9600. Either group of variables can be located elsewhere at the user’s options. 

As with TASC, Expediter users declare global variables by means of active REM statements in the source pro- 
gram. The procedures are a little different, however. In TASC, all DECOMMON or USECOMMON statements 
have to appear at the front of the program, before any non-REM statements. In Expediter, the REM <G> and 
REM <L> commands act like switches and can be used at any point in the program. All variables following a REM 
<G> statement and before the next REM <L > are global variables; all variables following REM <L> are locals, 
and so on. As with the other compilers, the programmer must keep track of the order in which global variables are 
referenced. 

Strings in the Expediter are handled much the way they are in Integer Basic — as static data structures. The user 
dimensions them at compile time. The default value is 40; this figure can be overriden either globally, via a compile- 
time option, or for individual strings by means of active REM statements in the source program. 

According to Stewart Einstein, coauthor of Expediter, the static approach to string handling was chosen for the 
sake of execution speed. A future revision may offer the user a choice between static and dynamic allocation. 

Another option at compile time allows the user to protect up to ten areas of memory. This makes for an easy, 
space-efficient way to avoid clobering the hi-res pages, shape tables, or whatever else you may want to protect. With 
this approach, you don’t have to worry about relocating entire blocks of code; essentially, you just tell the compiler 
how high and it will JMP. 

SpeedStar Takes Extra Lap. The ability to jump over protected areas of memory is one of the features 
Southwestern Data Systems is adding to Ascomp as Ascomp becomes SpeedStar in late August. The JMPS will be ef- 
fected by means of active REM statements in the source program. This approach — specifying the jumps from 
within the source — will require a first pass through the compiler to determine the appropriate places from which to 
jump; but SpeedStar compiles extremely quickly, so the extra pass should not prove burdensome. 

Other user-selectable memory parameters in SpeedStar include the starting program address and lomem. As with 
Hayden's Compiler, SpeedStar users can share variables between separate modules by giving each module the same 
value for lomem and avoiding the implicit clear on calling various modules. 

SpeedStar also allows you to specify an origin different from the starting address of the program. This might be 
useful if you were trying to compile a program above hi-res and had run out of memory because SpeedStar itself oc- 
cupies the space between hex 7200 and DOS. With the origin option, you could compile the program at some lower 
base address, Bsave it, and, with SpeedStar out of memory, Bload it back in at the true starting address. 

SpeedStar’s run-time library, like Expediter’s, is approximately 2K. Unlike Expediter, however, SpeedStar keeps 
the run-time library attached to the program. One revision that SpeedStar programmers are considering for a future 
version (not the version due for release in September) would allow the user to relocate the library away from the pro- 
gram code or to strip it out altogether and allow separate modules to share the same library. 

In any event, the fact that the library does not sit immovably at hex 800, as does Expediter’s, is important for 
SpeedStar, because this compiler has some features that facilitate the calling of compiled subroutines from within 
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coresident Applesoft program; having the library attached to relocatable program code gives the user the option of 
making hex 800 available for a calling Applesoft program. 

To facilitate the calling of compiled subroutines, SpeedStar includes a parameter feature that allows the transfer 
of values from the Applesoft program into the compiled subroutine. The compiler also supports the Applesoft USR 
command, which allows the transfer of data from the subroutine back into the calling program. 

The parameter option is selected via an active REM statement. Another active REM command allows a 
subroutine to be called without any implicit garbage collection taking place. Still another active REM command, 
when embedded within a subroutine, provides a message at compile time giving the calling address of that REM 
line. This would be useful for the compiled subroutine with multiple entry points. 

One more note on the subject of memory allocation: SpeedStar programmers report that they’re considering 
another optional feature — for another revision down the road a piece — that will shove the compiler off into a 
language card, if you have one, leaving more room in memory for your burgeoning object code. As things stand now 
— in the September version of SpeedStar — the compiler code either may be in memory in toto during compilation, 
which makes for very speedy compilation, or may be overlaid from disk, allowing for a larger object code. Using the 
language card would preserve compilation speed without encroaching upon potential program space. 

Arithmetic Lesson. So much for matters of memory allocation and communication between program modules. 
There are some other important differences among the compilers. 

Microsoft's TASC and Hayden's Compiler, for example, will perform true integer arithmetic upon integer 
variables. Here’s how this works. Applesoft allows you to declare integer variables by adding the percent sign to the 
variable name. When the interpreter goes to do anything with your integer variable, it first converts the value to a 
real and then performs its customary floating point arithmetic. So, actually, you usually slow your program down 
by declaring integer variables, because the values have to be converted before becoming useful as operands. The on- 
ly place where declaring integer variables appears to be advantageous is in large arrays, where the savings in 
memory space (two bytes per element instead of five) may offset the drag on computation. 

TASC and Hayden's Compiler will perform integer arithmetic to the extent they can. Hayden's will treat all 
numeric variables as integers until it encounters a real quantity or an operation requiring a real operand, at which 
time it will convert. TASC will treat as integers all variables declared as integer variables, and, rather than making 
you rewrite your source program to put in all those percent signs, it provides an active REM option that converts real 
variables to integer variables. 

One of the limitations of Applesoft is its refusal to use integer variables as counters in FOR-NEXT loops. You can’t 
even write FORI% = 1 TO 10 without getting a syntax error. The REM ! INTEGER feature in TASC allows you to 
overcome this restriction, and the TASC manual strongly urges you to use it, claiming that loops with integer 
counters may execute up to two times faster than loops with real counters. 

It isn’t clear from its manual whether Hayden's Compiler uses integer arithmetic for loop counters, but, judging 
by the results of our simple loop test, where TASC aced out the usually faster Hayden compiler, it would appear that 
it does not. 

Obedience Is Perfect in None. Not every Applesoft command has been implemented by these compilers. In par- 
ticular, since the compilation eliminates the need to have source code in memory, the commands DEL and LIST 
have been ignored by all four compilers. CONT was passed up by everyone but Hayden; all it does in deferred execu- 
tion is hang up your computer, but if you want to put it in your source code, Compiler will compile it. 

NEW, which might seem like a candidate for noninclusion, was implemented by all four compilers. In a compiled 
program, NEW clears out any Applesoft code that might have been lurking in memory without affecting your object 
code or variables. Oddly enough, Hayden’s Compiler requires you to terminate a source program with NEW, rather 
than with END; your Apple may behave peculiarly if you don't. 

Commands relating to cassette use — SAVE, LOAD, STORE, RECALL, and SHLOAD, have been almost 
universally ignored; the only exception is Expediter’s inclusion of SHLOAD. 

TRACE and NOTRACE were excluded from implementation by Microsoft and Hayden on the reasonable 
grounds that debugging should be done with the interpreter before the program is compiled. 

Users of Expediter and SpeedStar have the option of enabling line tracing features — at a considerable cost in code 
size and execution speed. The overhead for Expediter’s line trace option is seven bytes per source line, in return for 
which you get error messages, stops, and control-C breaks identified by program line number. You also get to 
TRACE in deferred execution. SpeedStar imposes a higher overhead. A numbers option, which tags your stops and 
error messages, costs eight bytes per source line. If you want to TRACE, you pay an additional three bytes per state- 
ment (not per line). On the other hand, SpeedStar allows you to select these features for specific sections of a pro- 
gram only — something that’s not possible with Expediter. 

The two compilers that did not implement TRACE and NOTRACE did implement RESUME. With TASC, 
there’s an otion available at compile time that will enable compilation of RESUME; the price is three bytes for every 
source statement capable of generating an error. If the source program does not use ONERR GOTO statements and 
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the resume option is selected, run-time errors will be reported, with line number — making this feature useful as a 
debugging tool. 

With Hayden, the support of RESUME is automatic; if the compiler encounters a RESUME, it generates an addi- 
tional three bytes for every statement in the source program. 

SpeedStar and Expediter did not implement RESUME. 

The Dimensions of It All. Dimension statements are handled differently by all four compilers than by the Ap- 
plesoft interpreter. All arrays are dimensioned statically, which means that DIMs with variable arguments will not 
compile; and only one dimension statement is permitted for a given array. 

With Hayden and Microsoft, the latter constraint also applies to defined functions; these compilers will permit 
only one DEF FN statement per function name. Expediter and SpeedStar, on the other hand, treat DEF FNs exactly 
as they’re treated by the interpreter. 

One other interesting tidbit: Expediter, since it uses static string allocation and doesn’t require the collection and 
disposal of garbage, has redefined the FRE token. FRE (X) in an Expediter source program will, on compilation, 
return the address of variable X. 

Of the four compilers, Microsoft's TASC is the most disk-based. Each of three compiler passes has its own large 
binary file on disk, and there is constant I/O activity during the compilation. As a result, TASC takes more time to 
compile a program than any of the others; a large program may take as long as twenty minutes. 

During pass one, the compiler acknowledges active REM statements and displays each line of source code as it’s 
processed. If any fatal errors are encountered, the compiler halts, displays the source line and points to the offending 
syntax. At this point, you have the option to continue pass one to find any additional errors. Nonfatal errors — syn- 
tax that can’t be compiled, like an extra colon, or a statement following on the same line with a GOTO — get a beep 
and a warning. 

After compilation, TASC displays the ranges of each memory block — library, program, local and global 
variables, and the compiled addresses of each source line. A control-D PR#1 command at the start of compilation 
sends all of TASC’s output to the printer. 

The Race That SpeedStar Wins. At the other end of a spectrum, SpeedStar, in its default configuration, will com- 
pile even a relatively large file in a matter of seconds. That’s because unless you specify otherwise, the compiler is en- 
tirely memory-bound. If you wish, SpeedStar will list your program as it goes, showing the compiled address of each 
line as it encounters it. Following the compilation, SpeedStar displays the address and length of two blocks: the pro- 
gram and library together, and the variables. Entering PR#1 before you load the source program will provide you 
with a permanent record of the compilation. 

Hayden’s Compiler does its work nearly as quickly as SpeedStar, though it has to go to disk occasionally during the 
process. Oddly, though the compiler sends the screen a running account of its every activity, it doesn’t provide a con- 
venient way to record this output on paper. At the end of the compilation, your screen will show the addresses and 
lengths broken down as follows: literals, constants, main code, run-time modules, end of binary file, scalar space, 
array space, string pool, and initial himem. Questionable or faulty parameter specifications show up on this map in 
inverse video. 

Expediter, like SpeedStar, will display or print a running list of source program lines and compiled addresses. The 
same list includes the locations of all variables as they are compiled and the amount of source code remaining. 

At the end of the compilation, statistics are displayed or printed: a symbol table; the start, end, and length of pro- 
cedure, global data, and local data; the number of lines compiled; the number of variables; the number of data 
statements; the amount of temporary storage used by Expediter; and the number of forward references resolved dur- 
ing the compiler’s final pass. The compiled code may be unreliable if the last figure exceeds 600. 

What Expediter does not do during compilation is stop,on fatal errors. The compiler merely identifies them and 
moves on. Since the compilation process is rather slow (although quicker than TASC’s ), some people may find this 
aspect of Expediter’s performance a little irritating. 

Of Protection and Licenses..At Softalk’s press time, Microsoft was planning to put TASC on an unprotected disk. 
Two of the others — Hayden's Compiler and SDS’s SpeedStar — have dealt with the piracy problem by providing 
hardware keys that plug into the game. port. This solution is handy for making backups, but it carries its own 
hazards and drawbacks. That little plug is easy to lose, and pins may bend and break, especially if the key is often 
swapped with game paddles. Expediter comes on a protected disk. 

When you buy Expediter, you get one copy in 3.2 and one in 3.3. If you return either, On-Line Systems will pro- 
vide you with a backup of the copy you keep. Microsoft’s and SDS’s compilers come on 3.2 disks that may be Muffin- 
ed to 3.3. Hayden's is for the nonce available only in thirteen sectors. A 3.3 version is said to be forthcoming; in the 
meantime, the compiler comes with a copy program to provide for backups and a reverse Muffin (called Niffum) 
that will carry your sixteen-sector programs backward across time to the land of DOS 3.2. 

Preliminary licensing arrangements have been announced for compiled commercial programs: Microsoft plans to 
charge nothing; Hayden wants to deal with the matter on a case-by-case basis, and both On-Line and SDS plan to 
charge a fee of five times the retail price of a compiled program per year, up to a maximum of $750 per year. 

All four compilers require a 48K Apple. 
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INTEGER BASIC COMPILER Department: Utilities 


Company: Galfo Systems Sugg. Retail: $150.00 

Language: Machine Availability: 2 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 30 RELIABILITY 85 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL 75 


Galfo Systems has introduced an Integer Basic compiler that produces very fast and efficient machine code on the 
Apple II. While many may wonder why anyone would want to write code in as limited a language as Integer Basic, 
this compiler may provide the reason. First, the code is fast. Galfo claims seven to fifty times decrease in program ex- 
ecution time (consider ten times as a realistic average). Second, the code expansion is kept to a minimum; often it is 
less than twice the memory required for the Integer Basic Interpreter and can be closer to the same size if compiled 
under the least-memory-usage option rather than minimum speed. Third, this compiler has added many extensions 
that interpreted Integer Basic lacks. It supports Hi-Res graphics, strings longer than 255 characters, and the CHR$ 
function. Fourth, it allows you to overlay memory so that variables can share the same locations. 

The compiler’s processing procedure is fairly simple. It takes programs output from in the Integer Basic Inter- 
preter as input, then checks for proper syntax, after which it compiles the codes into either one of two forms. Galfo 
has developed a stack-oriented code called GSL (Galfo Stack Language). It is much more efficient than Pascal's 
P-code. It optimizes program execution speed by employing data exchange procedures and manipulation of the 6502 
stack. It also achieves enhanced speed by using special op-codes to handle common Basic statements and by incor- 
porating an improved 16-bit arithmetic capability. Additionally, the computer’s generation of mixed GSL and 6502 
code is used for maximum speed. Mixed code is 20-50% faster than pure GSL code; however, pure code takes much 
less space. 

Space problems are the usual bug-a-boo of most compilers. This one does require a run-time module that normally 
resides at location $8800 and is $E00 bytes long. The module can be relocated to any page boundary by a memory 
move. It is completely transparent to the user. The compiled Integer Basic program will load this module if it isn’t 
already in memory; the compiled program can then be moved adjacent to the run-time module and saved together 
as one file. The compiled program can also be relocated at run-time. In addition, one can alter the setting of 
LOMEM. Normally, the compiler begins allocating memory at $800. One might want to establish allocated memory 
at a higher location if machine language routines reside in the bottom end of memory. 

Speed is probably the prime consideration for using the compiler. While increased speed is often determined by 
program length and what functions are performed during arithmetic processing, it is safe to state that on the average 
a 10 times increase in speed can be realized. Obviously, long programs that have branches to line numbers and 
subroutines located near the end of the program would run faster than the stated average. We tested this assumption 
by performing several speed tests. The first one involved doing a factorial calculation with carry-over digits. The ex- 
ponential/regression calculation, 50! (i.e., 50 x 49 x 48 .. .), expands into a series of descending-value cascade itera- 
tions (This algorithm involves numerous multiplications, divisions and additions.). Integer Basic took 47.2 seconds, 
the compiler 5.6 seconds. The source code occupied 675 bytes, the compiled code, 1258 bytes. When compiled for 
optimum space, it took 682 bytes and 5.9 seconds to execute. As a worst case, we compiled a Lo-Res program that 
output a random blue dot on the screen, tested to ensure that the space hadn't been used before, then output another 
one to the display until all 1600 dots filled the screen. We discovered that around 11,000 execution cycles were re- 
quired. We inserted 1600 print statements for tracking the program’s progress. The original program took 156 
seconds, the compiled version 51 seconds. This is a paltry three times increase in speed; however, this result can be 
attributed to the extensive use of Integer ROM routines and 1600 print displays to the screen. The benchmark tests 
that the system supplies for a sample program produce results showing 10 times the throughput at maximum speed 
and 8 times that figure when optimized for space. 

The compiler’s extensions are quite nice. They use the DSP specification to access commands which are designated 
by keywords. For example, DSP HI turns on Hi-Res graphics. To draw a line from screen locations 10,12 to 260,140, 
one would write DSP LINE: PLOT 10,12:PLOT 260,140. Hi-Res shape tables are also supported, as well as the 
primary six colors. Other DSP functions are HOME, INVERT, FLASH, MIXED, LO, and H2. Additional functions 
are GET(0) and KEY(0) for detecting if a key has been pressed and which key it is. The CHR$ (0(expression), and 
extensive string manipulation with strings longer than 255 characters are also included in DSP’s repertoire. 

As to be expected, the program isn’t the ultimate panacea for programmers. We've found that one can’t chain 
compiled programs together because when the second program starts, it initializes the variables. The user should be 
aware that Integer Basic does not initialize variables to zero. This is a user responsibility because the compiler 
doesn’t initialize them, either. However, it does manage to initialize non-array elements to zero. 

The compiler resides on two protected disks. One is the system disk, the other contains the compiler, itself. The 
run-time module and several sample programs, (including one in Hi-Res) can be transferred easily. The documenta- 
tion is very clear; it defines all functions of the Basic Integer Language and how the compiler handles them. While 
we were not impressed with any of the Applesoft compilers, we would whole-heartedly recommend this integer 
compiler. 
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LANGUAGES 


SUPER APPLE BASIC Department: Languages 

Company: Hayden Sugg. Retail: $39.95 

Language: Basic Availability: 7 

Hardware Requirements: 32K, Apple ll, 1 Disk Drive Disk or Tape: Disk 

EASE OF USE 40 DOCUMENTATION 65 RELIABILITY 75 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 75 
VISUAL APPEAL 85 


SUPER APPLE BASIC by Hayden is a structured Basic that compiles Applesoft or Integer into an optimized Basic 
program through the use of a compiler. This program is for an Apple II with at least 32K and one Disk Drive but 
nowhere in the documentation could I find that information. This program is supposed to be sophisticated in that it 
is a step toward advanced languages. It provides a very strong text editor entry format so that one could better 
understand computer programs. This I did not find too easy to figure out. 

The program eliminates the use of line numbers and uses a compiled form for faster running and minimum 
memory usage. The text editor is 80 column and the program has the ability to use a library of modular program 
routines that can be stored separately on the Disk and inserted into any part of the program under development. 
This program is menu driven and also has printer options that can be changed by the user. 


8080 SIMULATOR Department: Languages 

Company: Sybex Sugg. Retail: $29.95 

Language: Integer/Assembly Availability: 3 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 40 DOCUMENTATION 40 RELIABILITY 75 

VENDOR SUPPORT 50 PRICE/USEFULNESS RATIO 55 ERROR HANDLING 40 
VISUAL APPEAL 30 


The 8080 SIMULATOR is a useful program for those wanting to do small 8080 programs in order to learn how the 
8080 works. The program displays all registers, status flags and current instruction. The major weakness is that the 
8080 program must be entered in Hex Code in the monitor (very time consuming). The demo program mentioned in 
documentation is not on the disk. 

The program would probably require the user to have knowledge on how the Apple monitor is used and a slight 
knowledge of 8080 operation. 

Program error trapping needs improvement and the manual was written for tape version which differs somewhat 
from the disk version. 
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INTRODUCTION TO FORTH 


FORTH is a structured language that is ideally suited for systems and applications programming on a micro- 
processor system. Because FORTH is usually several times faster than BASIC interpreters, it provides considerable 
advantages for any application where execution speed is important, such as data acquisition, process control, anima- 
tion, and video sames. 

The basic element of the FORTH system is termed a “word,” which is comparable to a subroutine or a function 
key on a calculator. To perform a function, you simply type the word. For example, typing BELL followed by a car- 
riage return will ring the system bell. Before a word can be executed, it must have been defined in the FORTH “dic- 
tionary”. The dictionary is a linked list of words containing each word’s name and its actions. 

Like many calculators, FORTH uses Reverse Polish Notation (RPN) and Last-In First-Out (LIFO) stacks to pro- 
cess arithmetic expressions and manipulate data. Therefore, arithmetic expression must be specified in RPN, with 
the arguments preceding the functions. For example, typing 23 + will leave a 5 on top of the stack. The + is the 
name of a word that adds the first two values on the stack and leaves the result on top of the stack. 

Programming in FORTH consists of defining new words in terms of words already included in the dictionary. 
These new words can be tested and then used to define even more complex words until finally the most complex 
word becomes the application program. There are several ways to define new words and remove old words from the 
dictionary. The language even provides a facility for defining words whose function is to define words! This exten- 
sibility allows you to tailor the language to your own needs. 


FORTH-79S Department: Languages 

Company: Micromotion Sugg. Retail: $89.95 

Language: Assembly & Forth Availability: Just Released 

Hardware Requirements: 48KApple or Apple ll + , Disk Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 95 RELIABILITY 80 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 50 
VISUAL APPEAL 60 


The FORTH-79 package includes an excellent manual. There are 187 pages in a 5%” x 82” format, similar to the 
Apple manuals. Over half of the manual is a 10 chapter tutorial on FORTH with many examples. The rest of the 
manual consists of 12 appendices dealing with such topics as the editor, assembler, FORTH internals, and defini- 
tions of FORTH words. At this time, this is the only version of FORTH for the Apple that conforms to the new (Oct. 
1980) international FORTH-79 STANDARD. All registered owners receive a free newsletter containing programm- 
ing suggestions, bug fixes, and new product announcements. 

FORTH-79 has 16- and 32-bit integer arithmetic operators such as + — * / /MOD MOD. As with most versions 
of FORTH, this version does not currently support floating-point arithmetic. This is not a problem for many ap- 
plications, since the 32-bit integers can handle a range of -2,147,483,648 to 2,147,483,647 and can be printed in 
dollars and cents format. Included are string commands similar to Applesoft Basic and Lo-Res graphics words which 
are used for plotting and line drawing. Although memory is reserved for Hi-Res page 1, there are currently no Hi- 
Res vocabularies. You can create your own data types with the words CREATE and DOES. The dictionary comes 
with about 400 words. 

The editor is a full-screen editor. There are 26 editing commands (command keys are very similar to PROGRAM- 
MA's P.I.E., version 2.0). Editing is done on “screens” of 23 lines by 40 columns. 

A 6502 assembler with macro capability is included. The macros are created using the full facilities of FORTH for 
calculating, branching, looping, etc. The assembler is unlike conventional assemblers in that no labels are used for 
branching and looping. Instead, a structured approach is used with words like IF, ELSE, and THEN. The assembler 
is useful for writing small time-critical routines. 

The operating system allows up to 14 disk drives and is 13- or 16-sector disk compatible. It is not compatible with 
the Apple DOS files. Disk access is quite fast. Disk is semi-locked; that is, it can’t be copied with the Apple copy pro- 
gram. However, the “Grandfather” disk allows you to make as many working disks as you want. 
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FORTH Il Department: Languages 


Company: Softape Sugg. Retail: $49.95 

Language: Assembly & Forth Availability: ? 

Hardware Requirements: 32K, Apple ll or Apple Il + , Disk Disk or Tape: Disk 

EASE OF USE 70 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 50 
VISUAL APPEAL 60 


Written prior to the FIG-FORTH 1978 model, SOFTAPE’s FORTH is nevertheless a “true” FORTH in spirit and 
implementation. The manual is about 100 pages long, enclosed in a vinyl loose-leaf notebook, and is well written. 
Three demonstration games written in FORTH are included. There are some primitive strings and Lo-Res graphics 
words provided. The experienced FORTH programmer may encounter some confusion in adjusting to SOFTAPE’s 
word names. For example, “; :” is used in place of “(BUILDS...DOES)”. A line-oriented FORTH editor is provid- 
ed. A built-in assembler is not provided. However, the manual gives an example of how to hand-patch machine code 
into a FORTH word with a facility for manipulating named sequential files. While this may seem to be an advan- 
tage to some users, it should be remembered that most FORTH systems expect to see mass storage divided into 
numbered blocks or screens. File systems and data base managers written by other FORTH vendors would probably 
not run in this FORTH version. 


FORTH VER. 1.7 Department: Languages 

Company: Cap'n Software Sugg. Retail: $140.00 

Language: Assembly & Forth Availability: ? 

Hardware Requirements: 48K, Apple ll or Apple Il + , Disk Diskor Tape: Disk 

EASE OF USE 75 DOCUMENTATION 80 RELIABILITY $0 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 50 
VISUAL APPEAL 60 


This adaptation of the FIG-FORTH 1978 model to the Apple II includes a screen-oriented editor and Bill 
Rassdale’s 6502 built-in assembler with macro capability. Included is a well-written 13l-page manual. Example 
screens are provided for Apple-specific functions such as Lo-Res graphics and tone generation. It is Hi-Res- 
compatible, but no plotting functions are supplied. It has 16-bit integer math, with double-precision math provid- 
ed. There is no way to enter the important left-square bracket (“[”), even though it is documented in the glossary. A 
handy FIG-FORTH reference card is included. The glossary is complete but difficult to use as a reference manual 
because there is no way to look up words by their function. Little information is given about the FORTH internals. 
There is a memory map. Apple DOS is not used and the disk access is quite fast. The disk is only 13-sector compatible 
and is not locked. While this FORTH has been available for over a year, there has been no on-going software support 
for the user in the form of enhanced software packages, newsletters, etc. There is a direct Hotline to the system 
developers. You may call for 15 minutes of free advice; after that the charge is $50 per hour. 


SUPER FORTH Department: Utilities 

Company: Hayden Sugg. Retail: $49.95 

Language: Assembly & Forth Availability: 4 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 10 DOCUMENTATION 25 RELIABILITY 30 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 10 ERROR HANDLING 25 
VISUAL APPEAL N/A 


SUPER FORTH isn’t a standard FORTH language but a JSR type; that is, JSR machine code is used instead of an 
address interpreter. No editor is provided. The documentation warns that the source code is lost after the command 
is entered, so one has to write it down before entering a new command. It also lacks the important word (BUILDS 
and DOES) and a vocabulary structure is not supported. 

Applesoft ROM routines are used to implement floating-point arithmetic, strings and Hi-Res graphics. Sixteen in- 
teger arithmetic is also supported, but Lo-Res graphics is not. There is a memory map but no list of zero page ad- 
dresses. Integer division by zero is not detected and the compiler will not flag incomplete conditionals such as TEST 
IF. 

The documentation is rather minimal. There are only 35 pages, five of which are tutorial. There are several ex- 
amples of how a word is used. Overall, this FORTH version is a little too primitive to be of much use. 
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TRANSFORTH Ii Department: Languages 


Company: _Insoft Sugg. Retail: $125.00 

Language: Assembly & Forth Availability: 2 

Hardware Requirements: 48K Applell+,D0S3.3 Disk or Tape: Disk 

EASE OF USE 25 DOCUMENTATION 40 RELIABILITY 35 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 20 ERROR HANDLING 30 
VISUAL APPEAL N/A 


TRANSFORTH II states in the introduction that “Although there are some structural similarities, TRANSFORTH 
II differs from other available FORTH languages. Among the differences are that floating-point numbers and scien- 
tific functions are available, a sophisticated data structure and operating system are provided and the programs 
created with TRANSFORTH II are fully compiled for maximum speed”. It is very true that it differs from the 
79-Standard. Several non-standard word names are used. Therefore, TRANSFORTH programs will probably not 
run on other 79-Standard FORTH systems. There are no integer arithmetic operations; all math operations are per- 
formed in the floating-point format (Applesoft ROM routines are used). For many applications, this could slow 
things down. The data structures lack sophistication as compared to 79-Standard or “Fig-Forth”. The words, 
CREATE (or BUILDS) and DOES are missing; thus, you are limited to CONSTANT, VARIABLE and ARRAY 
specifications. Apple DOS is used and there is no BLOCK option. A vocabulary structure is not supported; addi- 
tionally, there is no assembler. All input and output is done in base 10. This is a JSR-type FORTH; that is, JSR 
machine code is used instead of an address interpreter. Their editor is very similar to BASIC. It has an AUTO line 
number command, but no search or search-and-replace commands. 

The documentation states that an Apple II is needed, but this is only true if an Applesoft ROM card is installed. 
Insoft should have specified that an Apple II + is required. Also, the disk will not boot directly into Transforth if a 
language card is installed. There is no mention of how to handle this in the manual. 

An attempt was made to run the BYTE Magazine benchmark (Sept. 81, pg. 190). Several modifications to the 
routines were required. Compiling them caused the system to crash without any error message. 

TRANSFORTH II comes in a three-ring notebook with 53 pages of documentation. Of these, two pages are 
devoted to the introduction, eight consist of a tutorial on the language, six explain how to use the editor, eight apply 
to data structures, two pertain to data display and transfer, two describe floating-point number operations and 
display (including a list of error messages), three apply to high and low resolution graphics and three pages involve 
internal structures. There is also a four-page “annotated dictionary”, which is more like a reference card than a full 
explanation of how each word is to be used, followed by a two page ASCII character chart with numeric 
equivalents. Finally, 11 pages of demo routines are included, along with a memory map. 

This program appears to be a hybrid of FORTH, BASIC and an HP calculator, but most of the important features 
of each are missing, thereby limiting it’s usefulness to the serious programmer. 
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MATHEMATICS & SCIENCE 


DESK CALCULATOR Il Department: Math 

Company: Telephone Software Connection Sugg. Retail: $30.00 

Language: Applesoft Availability: °? 

Hardware Requirements: 48K Disk or Tape: Telephone Transfer (Disk) 

EASE OF USE so DOCUMENTATION so RELIABILITY 80 

VENDOR SUPPORT 95 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 85 


This is the most comprehensive calculator program available. It literally turns your Apple into a pocket calculator 
that has functions ranging from trigonometry and statistics to metric-decimal and hexadecimal-decimal conversions. 

The display is a graphics representation of a large pocket calculator. The left hand side is the main calculator with 
alphanumerical display at the top. The right hand side shows 10 memories and 12 keys that can be redefined by the 
right arrow key. 

These keys include statistics — both one and two dimensional arrays, factorials, permutations and combinations; 
rectangular to polar conversions; degrees to radians; trigometric, hyperbolic and logarithmic functions. There is also 
a comprehensive series of metric-English conversions and for computer programmers decimal to hexadecimal con- 
versions and the display of the HI and LO bytes of the address. The program allows user-defined functions and dur- 
ing normal calculations allows the use of parentheses for evaluating simple expansions like 6*(3 + 4) =. If a print-out 
of the calculations is needed, the printer can be toggled from within the program. 

The program is completely self-documented. It has an excellent error checking routine that will indicate an error 
in the display for impossible calculations. 


MATRIX INVERT Department: Math 

Company: SDL Sugg. Retail: $18.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 16K & Applesoft in ROM Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 81 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 85 
VISUAL APPEAL 80 


The purpose of this program is to find the inverse and determinant of a symmetrical matrix or solve a system sym- 
metrical linear equations (Have you got that, computer fans? No problem. Just run it in APL if this is confusing). 
There is no limitation to the number of variables you can use in this program. 


THE FORECASTER Il Department: Math 

Company: Systems Design Lab Sugg. Retail: $21.95 

Language: Applesoft Availability: 5 

Hardware Requirements: 16K & Applesoft ROM Disk or Tape: Tape 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 83 ERROR HANDLING 90 
VISUAL APPEAL 85 


The FORECASTER performs a complete line or regression analysis and gives you an accurate regression equation 
within seconds. Data is then graphed in Hi-Res graphics and then a line is plotted by using the regression equation. 
You may also label the Hi-Res graph screen. This is a useful and well-designed program for those interested in per- 
forming trend analysis. 


STAT TRAK Department: Science 


Company: Quality Software Sugg. Retail: $49.95 

Language: Applesoft Availability: 2 

Hardware Requirements: 32K & Disk (Printer desirable) Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 50 RELIABILITY 

VENDORSUPPORT £80 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 60 
VISUAL APPEAL 70 


STAT TRAK is a significant achievement in applying a home computer to a complex engineering problem normal- 
ly requiring large computer systems. The program will calculate the orbital path of a spacecraft, displaying it either 
in an excellently-formatted table or on a well-done black and white Hi-Res world map. A second program tabulates 
the azimuth and elevation angles for a given satellite based on the observation time, location and altitude of a “bird 
watcher”. There are also two easy-to-use routines to periodically update the ephemeris data of any of the satellites 
supplied in a master file or to add a new satellite, using mean orbital parameters easily obtainable from NASA. 

The specified accuracy of plus or minus two degrees was tested, using the inputs to and outputs from a VAX 
11/780 computer as a “zero-error” standard. The absolute error was slightly less than one degree, which is an ex- 
cellent achievement, great for visual detection and tracking, and much more than required for radio hams (at most 
frequencies). With that degree of error, a 45x telescope should be able to locate and detect a low orbit satellite; 
however, optical tracking or effective use of higher magnification eyepieces is another matter. 

The program is voluminously documented and, after some initial experimentation, is very easy to use, but both 
the programs and the documentation suffer from shortcomings in omission and commission. Saving and storing of 
the observer’s position for subsequent recall would simplify operation and permit computation of GMT and Julian 
dates by the Apple —a simple enough task which would endear STAT TRAK to the non-engineer Apple owners. The 
avoidance of the use of color in the graphics is presumably a carry-over from the “TRS-80” and “Sorcerer” versions, 
but for the $45.00 price tag, these minor “customizing” improvements seem to be a reasonable expectation. 

The documentation’s shortcomings are more diverse in nature, but for the most part stem from expecting a single 
set of instructions to satisfy all cases for the Apple, “TRS-80” and “Sorcerer”. The documentation is intended to cover 
both disk and cassette versions to boot. The test cases are fine, but don’t expect to match up your display data for- 
mats with those in the documentation that show a 60-character line. Additionally, there is the matter of typos — 
easy to spot in the context of a sentence, but not in an example input! To complicate matters, using typo examples 
should result in an “Error-on-Input” message; however, this doesn’t happen because the program will use default 
values and produce an ephemeris with which you might happily run off with for a night of astral watching — and 
watching — and watching. (Does this connote the fact that the error message may cause problems?) Conflictingly 
stated hardware requirements, and inconsistently named and misnamed programs further confuse the situation, 
although the detail in many areas is superlative in its step-by-step clarity. 

In total, however, STAT TRAK, while it could use some updating, does what it claims to, does it with a minimum 
of operator fuss, and is a good venture into higher technology for the home computer enthusiast. If you have ever 
had a hankering to see a Russian satellite, STAT TRAK makes it a cinch, albeit at a significant, but specified 
distance away! 


MULTIPLE REGRESSION Department: Math 

Company: System Design Lab Sugg. Retail: $29.95 

Language: Applesoft Availability: 5 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 65 DOCUMENTATION 65 RELIABILITY 70 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 73 ERROR HANDLING 90 
VISUAL APPEAL 75 


MULTIPLE REGRESSION is a statistical program used for multi-purpose predictions. The program may be used 
in business, education or in any field where empirical data is used to predict future events. The program includes the 
correlation matrix, inverted matrix, the sum, mean and standard deviation, and optional hardcopy printout. 

The package appears to be designed for those conversant with and knowledgeable about statistics. As such, the 
program does a good job. It would be desirable, we believe, to expend more effort in making it more useable and 
understandable for the average layman. 
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GENERAL MATH 
Company: Hayden 
Language: Applesoft 
Hardware Requirements: 16K 
EASE OF USE 85 

VENDOR SUPPORT 80 


DOCUMENTATION 
PRICE/USEFULNESS RATIO 
VISUAL APPEAL 


. Log to any base 

. New Coordinates 
Rectangular/polar conversion 
. Permutations 

. Combinations 

. Vector Cross Products 

. Vector Scalar Products 

. Max/Min Locator 

They all work as indicated. 


COMPLEX MATH 
Company: Hayden 
Language: Applesoft 
Hardware Requirements: 16K 
EASE OF USE DOCUMENTATION 
VENDOR SUPPORT 


85 
80 
VISUAL APPEAL 


GENERAL MATH is comprised of the following set of 15 programs: 
9. 


PRICE/USEFULNESS RATIO 


Department: Math 

Sugg. Retail: $9.95 

Availability: 8 

Disk or Tape: Tape or Fordisk 

Self RELIABILITY 85 

85 ERROR HANDLING 80 
80 


Number Rounder 


COMPLEX MATH is composed of eight math programs. They are: 


1. Absolute Value 

2. Complex Addition 

3. Complex Subtraction 
4. Complex Multiplication 


They all work as indicated. 


ENGINEERING MATH 

Company: Hayden 

Language: Applesoft 

Hardware Requirements: 16K 

EASE OF USE 85 DOCUMENTATION 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 
VISUAL APPEAL 


Eight programs for the Engineer: 
1. Solving simultaneous equations, 
2. Evaluation of a polynomial, 

3. Quadratic equations, 

4. Simpson integration, 


They all work as indicated. 


10. Dimension scaler 
11. Histogram 
12. Circle Finder 
13. Nth Root of a number 
14. Normally Distributed Random Numbers 
15. Rational Fractions. 
Department: Math 
Sugg. Retail: $9.95 
Availability: 8 
Disk or Tape: Tape 
Self RELIABILITY 85 
85 ERROR HANDLING 80 
80 
5. Complex Division 
6. Nth Root of a complex number 
7. Complex Exponential 
8. Complex number to a real power 
Department: Math 
Sugg. Retail: $9.95 
Availability: 8 
Diskor Tape: Tape 
Self RELIABILITY 85 
85 ERROR HANDLING 80 
80 


5. Newton-Ralphson roots, 

6. Derivative of a function, 

7. Factorial of a given number, and 
8. Extended factorial calculation. 


COMMUNICATIONS 


ASCII EXPRESS ll Department: Utilities 
Company: Southwestern Data Systems Sugg. Retail: $49.95 
Language: Applesoft & Assembly Availability: 6 
Hardware Requirements: 48K; Applesoft ROM; drive; Micromodem or communication card & acoustic 
coupler 


Disk or Tape: Disk* 


EASE OF USE so DOCUMENTATION 85 RELIABILITY 30 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 30 
VISUAL APPEAL 80 


THE ASCII EXPRESS II is a complete package to upload, download and edit files for all data types associated 
with many types of computers — both personal and mainframe. A line-oriented editor is included, as well as a 
system of terminal-oriented keyboard MACROS and an index system to help keep track of system phone numbers 
and automatically accessing associated MACROS. 

Upon booting the program, the user must perform a two-step configuration procedure. The first step is done by a 
configuration program, the second step by editing one line in the main driver program. The manual has a detailed 
explanation of the parameters which makes this task relatively easy. 

The terminal software is primarily designed to be used with the Micromodem by Hayes Computer Company 
(formerly D.C. Hayes), but the program works well with the communication card and acoustic coupler. Features 
used with the Micromodem include: auto-answering of the phone, dialing up a system (a MACRO can be used to 
dial a pre-stored phone number), hanging up the phone and a system check to make sure there is a continuous con- 
nection. 

The file retrieval system consists of routines to upload, download and edit files. In sending a file to another system, 
options are provided for transmitting it (line by line or character by character) and whether to look for a prompt 
character or not. In receiving a file, the system operates in slave or master mode (master is used most often), sends 
system commands to other systems to control their dump, and asks if an append to existing buffer file is desired. 

The editor is a line-oriented version with limited character replacement ability, although adequate for this ap- 
plication. The editor is a separate program that is chained into memory when needed and then re-chained back to 
the terminal program when no longer needed. 

Files are stored in a memory buffer until they are saved to disk. Files can also be loaded back into the memory buf- 
fer from which they can be transfered. This buffer is fairly large. During our evaluation, we downloaded a 20K file; 
however, caution must be taken since the program does not inform you when the buffer is full, possibly resulting in 
data being lost. 

There are additional programs included with the package that will allow the user to send and receive Apple 
binary files, Integer and Applesoft programs in addition to the text files. 

The disk is protected but contains a limited copy program which allows four back-up copies to be made. 

In our evaluation, we found it impossible to really bomb the program even though one caz obtain strange results. 
In spite of this, everything we encountered was easily recoverable. This is one of the best terminal programs 
available. We used it to communicate between the following systems with no difficulties (we used both the 
Micromodem and the communication-coupler combination): 

Apple to two different CDC timeshare systems 
Apple to a PDP 11/70 
Apple to Cromemco. (280/CPM) 
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VISITERM Department: Utilities 


Company: Personal Software Sugg. Retail: $149.95 

Language: Machine Language Availability: 7 

Hardware Requirements: Apple ll or ll + with disk and modem. Supports printer. Disk or Tape: Disk* 

EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 80 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL N/A 


VISITERM is Personal Software’s entry into the communications area. The program uses the Hi-Res screen for 
display of both upper and lower case letters plus special character sets like that associated with APL or any others 
you might want to create. All of the standard communication cards are supported and the program is flexible 
enough so that it should support future cards. 

Like all programs on the market recently, VISITERM supports sending and receiving text files. The internal buf- 
fer limit is 18,000 characters or anything smaller that you specify. There are provisions for disk operations which 
will allow sending and receiving larger files. 

Connection is established in standard ways through an acoustic coupler or via direct dial if you have the Hayes 
Micromodem. There are no provisions for automatic dialing from stored numbers if you have the Micromodem. 

The program is driven by various escape sequences. Prompting for all of these would fill the screen so it is ad- 
visable keep the quick reference card handy until you memorize the ones you use most. A status line is provided at 
the bottom of the screen and all commands entered are reflected there as a double check for you. 

The long “break” signal required by many timesharing systems is supported and you have the capability of chang- 
ing the length of the signal. 

One strength and weakness of the VISITERM program is its options section. This is a strength because of the large 
number of options available and a weakness because the large number of options requires the users to really know 
what they are doing if anything other than the defaults are picked. 

Some of the features available are listed here: 

1) Change data format and communications speeds. 

2) Create and use keyboard macros. 

3) Adjust and use protocol characters and auto-acknowledge characters for block data transfer. 

4) Vary character appearance and switch character sets. 

5) Completely change the screen characteristics, scrolling, etc. for viewing suitable to you. 

For all of these operations you may save them to disk for later use. You should save the options you find useful rather 
than changing them every time. The default mode for the operation is half-duplex. Every time you change options 
you are sent back into the half-duplex mode and you must change it if it is not saved. For full-duplex users like this 
reviewer, this can be a pain if many options are used (like when the program was being reviewed). 

Since the Hi-Res screen is used for character display, any character set you want may be used. Several sets are pro- 
vided; for the adventurous, there is a character editor within VISITERM. With it, you could create a graphics 
character set, transmit it to a friend; with an Apple and use VISITERM to trade pictures. 

It would be wise to learn how to use the character set generator provided. This reviewer found that the sets pro- 
vided (all of them) were very hard to read and use. Most of them use proportional spacing, so computer output does 
not line up at ali with most received data since spaces are inserted by the transmitting computer for tabbing pur- 
poses. The mono-space character set provided has letters that are quite small and hard to read on my Hi-Res monitor 
— they probably could not be read on a regular television with a modulator. 

Another distinguishing characteristic of VISITERM is its ability to define and use protocol characters on file 
transfer. You can set the EOB, ACK, STOP, and START characters. Many programs support the START/STOP pro- 
tocol, but few also support block operating and the EOB/ACK protocol. One problem with this is that the protocol is 
only supported during file transfer operations and not during normal terminal operations. 

With VISITERM, there is a 256-character type ahead buffer for use while data transfer operations are taking 
place. The only problem with this is that the default communication mode is half-duplex and you can’t see what you 
are typing until the character are sent and/or echoed by the other computer. 

VISITERM supports keyboard macros of up to 249 characters each. The manual states that the macro space has a 
fixed capacity, but doesn’t state what that is. The prompt within the macro section says that the limit is somewhat 
over 1,000 characters. An interesting use of macros might be to redefine the keyboard. This can be interesting if you 
know or use the newer KVORAK keyboard configuration. 

Only text files can be transferred using VISITERM, but there are utilities on the disk which allow converting Ap- 
plesoft programs and binary files to text form. Another utility exists to return text files to binary form and EXEC will 
reconvert text files to Applesoft. 

A good addition to the manual in this case is an appendix titled “A Primer on Data Communications”. Included in 
it is a good description of the basics of data communication using a modem. If you don’t know anything about data 
communications, this is a good place to start reading the manual. Another appendix outlines the various hardware 
configurations supported by the program while a third presents everything you ever wanted to know about ASCII 
characters. 


SOURCE Department: Business 


Company: Telecomputing Corp. Sugg. Retail: $100.00 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K + Disk + Modem Disk or Tape: Disk 

EASE OF USE 65 DOCUMENTATION 70 RELIABILITY 55 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 75 
VISUAL APPEAL 60 


Perhaps the single most descriptive word to use in commenting about the SOURCE would be “potential.” It is 
quite possible that this type of system may well be the major way in which personal computers will be used in the 
years to come. 

The SOURCE is a time-sharing system. It presently consists of a number of large main-frame computers located in 
Virginia, accessible to users via telephone. Apple owners require a 48K Apple, a disk drive, a modem (preferably a 
D. C. Hayes Micromodem) and software. The fee for joining the SOURCE network is $100. Apple users should also 
have a special Apple Software utility package that costs about $30. The costs involved in using the SOURCE at pre- 
sent are: $2.75 per hour non-primetime (Defined as from 6:00 to 7:00 AM local time, as well as week-ends and 
holidays) — All other time is charged at $15 per hour. (Primetime). The charges are billed to the user monthly, 
usually on a major credit card. 

What you get for your money is access via telephone to the power and capacity of large main-frame computers as 
well as the use of literally hundreds of programs. 

A partial list of these programs follow: 1. Mail — All members of the network can leave messages on the SOURCE 
for any other user, 2. UPI and AP News, 3. Stock Information, 4. Airline Schedules, 5. Wine Information, 6. Apple 
Information, 7. Astrology, 8. Art, 9. Games, 10. Bargains, 11. Bonds, 12. Chess, 13. Drug Addiction Information, 
14. The Economy, 15. Engineering, 16. Almanac, 17. Family Shopper, 18. Gold and Silver, 19. IQ, 20. Legal News, 
21. Medical Information, 22. Money Market, 23. Real Estate, and 24. Tax Information. 

Many more programs are constantly being added to this particular list. 

There are some problems in connection with using The SOURCE: (A) The system is already overloaded, often 
causing delays in gaining access. (NOTE: The SOURCE says that an arrangement with a large computer company 
will alleviate this problem). (B) Often when using the SOURCE, certain procedures are rather awkward and time- 
consuming. (C) The system itself experiences “downtime” (not in operation) too often. 

Most of the problems, though, can be attributed to a overly rapid growth, resulting in straining existing 
capabilities. The problems, however, should not be continuing ones. 

NOTE: The Source has been purchased by Reader's Digest. This should be a good portent. 


AUTOTERM Department: Utilities 
Company: Softworks, Inc. Sugg. Retail: $59.95 
Language: Applesoft + machine code Availability: 5 
Hardware Requirements: Apple ll ori + with disk and Disk or Tape: Disk 
Hayes Micromodem. Printer optional 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 75 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 70 
VISUAL APPEAL N/A 


This is yet another of a group of terminal and communications programs that are making their way to the market. 
As a group, these programs generally boast of being able to accomplish many of the same things. The documentation 
for this package is no exception. Unfortunately, the program falls somewhat short of the user's expectations and is 
not a real match for some of its more sophisticated, less expensive cousins. 


The initial problem encountered in this system is the lack of Applesoft on the boot disk. The language and 16K 
card users must first do a boot of the system master to load the card and then find and run the DOS greeting program 
on the disk. There have been several published programs that check the language card and load it, then proceed to 
call the greeting program and run it upon boot. A truly user friendly program would have one of these on the disk 
with instructions for the owner to delete it if not needed. 

AUTOTERM is an upper case only program. It is ABBS-oriented, but will work with other systems. The program 
has an auto-dial feature for up to 25 systems. Auto-logon is also supported (according to the manual). Although the 
manual stated as such, this reviewer could not get the feature to work with either an HP3000 or DEC20/20 com- 
puter. Manual-logon and other features of the program worked fine, but the auto-logon did not. 

The program has an auto-capture mode with a 20K buffer. You are given warning when about 19K has been 
filled. When the buffer is completely full, it begins to wrap around and fill again from the beginning. AUTOTERM 
avoids the Applesoft garbage collection option by treating the incoming information as individual bytes which are 
stored sequentially in memory and handled as one long binary file. When this buffer is saved, it is generally saved as 
a binary file, although you have the option of converting it to a text file. 

AUTOTERM is programmed to support the Centronics 730 printer with the Apple Centronics Interface Card. 
Other printers may require modification to part of the program (specified in the instructions). 

There is an editor function with AUTOTERM. The function is a rather simple line-oriented text editor with a 600 
line limit on the file size. Each line may be a maximum of 80 characters long. 

AUTOTERM will set up the Micromodem card in its remote terminal configuration so you may receive calls from 
other Apple computers and have programs (as text files) loaded into your machine. 

No backup copies are provided, but the program disk may be copied for backup purposes by the Apple Copy Pro- 
gram on the System Master disk. 


DATA CAPTURE 3.0 Department: Utilities 

Company: Southeastern Software Sugg. Retail: $29.95 

Language: Applesoft & Machine Availability: 4 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 90 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 80 


The DATA CAPTURE 3.0 program is a useful addition to any programmer's library when that person has to com- 
municate with other computers and save the data. As advertised, the program will capture all text coming from the 
other computer (at least until memory is full). Saved text can then be stored to disk for later manipulation. 

The major problem with this program involves the timing between sending a command and the start of receiving 
data: screen formatting takes place while data is being transmitted; during a test run, the first 17 characters (or so) 
from the other computer were not captured. In addition, the last two letters of the transmitted command appeared 
in the first line of captured data. The first part of the problem appears to be a programming anomaly; the second ap- 
pears to be a characteristic of the D.C. Hayes Micromodem. The last two letters of the command are repeated when 
programs are written for the Micromodem, too. A simple textual fix, of course, is to make certain that the first line of 
text to be captured is not needed; thus it can be later deleted before saving the file. A program logic fix would involve 
formatting the screen before sending the last command and finding some way of getting rid of the Micromodem pro- 
blem. 

The input routine of the program is very efficient and follows the data to be sent exactly at the fastest rates this 
reviewer could push it. The same input routine appears to be used for both modem and disk entry, so the clever pro- 
grammer could probably extract it and use it for a text entry routine to avoid the Applesoft garbage collection pro- 
blem found in many editors. Garbage collection only takes place when memory is almost full. 

Because the program manipulates text files (reads them, merges them, and saves them) and since all characters are 
supported, the program can be used in everyday use to transfer text files from one disk to another rather rapidly. The 
only warning is that you must rename the file you want to copy with a “TXT” suffix since the read routine expects to 
find that designated suffix. With clever use of the read, delete, merge, and save capabilities, the program itself could 
be made to function as a crude editor (although that obviously is not its purpose). 
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MICRO-COURIER Department: Business 


Company: Méicrom, Inc. Sugg. Retail: $250.00 
Language: Applesoft Availability: 5 
Hardware Requirements: Apple ll or ll + w 48K and Disk or Tape: Disk* 
Hayes Micromodem. Clock card and printer recommended. 
EASE OF USE 80 DOCUMENTATION ; 85 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 73 ERROR HANDLING 80 
VISUAL APPEAL N/A 


The MICRO-COURIER program is advertised as being able to solve the electronic mail problems of modern com- 
panies. To some extent, the program accomplishes these goals, but only in a limited way. 

So long as the user recognizes that this system is obviously designed to be specifically utilized as an electronic 
mail program and that it best communicates only with another MICRO-COURIER program, then, at that point, a 
decision can be made on its use for your application. If the user sees this software as a new terminal program ap- 
plicable to all uses of a modem, he is in for a disappointment. That said, the main features of the program and com- 
mentary on them follows. 

The package comes with one disk and an instruction manual. Replacement disks are free to registered users 
within 90 days; the cost is $35 after that period. There is no provision for a backup copy, so you will be without the 
program during the period of replacement. You are in effect buying a license to use the software and not the soft- 
ware itself; consequently, a backup copy would provide you with two disks to use and therefore violate the licensing 
agreement. 

The main menu describes the major tasks that the program performs: create and edit mail files; review and ad- 
dress outgoing mail; send and receive mail; review incoming mail; perform mailbox directory maintenance; switch to 
terminal mode operation; and run system utilities. 

The create/edit mail files is the word processor portion of MICRO-COURIER. You are allowed to create files, edit 
them, and print them. There are two major limitations of the editor: messages are limited to 4,000 characters and 
only upper case is supported. The editor is only good for outgoing messages that you create unless your incoming 
mail is in the form of a text file of less than 4,000 characters. Text is entered without regard for the screen size 
and words will split at the end of the screen. Formatting is performed by the print program. The return key signals 
an end of paragraph to the program. Cursor control for editing purposes are paragraph, line, word and character- 
oriented rather than screen-oriented. The control keys are nicely arranged for remembering their functions. The 
delete character function has a “lock” on it; you must use it twice to delete anything. 

The second main menu function allows you to address messages (log them into the system), review the log of all 
messages (ready to send or sent), review the log of all messages sent, delete mail, or print copies of messages 
from the send log. When you log messages to send, you have the choice of sending them to a specific person or to a 
list of addresses. Each individual on your “mailing list” is given a mailbox ID number (see mailbox directory 
maintenance below). Distribution lists are made up of a number of individual mail box IDs. Essentially, what this sec- 
tion does is link the mail boxes you have established to the files you have set up and allows you to determine when 
you want what sent to whom. The files sent do not have to be files created by the MICRO-COURIER editor. Any 
DOS 3.3 file in any machine-readable form may be sent (including binary files). The previously described editor simp- 
ly helps you create messages for sending. With a clock card, you have the option of specifying when (date and time) 
you want the files sent. Routine maintenance functions consisting of review, deletion, and printing of the logs are 
provided. If you do not have a clock card, messages will be sent immediately upon entering the send message mode 
of operation from the next option. 

Sending and receiving mail is the heart of the program and what makes this a different terminal control program. 
Up to 100 messages may be queued for automatic transmittal at any one time. For each, at the specified date and 
time, MICRO-COURIER will dial the destination and transmit a message. The program is supposed to try dialing 
repeatedly if the destination line is not available. It will do so only if you have a clock card. If, instead, you are ex- 
pecting mail, there is a mode for receipt of messages where the program will answer the phone and a mode for ac- 
cepting incoming messages and files. An interesting feature of the program is its ability to operate in both accept and 
answer modes at the same time. A third option presented to you is “send and receive”, where your messages will be 
sent at the predetermined times (or as closely thereafter as possible) and, when not sending, will receive incoming 
messages. If you expect much incoming mail, a second disk drive is essential, since the program disk must remain in 
drive one. The system logs all activity for later recall and review. 

One important point needs to be made about this system’s transmission and receiving limitations. The sending and 
receiving functions of MICRO-COURIER are specifically designed for machines with only the MICRO-COURIER 
software. There are no provisions for automatic log-on to a system which requires identifications and passwords to 
be sent before message traffic can take place. This means, for example, that you should not buy this software and ex- 
pect to be able to automatically transfer messages to the SOURCE or any other such timesharing system! Provisions 
are made to do this manually (see terminal mode description), but you must control the operation yourself. 


The display mail functions are what you might expect from a mailbox system. You may display and/or print the 
mail, print a log of the mail, and, if you are in a hurry, dump mail from selected addresses only. To keep files apart, 
all received files are stored with an internally assigned filename. A counter is kept and incremented for this purpose, 
allowing you up to 90,000 messages before the counter is reset, at which point files will be deleted automatically. 
Well before that time, you should have reviewed the incoming log for renaming and storing those messages and files 
that are important to you. Of course, you have the option of messing things up, since Apple DOS will allow you to 
rename a file to a name that already exists, giving you fits on any attempted recovery. 

The mailbox directory maintenance function allows you to establish or edit the identification(s) of users you want 
to send mail to. There are 99 mailboxes available in the system. You may fill any or all mailboxes with telephone 
numbers and names of users. These are then linked to files as described above. Each phone number may be up to 
36 characters long (including numbers and pause characters), This should handle most, if not all, of the combina- 
tions of access and user codes, plus phone numbers that you might come across. The pause character (*) allows a 
delay for two seconds when dialing for the purpose of automated switchboard function changing. The program was 
checked with a Hayes Micromodem and advertising support for “... most autodialing, Apple-compatible 
modems.” You would be wise to check program operation in the store if you have other than a Hayes Micromodem. 

Other functions of mailbox directory maintenance allow printing of the directory, plus adding, changing, or 
deleting entries. Distribution lists may also be created with this function. 

For manual control over the information transfer, MICRO-COURIER provides a terminal mode of operation. In 
this mode, you may directly transfer information to and from a remote computer, or you may manually send DOS 
files (with some limitations). If you are NOT connected to another MICRO-COURIER program, then only text files 
will be handled. You must be connected to a like program for binary and program files to be sent. Standard baud 
rates are supported; the program was tested for up to 300 baud. Either half- or full-duplex is supported. 

There is one rather serious error in the implementation of the terminal mode of operation. The manual correctly 
describes full- and half-duplex modes, but the program implements them in the opposite manner. If you want full 
duplex operation, you must tell the program to give you half-duplex! This is not difficult to remember, but certainly 
annoying. 

For the terminal mode, escape sequences are provided for the symbols that do not occur naturally on the Apple 
keyboard. One other minor annoyance is that all escape and control characters received go into the receive file. 
There is no option for rejecting these. 

The utility section allows you to catalog a disk, reconfigure the system, set a date and time, and perform file 
maintenance (copy and delete files). For a one drive system, the copy file routine will only make a duplicate file on the 
same disk; there are no provisions for disk swapping — consequently, this utility is of little use. 

In general, the MICRO-COURIER program is well implemented. All functions are menu driven and all prior menu 
titles are shown above submenus — a handy feature for determining how you got to where you are. Except for 
transfer of non-text files, this reviewer questions the claim of the company that there is “almost non-existent” 
competition for this product and, what competition exists, requires a large investment. Electronic mail, using the 
SOURCE as one example, is perfectly capable of doing many of the same functions at reduced cost in equipment, 
since only a small terminal is required. 
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HI-RES CHARACTER 
GENERATORS 


HI-RES GRAPHIC PRINTER Department: Utilities 

Company: SDL Sugg. Retail: $26.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K Disk or Tape: Both 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 90 

VENDOR SUPPORT so PRICE/USEFULNESS RATIO 90 ERROR HANDLING 90 
VISUAL APPEAL 85 


One immediate advantage to this program is that it is written in Applesoft as opposed to other somewhat similar 
programs written in Integer Basic which don’t allow some useful functions. 

This program utilizes standard keyboard characters and comes with 16 special Hi-Res characters. You are able to 
label your Hi-Res graphs or print text characters on the Hi-Res screen. Any character, whether standard keyboard or 
user defined, can be changed quickly and easily to any symbol, object, or character of your choice. You may also ap- 
pend this program to yours. 

Another new feature of this package is that it shows examples of programs and then displays what the program 
does. A very helpful teaching aid in learning how to use the Apple’s Hi-Res screen. 


SCREEN MACHINE Department: Utilities 

Company: Softape Sugg. Retail: $29.95 

Language: Integer & Applesoft Availability: 6 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 90 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 80 


SCREEN MACHINE is a graphics utility package for creating character sets ranging from foreign alphabets to 
Hi-Res playing cards. Each character is defined as a 7 x 8 dot matrix. One simply decides whether one wants to plot 
or not plot as one steps through the 56 positions of the matrix. The capability to back up or restart is included. The 
sets can also be saved to disk or tape. 

Once a character set is defined, one can assign it to the characters on the keyboard. The program is transparent to 
your programs, effectively showing the new characters to be printed using Basic print statements. Although written 
in 1979, this is still a very useful and worthwhile program, especially at its nominal price. 
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HIGHER TEXT Department: Utilities 


Company: Synergistic Software Sugg. Retail: $32.50 

Language: Machine Availability: 7 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 80 


HIGHER TEXT is a complete package for generating text on the Hi-Res graphics screen. Being a machine 
language program, it can be used within a Basic program without interference. It contains a full upper and lower 
case 96-character ASCII character set. Characters may be printed in several sizes, shapes, and colors with selectable 
background colors. Ten colors are offered. 

The program comes with an editor for modifying or designing your own characters or character sets. The disk 
comes with six character sets (mostly large fonts, plus one set with three small fonts). 

The program is extensively documented for easy reference and is no harder to use than printing text to a normal 
text screen. 


HI-RES PLAYGROUND Department: Utilities 

Company: SDL Sugg. Retail: $29.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 16K, Applesoft Rom Disk or Tape: Disk 

EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 90 
VISUAL APPEAL 80 


HI-RES PLAYGROUND is intended as a Hi-Res Screen text editor (if the user wishes to use both Hi-Res pages, you 
must have 48K available). You may label your own pictures with text, then save them to disk. The program also 
allows one to invert the Hi-Res screen for special effects. Since only one size type is available, it is not as versatile as 
others. (See “Higher Text” review.) 
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GRAPH PLOTTING PROGRAMS 


APPLE PLOT Department: Utilities 

Company: Apple Computer Sugg. Retail: $70.00 

Language: Applesoft in ROM Availability: 9 

Hardware Requirements: 48K Diskor Tape: Disk 

EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 85 


APPLE PLOT provides the user with an excellent method of utilizing the Apple II’s superb color graphics 
capabilities for displaying information. It is a menu-driven program which may be used to generate custom graphs 
of up to 100 data points in each of two data sets. The plot techniques can be selected from six formats: 

(1) Standard graph — line graph of one data set. 

(2) Standard graph with data overlay — line graphs of two data sets. 

(3) Bar chart — one data set. 

(4) Multiple bar chart — two data sets. 

(5) Scatter plots — unconnected dots. 

(6) Mixture — consisting of bar charts and standard graphs. 

The data entry and editing routines are very straight-forward. One enters the point number, followed by the X 
and Y coordinate values. The drawback is that a return must be entered after each data entry since each piece of 
data (not each data point) is stored as individual segments in a sequential data file. Editing allows insertion or dele- 
tion of a complete data point or changes in any X or Y value. 

The program features automatic scaling and labeling of the axis. One can also insert two additional labels inside 
the graph. Graphs can be saved to disk as pictures to be presented in slide show fashion or for dumping to a printer. 
The program supports Hi-Res screen dumps to both the Apple Silentype and Qume Sprint 5 printers. APPLE PLOT 
also includes a program for converting VISICALC data to a format used by its plotting program. 

The program is much more suited to business rather than scientific applications because of its 100 data point 
limitation. As compared to Muse’s Data Plot, this package is more expensive and doesn’t offer pie charts. However, 


unlike its competitor, it maintains data on disks using standard DOS. This may be a real plus for interchanging data 
between programs. 


HI-RES GRAPHIC CHARTING Department: Utilities 

Company: The Software Co. Sugg. Retail: $20.00 Tape 

Language: Applesoft (ROM or RAM) Availability: 2 

Hardware Requirements: 32K Disk or Tape: Tape 

EASE OF USE 75 DOCUMENTATION 60 RELIABILITY 45 

VENDOR SUPPORT 40 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 45 
VISUAL APPEAL 50 


The HI-RES GRAPHIC CHARTS GENERATOR is a plotting package which allows the user to form a Hi-Res 
graph of any set of X-Y data values. The resulting graph may then be annotated using both upper and lower case 
characters, as well as a variety of other special symbols. 

The data values to be plotted can either be input from the keyboard or can be entered from a text file of X and Y 
values which have been generated from another program. 

This package is attractively priced, simple to use, and can be useful if hardcopy graphic output is possible on the 
user’s system. However, the program does not perform sufficient error checking, and “bombs” easily. 


214 


DATA PLOT 

Company: Muse 

Language: Applesoft 
Hardware Requirements: 48K 


Department: Utilities 
Sugg. Retail: $59.95 
Availability: * 

Disk or Tape: Disk* 


EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 85 


DATA PLOT is a graph plotting program that allows you to display numeric data as a either bar charts, line 
graphs, scatter diagrams or pie charts. It allows you to enter, edit and save the data tables for plotting and display at 
a later time. It also supports hard-copy for either the Apple Silentype or Trendcom 200 line printers. 

DATA PLOT allows up to 99 points to be plotted on all but the pie chart, which only supports a maximum of 25 
points. The program automatically scales the charts for the user, but this feature can be disabled. Multiple charts are 
allowed and labels in addition to your axis labeling may be added to give your charts a finished look. However, these 
extra labels can’t be saved as part of your data file, but can be saved as a finished Hi-Res picture. 

The program also offers a statistical package. A simple keypress will show the mean and standard deviation of the 
data points on your bar charts, scatter diagrams and line graphs. Likewise, percentages are given for the slices in 
your pie charts. 

The program comes on a protected 3.2 disk. Muse’s protection scheme also produces a protected data disk. This 
precludes interfacing directly with the data files from any other program like “Visicalc”. However, one can enter the 
data by hand. Another problem involves using a printer other than the two mentioned above. Although it may be 
possible to use Ctrl-C to get out of the program, then type in a driver program in hex and save it to the protected 
disk, Muse doesn’t specify how. 

The program is quite comparable to Apple Plot. Its editor is easier to use than Apple’s and has the added feature of 
statistical computations. However, as mentioned above, it is restricted in interfacing directly to other program's 
data files. 


FUNCTION PLOT 
Company: Programma 
Language: Applesoft 
Hardware Requirements: 48K 


Department: Utilities 
Sugg. Retail: $24.95 
Availability: 8 

Disk or Tape: Disk 


EASE OF USE 85 DOCUMENTATION 95 RELIABILITY 95 
VENDOR SUPPORT 7? PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 95 


FUNCTION PLOT is a two-dimensional Hi-Res plotting program that will plot in either polar or rectangular 
coordinates. Coordinate plots can be linear, logarithmic, or semi logarithmic with coordinate axis labeled. Plotting 
options include plotting multiple functions on the same graph and up to 10 different functions for each run. 

The program is clearly documented. Its error checking will prevent one from plotting illegal quantities. 


PLOTTER Department: Utilities 

Company: SDL Sugg. Retail: $14.95 

Language: Applesoft Availability: ? 

Hardware Requirements: 16K, & Applesoft Rom Disk or Tape: Tape, ok for Disk 

EASE OF USE 85 DOCUMENTATION 81 RELIABILITY 85 

VENDOR SUPPORT 30 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 90 
VISUAL APPEAL 81 


This program will allow you to plot equations quickly and simply in Hi-Res Graphics. Nice for math students. 
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VISIPLOT [Version 1.0] Department: Business 


Company: Personal Software, Inc. Sugg. Retail: $179 

Language: Applesoft Availability: 8 

Hardware Requirements: Apple llorli+,00S3.3 Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 88 RELIABILITY 80 

VENDORSUPPORT 85 PRICE/USEFULNESS RATIO 84 ERROR HANDLING 95 
VISUAL APPEAL N/A 


NOTE: VISIPLOT is advertised to be compatible with “Visicalc.”It will only directly interface with the 16 sector 
version of “Visicalc”, not the 13 sector version. 

VISIPLOT is a highly-touted plotted package that has some rather unique features plus some possibly restrictive 
characteristics. You encounter the first unpleasant feature on booting. If you have a language or 16K card, you must 
first boot the DOS 3.3 system master disk to load Applesoft into the card and then RUN INIT on the VISIPLOT disk. 
Applesoft should have been installed on the VISIPLOT disk for loading the card directly. 

The program itself is menu-driven, with a clever 3-line menu that in fact allows you to choose among many op- 
tions. Most of the options are relatively easy to interpret without having read the manual (the sign of a good menu 
structure); however, there are some tricks to using all the features of the program. Therefore, the manual should be 
carefully read before use. 

The documentation is structured as a tutorial that takes you from booting the system through all of the program 
features. In spots, the manual may seem elementary, but stick to it; going through all of the examples is well worth 
the effort in learning the program. There is also a summary card and reference section included. 

Data are stored in groups, each of which is termed a series. In each series, you may store up to 150 points. You are 
allowed to have several series in memory at the same time (up to 645 total data point limit). One or more series of 
data may be then combined and stored to disk as a file. In this way, the same data points may be used in several files 
for different combinations of data. When loading files into memory from the disk, you are allowed to add a new file 
without erasing memory (up to 645 point limit). This is useful for transferring all data you want to manipulate into 
memory when moving from the-file handling program to the plot program. 

When storing data, you are give the option of doing so in a normal fashion or in the DIF format, which can be 
read by new versions of “Visicalc”. In addition, all functions that affect files are verified in case you made a mistake. 
You are given ample opportunity to reverse yourself. The program even checks the disk to determine if you have any 
VISIPLOT programs on disk you wish to initialize. In short, the error trapping and handling is excellent. 

The plotting program is well done and has many features for use in business. Graphs may be formatted using the 
entire screen or the screen can be split horizontally or vertically. Several data series may be overlaid on the same 
graph if the scaling of the data will permit all of them to fit within the visual separation. Line, bar, hi-low, and pie 
charts are available with overlays and full-titling features as well. 

Title-making ability is particularly impressive. You may add one title to the top of the chart, one to the left side, 
three to the bottom and any number you want to the body of the chart. The movable titles can be placed anywhere 
in either normal or inverse characters. The only caution is that once placed, a movable title cannot be changed — 
you would have to redo the graph from the start. 

Graphs are automatically scaled by the program. The data are searched and scaled so that the graph produces a 

pleasing configuration with round numbers along the Y-axis. If for some reason you want to change the scale, you 
are given that option. On rescaling, the program checks for obvious errors for what you have specified and corrects. 
For example, if you put the minimum value above the maximum, the program will reverse them for you. 
One rather serious problem with the program that limits its usefulness in areas other than business is assumption that 
X-axis data is somehow related to time in years and parts of years. If the X-axis data is serial in nature (from 1 to 99), 
this is not too much of a problem, but if it goes above 99 the scaling and display function may yield strange results. In 
one example included with the program, the X-axis read as follows:0..14..28..42..56..70..84..98..12 
..26 .. 40. Assuming that the data represented years, the last three numbers were truncated from 112, 126, and 140 
to those shown. This can be confusing. 

One of the unique charts that can be prepared with this program is the pie chart. Each segment of the pie can be 
individually colored and, with the movable title feature, labeled. Observe carefully the constraints on labeling, 
since errors cannot be corrected and you must start over. 

Another charting capability that is provided is the scatter plot. With this option, you may plot one set of data 
against a second set over a given period of time. Each point on the chart represents a given point in time and the 
chart represents progression through time. 
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Any of the charts and graphs produced by the program may be printed directly on several graphics capable 
printers. The program is set up for the Apple Silentype, but printer drivers are also available for other machines such 
as the IDS 440/445. Instructions are provided that show one how to change the driver used by the program and short 
programs are listed in the instructions which show how to use the drivers in other programs that you might write. 

The main program allows you to edit data in memory or enter new data. One series of data points may also be 
merged with another under certain conditions. Given a set of data, points may be inserted or deleted. One caution 
should be stated. When you have set up your time series in the X-axis and want to insert a point, the time series does 
not change, only the data relative to the series changes. Use caution. 

The edit function also has an option called UNDO. When this option is exercised, everything you have done since 
the start of the editing session is undone. That includes all data entered if you have not returned to the main menu 
ahead of time. 

One especially bad feature of the edit subsystem is the print function. Print only dumps what is on the screen to 
the printer. At a minimum, the option to dump the entire data series should be given. As written, the only way to get 
a complete printout is to print the screen, move the data down, print again, move the data down, etc. 

All in all, VISIPLOT is an interesting plotting program with quite flexible characteristics. The buyer is cautioned 
that it does have some unusual features and should study them carefully in light of user requirements. 
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MANDALA SUPREME Department: Utility 
Company: SDL Sugg. Retail: $20.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 32K Disk or Tape: Tape, OK for Disk 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 45 ERROR HANDLING 85 
VISUAL APPEAL 85 *CREATIVITY 60 *CHALLENGE N/A 


*only applies to entertainment programs 
With MANDALA SUPREME, you can enter a few constants in a 3-dimensional equation and the Apple will 


mathematically plot 3-dimensional-like curves or surfaces. This program lacks versatility as a useful tool but would 
provide an interesting demo for knowledgeable friends. 
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HI-RES DRAWING & SHAPING 
TABLE PROGRAMS 


HIGHER GRAPHICS ll Department: Utilities 

Company: Synergistic Software Sugg. Retail: $35.00 

Language: Integer & Applesoft Availability: 8 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE so DOCUMENTATION 90 RELIABILITY 95 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 90 ERROR HANDLING $0 
VISUAL APPEAL 85 


HIGHER GRAPHICS II is a Hi-Res graphics development package for creating shape tables and editing them. It 
also includes a program called Screen Creation, which allows the user to create a detailed Hi-Res background screen 
that incorporates a combination of line drawing, in addition to shapes from his tables and text on the screen. 
HIGHER GRAPHICS II is a significant improvement over the original package introduced over a year ago. 

The Shape Maker allows one to develop a shape table for use in one’s programs, by either adding shapes to an ex- 
isting one or starting a new one. Highly detailed or complicated shapes can be drawn in larger scales or any color so 
that errors are exaggerated. Plotting is done with simple U, D, L, R key procedures (up, down, left, right) and the P 
key for toggling on or off. One can edit the shape by erasing the last byte. For comparison purposes, other shapes can 
be displayed while drawing a new one and undesirable shapes can be deleted from the table at any time. 

The Shape Shuffler allows the user to make a new shape table from a number of existing tables or add shapes to an 
old table. It does this by loading any shape table into Table 1 and allowing transfer to Table 2. It also allows the 
shape for Table 1 to be inserted into the middle of the Table 2. One can display any of the shapes in either table with 
the appropriate color, scale and rotation or all of the shapes (50 at a time) of either table. 

The Screen Creator is an excellent tool for producing Hi-Res displays ranging from game boards to business charts. 
One can combine lines, shapes and types. For adding text, one can type directly on the screen with any scale, color 
or rotation, at a starting point specified by the game paddles. Lines can be drawn by button control or by continuous 
control (etch-a-sketch). Likewise, shapes can be added to the screen at any position, with any color, scale or rota- 
tion. If one needs to choose which shape from the table, the second Hi-Res screen is used for instant display. Also, 
shapes can be positioned and moved about on the screen without affecting the background before actually per- 
manently adding the shape to your display. 

The author has taken considerable thought in preventing the user from making blunders that would lose the pro- 
grammer's newly created shape tables or screens even if the program crashed (from, for instance, a I/O disk drive er- 
ror). In fact, even if that would happen, the program could be reentered with a GOTO 10000, with all shapes and 
tables intact. Also, since single keystroke commands could cause the undesirable effect of erasing a shape table or 
screen, all such commands can be aborted with the ESC key. 

The program is extensively documented with clear and readable instructions. It explains how one uses Hi-Res 
shape tables in Integer and Applesoft programs and discusses where tables are best stored. It also includes a set of Hi- 
Res routines for Integer machines lacking a Programmer's Aid chip. 

This program is very well thought out with documentation that provides helpful advice in using the system. 
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THE COMPLETE GRAPHICS SYSTEM Department: Utilities 


Company: Co-Op Software Sugg. Retail: $59.95 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 85 DOCUMENTATION 90 RELIABILITY 30 

VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 90 
VISUAL APPEAL 85 


This graphics package is an impressive group of utilities that creates and draws Hi-Res pictures, creates shape 
tables, edits character fonts, allows text to be added to your pictures, and allows you to create and manipulate 3-D 
figures. It performs some of these functions exceptionally well, while others only just adequately. 

The 3-D graphics module is extremely versatile. First, it is intended only to create, view and manipulate figures. 
These objects cannot be used in other programs for game design. Its best use is for viewing 3-D objects from various 
angles and then saving them as Hi-Res pictures which can be later colored. The graphics editor is very easy to use for 
entering, changing or adding points and their associated line segments (e.g., Point 2 to Point 4). 

The 3-D objects can be rotated about the center in any plane, or about any particular point as the center. Any axis 
can be distorted or any individual point can be moved independently of the rest of the object. Objects can be scaled 
or viewed from close up or far away. Line clipping is performed. One can also add several smaller objects to one 
graphics file. They also include a utility that would allow one to make individual sections of a 3-D object and put 
them together in one complete 3-D picture. 

The shape table creator produces very easily defined shape tables. One can move or plot a shape by paddles or 
keystrokes in a defined size shape. The algorithm creates a shape table from the entire block. Although this method is 
easy for beginners, it creates overly-large shape tables. Drawing a shape which has much empty space around 
itdestroys too much background on the Hi-Res screen. 

The font editor for small and large letters is nicely implemented. One could define an entirely new character table 
and then place these characters or shapes anywhere on the screen. The character generator can be saved into one’s 
own program. 

THE COMPLETE GRAPHICS SYSTEM'’s drawing program for Hi-Res pictures is the weakest module on the 
disk. Although it has a nice auto-fill mode in some 100 color shades and it can easily draw line segments using pad- 
dles, it lacks the ability to quickly draw geometric shapes such as parallelograms and triangles. (See E-Z Draw.) 
However, it can do circles and ellipses. The program has a paint brush mode of various widths. 

Overall, THE COMPLETE GRAPHICS SYSTEM is an impressive package. The documentation is thorough and 
easy to understand. If one is fascinated by manipulating 3-D objects or one lacked several of the appropriate 
utilities, it will be a good value. 


PASCAL ANIMATION TOOLS Department: Utilities 

Company: Apple Special Delivery Sugg. Retail: $75.00 

Language: Pascal Availability: 8 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 70 DOCUMENTATION 60 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 80 


The Graphics Editor is very easy to use, since it is a direct copy of the editor used in Apple Pilot. This is a 
character/animation generator which allows the user to create characters in a 7 by 8 dot matrix. The program also 
allows the user to connect characters in order to form a larger image consisting of a 7 by 6 character-size matrix (i.e.: 
49 vertical dots, 48 horizontal). By “hooking” these images together quickly, the picture seems to move and thus pro- 
duce an animation effect. For anyone who wishes to save time in generating graphics and animation, this is a good 
buy. The package includes demos with source code instead of extensive documentation (which should have been in- 
cluded). Apple probably could have “prelinked” the new library functions included in this package. This would have 
avoided having the user link-edit a program every time it is run. 


PADDLE-GRAPHICS 
Company: OnLine Systems 
Language: Applesoft 


Department: Graphics 
Sugg. Retail: $39.95 
Availability: 7 


Hardware Requirements: 48K Disk or Tape: Disk (Protected) 

EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 80 

VENDOR SUPPORT 80 ‘PRICE/USEFULNESS RATIO 70 ERROR HANDLING 95 
VISUAL APPEAL 85 


PADDLE-GRAPHICS is a Hi-Res graphics utility package that enables the user to draw pictures using paddles, 
automatically fill them in with 21 Hi-Res colors. Text can then be added to the picture in upper or lower case, in any 
direction or in any of eight colors. 

Perhaps what makes this program important and different from its competitors is its automatic shape table 
creater. One can easily load any Hi-Res picture and convert any small outlined figure in that picture into a shape 
table for later use. Using the paddles an imaginary box is formed surrounding the object. While the computer traces 
the image, it forms a shape table automatically. 

The program is entirely menu-driven and easy to use. 


E-Z DRAW 3.3 Department: Utilities 

Company: Sirius Software Sugg. Retail: $49.95 

Language: Applesoft Availability: 8 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 90 

VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING so 
VISUAL APPEAL 80 


E-Z DRAW 3.3 is an improved version of what was one of the best graphics packages available for the Apple II. It 
allows the user to easily create Hi-Res pictures using a combination of lines, geometric shapes and text. In this case, 
the text has been enhanced by incorporating Aldrich’s Higher Text and adding several additional type fonts for large 
character sets. One can switch from graphics to text by a simple keyboard toggle at any time. 

The documentation for the program is a tutorial that guides one through the steps of first drawing simple lines 
from one defined point to another, then proceeding to rectangles, triangles, parallelograms, circles and even ellipses 
in any of the Hi-Res colors. One can stop drawing at any time to form arcs of circles. In this new version, they have 
eliminated the paddle controls because they were awkward and have replaced them with the I, J, K, M cursor con- 
trols. These can beset to jump from one to nine positions per command. This change was done for improved ac- 
curacy. 

Some unique features have been added to the package. One can now save a portion of the screen defined by any 
rectangle to the disk for later use in other Hi-Res screens. The move feature that allows you to move a rectangular- 
defined block anywhere on the screen and thus duplicate that area has been retained. It has a handy feature that 
allows the entire screen to be scrolled if the image is large enough. One disadvantage of the system is that if the user 
were just moving a small area, the original remains and one would have to paint it out by drawing a rectangle of the 
same background color. 

The program also allows you to define an area, make a mirror image of it, slant it left or right, rotate it 90° or up- 
side down and expand or compress it either horizontally or vertically. The program uses page two as a buffer so that 
if one doesn’t like the results, he can restore the original. Of course, any drawing can be saved to the disk at any time 
and the screen can be dumped to a Trendcom or Silentype printer. 

Sirius retained the calibration command involving working on another scale, plus a command that will calculate 
the distance between any two points. Unfortunately, they deleted what this reviewer considered a very handy 
feature in the original package: the X-Draw mode. This option allowed you to position a line to see how it looked 
before actually permanently drawing it. 

The publisher has offered to update one’s old E-Z Draw at a reduced fee. Overall, the new version is better. If one 
has switched to DOS 3.3 or needs enhanced text included in their pictures and doesn't already own Higher Text, up- 
dating their old package should be considered. 
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THE SHAPE MAGICIAN Department: Utilities 


Company: Programma Sugg. Retail: $29.95 

Language: Applesoft Availability: 7 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 90 DOCUMENTATION 80 RELIABILITY 95 

VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 95 
VISUAL APPEAL 85 


THE SHAPE MAGICIAN is a graphics utility program that facilitates the construction of shape tables. While 
there are many commercial packages that do this, the SHAPE MAGICIAN has some advantages as well as some 
limitations over others. 

The author has defined a grid — an oversize plot pad 25 units per side — for accuracy in plotting a shape. One can 
use the cursor for plotting or not plotting in any direction using simple keystrokes. Mistakes can be corrected by 
backtracking through as many vectors as one wishes with an asterisk keystroke. The program’s algorithm allows one 
to travel upwards in the non-photo mode without regard to the rule that you can only move two spaces without mov- 
ing sideways before continuing. While one plots on this 5X scale grid, a normal size shape is displayed in the upper 
right hand portion of the screen. The number of bytes used is displayed on the lower right side of the screen. The 
program limits you to 30 shapes per table. A shape’s size cannot exceed 150 bytes or 300 vectors. Of course, one is 
-limited to a shape not larger than 25 units by 25 units. 

The program has an editor, but it isn’t suitable for constructing a new table — just for either redrawing a shape or 
adding new shapes. The feature for redrawing a shape comes in handy because it leaves you with the cursor exactly 
where you finished; thus you can use the asterisk key to backtrack to correct your shape. You can even erase the 
shape completely and start over. 

The program is very handy for constructing complicated yet accurate shapes that you have plotted on graphic 
paper. Its documentation and screen layout is very clear. 


SHAPE BUILDER Department: Utilities 

Company: Telephone Transfer Connection Sugg. Retail: $25.00 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K Disk or Tape: Telephone Transfer (Disk) 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 90 

VENDORSUPPORT 90 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 75 


SHAPE BUILDER is a graphics utility program that simplifies the construction of shape tables for use in Hi-Res 
graphics programs. Although there have been a number of good programs that allow simple construction by 
keyboard movements of up, down, right and left, and a choice of plot orno plot, this program has added a number of 
features. 

The cursor’s plotting position is displayed at the bottom of the screen and one can simply specify a move to a par- 
ticular position to continue plotting. One can start at a position, specify movement of say 20 units any direction and 
it will automatically draw a line there as part of the shape. The same is true for vectors at an angle. Likewise one can 
pick a point and radius to plot a circle. Of course one can back up to correct mistakes without starting over. The pro- 
gram also has a character set and any character in it can be saved to disk as part of the user’s shape table. The pro- 
gram is self documented. 


SHAPE EDITOR Department: Utilities 

Company: Telephone Transfer Connection Sugg. Retail: $15.00 

Language: Applesoft Availability: 6 

Hardware Requirements: 48K Disk or Tape: Telephone Transfer 

EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 90 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 75 


SHAPE EDITOR is the companion program to SHAPE BUILDER. It allows the user to edit unwanted shapes in 
his table or combine several shapes in one shape table with several in another. It also has the capability to add 
remarks about each shape for future reference. This file which is saved as a text file then can later be execed into the 
user's main program as REM statements. 
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3-D GRAPHICS 


3-D GRAPHICS SYSTEM & GAME TOOL Department: Graphics 

Company: California Pacific Computer Co. Sugg. Retail: $39.95 

Language: Machine Availability: 8 

Hardware Requirements: 32K Disk or Tape: Disk (Protected) 

EASE OF USE 81 DOCUMENTATION 85 RELIABILITY 90 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 80 
VISUAL APPEAL 85 


Bill Budge’s 3-D GRAPHICS SYSTEM allows one to design a Hi-Res three-dimensional game with relative ease. 
The graphics editor enables the user to create up to 16 different 3-D shapes and view them. This database is then 
saved to the user's unprotected disk. A machine language module that manipulates this data is also saved to that disk. 
All that the user has to do is write a game control program in machine language or either Basic language. 

The graphics package is at least twice as fast as another package on the market. It ping-pongs between graphics 
pages to minimize flicker. It also allows one to mix text with the graphics and has missile algorithms to shoot an ob- 
ject down in 3-D (not available in Applesoft). 

But speed has a price, and that price is no line clipping at the edge of the screen, so one must be careful to keep any 
part of the objects from ever crossing the boundary. Although each of the 16 objects are rotated in a true 3-D space, 
they are placed individually in a 2-D plane. There is no Z axis on the TV set. The actual appearance of an object 
coming at you is accomplished by changing the scale. The same thing happens when one shoots a missile. One is ac- 
tually firing from one x,y to another x,y. 

The package is excellent for game animation. Budge has well-documented instructions and a game example. 


APPLE WORLD Department: Graphics 

Company: United Software of America Sugg. Retail: $59.95 

Language: Assembly Availability: 4 

Hardware Requirements: 48K Disk or Tape: Disk* 

EASE OF USE 75 DOCUMENTATION 70 RELIABILITY 75 

VENDOR SUPPORT 50 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 81 


APPLE WORLD is a three-dimensional graphics package especially useful in architectural design and for anima- 
tion. The package is capable of showing three-dimensional objects in a predetermined series of moves specified in ad- 
vance by the user. The boundaries of this system is a cube about 64,000 units on a side. 

The program is relatively easy to use, as it virtually has a text editor for entering data that makes it simple and the 
program avoids forcing you to understand any technical aspects. 

Data is entered by specifying a start point for the object in X, Y, and Z coordinates, then a point to continue that 
line in relationship to the previous point (ex. + 100X, — 10Y). Once an object is completed and entered, one can 
view it by specifying a scale, a viewing position, plus angles (both horizontal and vertical) to point the viewfinder at 
the object. : 

Created objects can be saved for later animation or can be used as basic building blocks for more complicated ob- 
jects (e.g., chairs in a conference room). One can also save at any time the current view on the screen. 

APPLE WORLD’s main disadvantages are that the program lacks real-time interactive control such as an inter- 
face with the PDL input-output for game animation and, as the number of projected lines increases, the animation 
speed bogs down (speed is approx. 100 lines or points/sec.). 
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3-D SUPERGRAPHICS & 


GAME DEVELOPMENT SYSTEM Department: Graphics 

Company: USA Software Sugg. Retail: $39.95 

Language: Integer & Applesoft Availability: 5 

Hardware Requirements: 32K Disk or Tape: Disk* 

EASE OF USE 65 DOCUMENTATION 60 RELIABILITY 85 

VENDOR SUPPORT 50 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 85 


The 3-D SUPERGRAPHICS package by Paul Lutus is a tool for animating games or demonstration programs. It 
allows one to define 3-dimensional shapes either in black and white or any of Apple’s Hi-Res colors. One can move 
these objects around the screen, rotate them about their X, Y, or Z axis, change the scale overall or stretch the shape 
by scaling the axis unequally. Supplementary text can be placed anywhere on the Hi-Res display in any scale or col- 
or. 

The machine language algorithm for rotating objects using matrix transformations is quite fast. The technique of 
ping-ponging between two graphics screens provides flicker-free animation. Because of the extra calculations re- 
quired during color display, the animation frame rate for large databases tends to slow down considerably. Lutus 
provides two versions of the program. The one in black and white is for faster framing. Of course, one wonders ex- 
actly how fast is his package compared to others like Budge’s or Sublogic’s. If the user’s driver package is in machine 
code, then it’s probably a toss-up between Budge and Lutus’ B + W version. The color version is definitely slower. 
In Integer or Applesoft, Lutus’ B + W is faster because he provides commands for executing loops within his code 
rather than the traditional FOR-NEXT loop. As usual, one has to be particularly careful with an object near the 
edge of the screen. This package has no line clipping; therefore, objects tend to wrap around near the edge of the 
screen. And for those users that need missile algorithms, there are none. One must also be aware that the package 
places 3-dimensional objects on a 2-dimensional screen. There is no Z axis. The effect of objects moving away from 
the viewer is accomplished entirely by scaling. 

Lutus includes a graphics editor for entering values for the data base. It is not a very good editor; USA Software 
recommends using the editor in their sister product, “Apple World”. They handily include a program for translating 
between the two packages. They do give a listing of the editor in this package for modification to suit the user. 

To use and manipulate the created shapes with a Basic program requires print statements with a format of the 
following form. 

ex. PRINT “% ND, NW, SH28736, SC5” 
PRINT “%PX10, PY52, RYOTZOSZ 
which simply says: “Draw a new shape starting in memory location 28736, scaled to 5, postion it at X = 10, Y =52 
rotate around axis from 0 to 20 stepping Z. It may throw beginners at first but it can be learned. 

The documentation, which is in a nice binder albeit poorly printed, is somewhat difficult to understand. In an at- 
tempt to write a sample program, this reviewer completely misunderstood the difference between translation and 
position as explained in the booklet. While positioning an object to a particular place on the screen was simple, when 
I tried to move it across the screen with the translate command loop, I wrapped the object around the center of the 
screen. Rereading the documentation didn’t help, but a phone call to NYC did. Apparently, my definition of 
translate and theirs is not the same. In short, I found the documentation frustratingly difficult to follow. Even their 
demo with their multi-command structure was difficult to understand. 

The disk is protected so that if one wants to use the package in his own program he will have to load the graphics 
package from the disk. If one wants to incorporate the package into a commercial program, he will have to arrange 
for a royalty use fee with USA Software. Unlike Budge’s graphics package, commercial use of this one is not free. In 
summary this package has applications for game programmers, especially if they prefer their graphics in color. 
However this package is somewhat more difficult to understand and implement in one’s own game design than the 
Budge package. 


A2-3D1 Department: Utilities 


Company: Sublogic Sugg. Retail: $59.95 

Language: Machine Availability: 6 

Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 55 DOCUMENTATION 55 RELIABILITY 80 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 80 
VISUAL APPEAL 80 


Sublogic’s A2-3D1 three-dimensional graphics package uses true machine language algorithms to draw and pro- 
ject objects using a 3-D graphics data base onto a two-dimensional television screen. It is the only package that 
defines all of the objects within the data base in relation to each other. Essentially, each of the object's points are 
defined in precise X,Y,Z locations, while the user’s viewpoint is moved around an X,Y,Z coordinate system environ- 
ment. Objects tend to advance, recede or even rotate as one circles an object while viewing it with a specific pitch, 
bank, and variable heading. This approach to 3-D graphics lends itself to applications like flight simulators, ar- 
chitectural drawings, and even games. 

The program is quite fast (approximately 150 lines/sec.). Obviously, frame rates are dependent on the user’s driver 
software and the number of lines drawn on the screen during one frame. A2-3D1 includes smoothing techniques for 
allowing the ability to draw on one graphics screen while viewing the other (ping-ponging) and for accomplishing 
array smoothing. The latter does all its calculations and stores its projection data, including the option for clipping 
lines, before drawing to the screen. It is almost like dumping to the screen as opposed to forming an image a line at a 
time. Image flickering still occurs, but all the lines are on screen for the same amount of time. The viewer's frame of 
reference can be anywhere within (+) or (—) 32767 limits in any of three axis, with the user having full-circle 
freedom of pitch, bank and heading viewing. There is also a variable field-of-view command which changes the 
viewpoint to wide-angle or telephoto. 

Data bases are generated with a utility called “Develop”. Versions are supplied in both Integer and Applesoft. The 
program allows you to choose op-codes for either a start point, continue point, ray, etc., and to enter the proper 
values for the its X,Y, and Z positions. This is done for each data point and all objects in the database. The utility 
isn’t very versatile since it lacks the ability to later edit, insert or delete data points. However, it does offer a view 
function that allows one to see what is created. It is not interactive, although one can move the eye position for bet- 
ter viewing. When finished, the data bases can be saved to the disk for later use. 

The most difficult and crucial step in working with this program is implementing a machine language or BASIC 
driver program. The driver is actually an elementary program that moves the eye around the data base, while ad- 
justing its coordinate position, pitch, bank, and headings. One simply pokes values into the memory locations for the 
eye and then calls the 3-D package. The view as seen by the moving eye produces the screen animation. 

The documentation leaves a lot to be desired. It is very complete but lacks clear explanation of how to implement 
many of its functions. There are actually two manuals. The short “Load and Go” manual tells how to use the 
“Develop” package and offers several BASIC program examples as drivers. The main documentation is a reference 
manual which details the program's main functions and all its op-code structures. It is better suited to machine 
language programmers; definitely not for beginners. 

This is an extremely powerful graphics package. It offers more flexibility than its competitors’ products. It lacks 
several useful features; however, these have been added in the A2-3D2 enchancement. 





APPLE WORLD A2-3D1 


A2®-3D2 Department: Utilities 


Company: Sublogic Sugg. Retail: $24.95 

Language: Machine Availability: 7 

Hardware Requirements: 48K Disk or Tape: Disk 

EASE OF USE 55 DOCUMENTATION 65 RELIABILITY so 

VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO $0 ERROR HANDLING 80 
VISUAL APPEAL 85 


Sublogic’s A2-3D2 package is an enhancement of their original A2-3D1 package. It offers two substantial changes: 1) 
five color graphics plus twice the resolution in the black-and-white mode and 2) independent object manipulation. 
It also frees the memory constraint of the 32,767-byte environment from the consequential inherent overflow which 
occurs when the graphic’s values are rotated and exceed the limit. 

The ability to perform independent object manipulation is this package's greatest strength. One isn't limited to six- 
teen objects as in the competitive packages; therefore, the user may multiple-call or even nest the objects. When ob- 
jects are nested and then rotated on their axis, other attached objects also rotate in unison. The independent object, 
which is defined as a block, is called by an op-code in the data base. This op-code contains the location of the in- 
dependent objects’ coordinates, plus its pitch, bank and heading. It also includes a countdown feature, so that if, for 
example, it were a photon torpedo, it would disappear after so many screen cycles. Thus, an object could be moved 
around the screen by a BASIC program which poked new locations into that calling op-code. This can be done 
simultaneously while your viewing perspective is moved independently within the 3-D data base or world. 

To state that the package is powerful is a mild understatement. It is approximately 10% faster than the previous 
version while operating in the normal B & W mode. The documentation is thorough (but difficult) for beginners. 
This system is supposed to be combined with the A2-3D1 package to work but, in fact, it works by itself. However, 
there are important points that are referenced only in the original package’s documentation; thus, ownership of both 
versions is suggested. 


GRAPHICS EDITOR—Preliminary review Sugg. Retail: $34.95 


Sublogic is offering a graphics editor for the above two packages. It includes an object and motion editor. The ob- 
ject editor is the only feature that has been utilized for this review. It is an interactive version that allows the user to 
construct a 3-dimensional object while viewing it. It has some various good and bad features. For one, it is difficult 
to enter large data bases quickly — however it does allow the user to catch mistakes instantly. A data point must be 
incremented or decremented to a new position from the last location. One can virtually see the cursor position as this 
is done. The location value is entered by pressing the X, Y, or Z key. Likewise, one can change the eye in a similar 
manner by first toggling into the eye mode and then incrementing before entering the eye’s viewing position or direc- 
tion. Mistakes can be corrected by scrolling backwards through the data base using the arrow keys. One has to be 
very careful in changing to the proper data point or the entire data base could be destroyed, requiring the data to be 
re-entered from the initial processing phase. 

We would be pleased to see a final working copy that incorporates all the features required to create and edit 
3-dimensional data bases (i.e., a package that would also allow the insertion and deletion of missing or extraneous 
data points.) 
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GAMES & ENTERTAINMENT 


One of the more significant advantages of owning an Apple computer lies in the fact that the 
Apple has a dual personality. On one hand, the Apple is an extremely powerful personal com- 
puter quite capable of performing a variety of “practical” tasks. On the other hand, the Apple, 
due to its color and sound capabilities, is a “fun” machine. This section, on Games and Entertain- 
ment, deals with that facet of the Apple’s character. 

Games in general, especially during the last two years, have evolved from simplistic Lo-Res 
animation into lengthy integrated Hi-Res simulations and high-speed arcade-quality animation. 
The days when the Hi-Res screen was a mystery to all but a few and Lo-Res was the only viable 
alternative to the average game programmer have passed. Today’s programmers are more 
sophisticated. They are totally aware of the Apple’s capabilities. Their friends and competitors 
have provided challenges to them in setting new standards for game programming. Economic 
considerations have played a strong part in this process. The public, which has been spoiled by 
some of the best of the Apple game-oriented software and arcade game-playing experiences, is 
always looking for something better, new, and challenging. 

Programmers who design games can be likened to writers creating works of fiction. There are 
hundreds of fictional books written each year, with perhaps only nine plot types. Regardless of 
how well they sell initially (whether they sell because they are different, the author is hot, or they 
are widely-promoted and/or have a flashy cover), few editions will sell for a period not exceeding 
a year; most will quickly fall by the wayside. However, a few will become classics and sell to 
newcomers year after year. In the computer world, only Adventure, Invaders, and Asteroids have 
achieved this rank. One sees inklings of new programs that might make it, but technology is ad- 
vancing too rapidly. Even our classics may someday be considered too primitive. 

Meanwhile, games are increasing in magnitude as programmers attempt to give the public 
something for their money. With game prices steadily creeping upward, how fast one tires of a 
game is becoming an important consideration, especially when games can no longer be traded 
because of protection methods. 

Games are also becoming more graphics-oriented. The classic adventure type game now has 
graphics. Many games now include modules for creating or modifying the basic game to suit the 
players’ tastes. Shoot-‘Em-Up games have been enhanced by using true perspective, faster action 
and even 3-D effects. Very realistic 3-D games have been introduced. Programmers like Budge 
and Artwick have written games using their own graphics packages. These types of games may 
become the rule rather than the exception in 1982. 


There is a potpourri of entertainment programs available today. The sheer multitude of titles 
might suggest that most people use their computer, at least in part, solely for fun. 

As one can see from our table of contents, the programs are divided into 10 categories. Within 
any section, we have tried to group similar games together. We have attempted to show, in many 
cases, their differences. In some cases, grouping is based on whether one likes paddle controls ver- 
sus keyboards or long games over short ones. And just because a game is in Lo-Res doesn’t 
necessarily mean it is inferior. There are cases where Lo-Res is perfectly adequate and Hi-Res 
would not have improved it. A better criteria for evaluation may be whether a game possesses 
sound strategy and is playable (possibly even addicting) rather than how it looks. F inally, one 
should choose entertainment programs primarily on the basis of how many times he or she will 
use them. 

As an overview of what our reviewers look for in evaluating game programs, as well as a 
tutorial for programmers developing new games, we are indebted to Mike Harvey, publisher of 
Nibble magazine, for allowing us to reprint his excellent article from Nibble, Volume 1, No. 1, 
1980. 
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HOW TO WRITE GAMES 
THAT LAST 


There’s a very old story about the early use of computers to optimize complex mixtures — in 
this case, Cattle Feed. As the story goes, Government Researchers were searching for a Cattle 
Feed which would optimize everything. It would take very little land to grow it. It would have a 
short growing season, a high yield, a low cost, high nutritional value to the cows, and be able to 
be stored efficiently. The land was studied. The nutrition of various grains was studied. Farming 
techniques were studied. 

After all the studies were completed, formularized, and fed into the computer, the system 
cranked out the recipe for the “Perfect Cattle Feed.” Only one problem: The cows wouldn’t eat it! 

After considerable despair, head-scratching, and puzzlement, a young researcher made the 
wild-eyed suggestion that they consult a cattle farmer for the answer. After listening to the whole 
story, the farmer asked one question: “Does your feed have any Alfalfa in it?” The answer, “No,” 
brought the reply: “Put in some Alfalfa. Cows will eat almost anything if it has Alfalfa in it.” 

The moral of the story is that technical perfection doesn’t necessarily “fly” if the “Cows won't 
eat it.” The same principle applies in writing and “Kid-testing” computer games. 

This article is an effort to define the “Alfalfa” to make your games more fun and lasting, and in- 
teresting. 

SET LIMITS! Even the most innovative game becomes boring if it goes on and on and on. If 
you re writing a shooting gallery, hockey, or some other game involving pieces which are used up 
during the game, limit the number of shells available, the amount of fuel for the flight, etc. Most 
kids quickly lose interest in the “process” if the process is all there is to it. Even better, set a com- 
bination of limits. If you have set a limited number of shots in a two-player shooting game 
without setting a countdown, eventually one of the players will lay back, waiting for the other to 
use up his shots. When the first player has used up his shots, the second will then fire at leisure and 
usually with more accuracy (a game playing strategy). This usually proves infuriating to the first 
player who throws the game control on the floor and storms out of the room (this has been “kid- 
tested” with my two boys). 

The presence of the countdown timer, however, keeps both on their toes and involved every 
second of the game. 

SET DYNAMIC GOALS! One of the tastiest “Alfalfa” game improvements is the PREVIOUS 
HIGH SCORE report. This is a very easy feature to install and it is a particularly potent addi- 
tion to single-player games. Carrying the Previous High Score forward from round-to-round (of 
the game) gives a constantly rising goal to shoot for. Some kids also look on it as a way to test the 
“limits of the game.” It allows the player to measure his/her progress and improvement in skill 
and will bring them back to play again and again. 

MULTI-LEVEL PLAY! Most of your games can be structured for “Easy” and “Hard” play by 
inserting random variables that tend to draw the player toward disaster. Also, you may want to 
add a feature that automatically switches to the “Hard” version after some number of 
“Easy” games have been played. 

LET THE APPLE COMPETE! Give your multi-player games the option to be played solitaire 
by having the Apple become the other player. 

In having the computer compete, give it some elementary “smarts” to play a decent opposing 
game. You can program the game to shift probabilities dynamically to equalize the game as it 
progresses, or allow the Apple to seek out the closest target (to its shell) and then to automatically 
track to target. 


MAKE YOUR GAME UNPREDICTABLE! Introduce random variables to throw the player 
off stride as he/she tries to “psych out” the game. In one of my early target games, I found one of 
my boys staring intently at the screen and rhythmically squeezing off shots which hit every target. 
He had a “feel” for the rhythm of the targets and was about to play for the last time. A random 
variable that required a “countdown” before the target reappeared, as well as a random pattern 
of “speed” changes in the target re-kindled his interest. 

While you're inserting randomness, don’t over-do it! If your game is totally random — that is, 
it lacks a Skill Factor — your players will quickly discover they are “Observers” and have no real 
control over the outcome. 

KEEP THE ACTION FAST! I’ve seen my boys play “Break Out” (newer versions are being 
called “Little Brick Out”) so intently that they hardly blink their eyes. The “Speed Effect” can be 
achieved in two ways. First, just physically make it run fast using the tips of your Applesoft or In- 
teger Basic manual. Place the most frequently used subroutines and variables early in the pro- 
gram (each time you use a GOTO or GOSUB it must scan the whole program to find the Line #). 
Use multiple statements per line, 1-letter variables, Assembly Language subroutines, etc. 

A second method for “speeding the action” is to introduce a lot of different player responses into 
a visually slow game. 

Don’t ignore the potential for programming ALL the slow graphics routines totally in Assembly 
Language. Depending on the type of program, an Assembly Language version may run 10-100 
times faster than its Basic counterpart. 

SET GREATER REWARDS FOR WINNING THAN LOSING! One of the seductive traps in 
game programming is to concentrate the creative effort in making spectacular explosions, etc. as 
you lose the game. If your game is too heavily weighted in this direction, you'll abort the very 
purpose of the game. The same principle is particularly true in another field, Computer Assisted 
Instruction (CAI). One of my early CAI programs found my sons eagerly making mistakes to 
bring out the computer responses and help statements — where their correct answers did nothing 
but go on to the next problem. Spend some effort to program Bonus Points, Extra Balls, More 
Shots, for exceeding different score thresholds and they'll keep coming back for more. Player 
“Evaluation” is a good technique to apply here. At the end of the game, evaluate the scores and 
bring out a “Player Rating” and you'll find the kids trying like mad to become a “Pinball Wizard,” 
and “Admiral of the Fleet,” a “Starship Commander,” and so on. 

Consider adding an “artificial” reward which exists for itself (i.e., doesn’t really tie into the 
game). For example, you might program a Fireworks Display to the Winner; Play the STAR- 
WARS Music; Run up and down the Music Scale; “Flash-Print” your messages, etc. The 
possibilities are mind-boggling. 

PLAN A GAME ANALYSIS/WRAPUP. You can keep game statistics as the game progresses. 
Then, at the conclusion, print out a summary analysis which shows “Who-did-What.” This can 
include things like the number of shots taken; the ships hit (by type of ship, enemy or friendly, 
etc.); the number of first-downs; fuel used; and so forth. Not only will this tend to resolve 
disputes, it has even greater advantage in allowing the player to study his/her performance, the 
game itself, and the methods for improving the performance (to beat the PREVIOUS HIGH 
SCORE — which you added earlier). 


CRITIQUE AND TUNE YOUR FINISHED PRODUCT. Many of the best computer games 
have “evolved” by repeated play and “tuning.” 

When you're working with a number of game variables such as the number of shots, count- 
down timers, etc. you'll need to inspect how they all work together. Then you should make ad- 
justments to integrate them and make them consistent. To exaggerate the point, if you are allow- 
ing 50 shots to be fired at targets and your countdown fuel timer only allows 25 shots to be 
squeezed-off before time runs out, that’s an obvious “Glitch,” and is easy to change. But when 
you're going through complex evaluations of scores, reward messages, and the like, you should 
make sure that your “Top Reward” is actually ATTAINABLE by a skilled player — but not too 
easily attainable. Test it yourself and with other players. If the Top Prize never comes up, then 
the scoring should be re-tuned. 

ASK FOR SUGGESTIONS! Above all, don’t charge out of your study, drag in the kids, and 
say, “Play this new game. You’re going to LOVE IT!” Kid-testing is very low-key and my boys 
have had tremendous ideas for improving game programs over the last couple years. Listen] And 
Tune! 

TO SUMMARIZE: 

— Set limits! 
— Set dynamic goals]! 
— Program multi-level play! 
— Let the Apple compete! 
— Make your game unpredictable! 
— Keep the action fast! 
— Make wins better than losses]! 
— Plan a post-game analysis! 
— Tune and re-tune your game! 
— And invite suggestions! 
You'll discover your programs are chock full of delectable “Game Alfalfa.” The kids will love it! 


234 


ADVENTURE, FANTASY, SPACE 
and 
OTHER ROLE PLAYING GAMES 


Did you grow up in the company of the Brothers Grimm, Snow White, the Red Fairy Book, 
Flash Gordon serials, the Three Musketeers, the Knights of the Round Table, or any of the three 
versions of the Thief of Bagdad? Have you read the Lord of the Rings, the Worm Ouroboros, The 
Incomplete Enchanter, or Conan the Conqueror? Do you enjoy Asimov? Remember Tom Swift? 
Have you ever wished you could cross swords — just for fun — with Cyrano or D’Artagnan, or 
stand by their sides in the chill light of dawn awaiting the arrival of the Cardinal’s Guard? Ever 
wondered how you'd have done against the Gorgon, the Hydra, the bane of Heorot Hall, or the 
Bull that walks like a man? Would you have sailed with Sinbad or Captain Blood, sought passage 
on the Ship of Ishtar, or drunk of the well at the world’s end? Did Aphrodite make Paris an offer 
you couldn’t refuse? Would you seek a red-hued maiden beneath the hurtling moons of Barsoom, 
or walk the glory road with “Dr. Balsamo,” knowing it might be a one-way street? Have you seen 
“Star Wars” and “The Empire Strikes Back”? Ever imagined you were John Wayne? 

If any or all of your answers are “yes,” you're a player of role-playing games — or you ought to 
be. (If your answers are all “No,” you have either stepped through the looking glass by mistake, or 
fate knows your destiny better than you do.) 

Role-playing games (RPGs) allow you a chance to step outside a world grown too prosaic for 
magic and monsters, doomed cities and damsels in distress. ..and enter instead a universe in 
which only quick wits, the strength of your sword arm, and a strangely carved talisman around 
your neck may be the only things separating you from a pharaoh’s treasure — or the mandibles of 
a giant mantis. 

The standard (non-computer) role-playing game is not, in its commercial incarnation, much 
more than a rule book — a set of guidelines a person used to create a world colored by myth and 
legend, populated by brawny heroes, skilled swordsman, skulking thieves, cunning wizards, har- 
dy amazons, and comely wenches, and filled with cursed treasures, spell-forged blades, flying 
carpets, rings of power, loathsome beasts, dark towers, and cities that stood in the Thousand 
Nights if not in the Outline of History. 

Role-playing games are not so much “played” as they are experienced. Instead of manipulating 
an army of chessmen about an abstract but visible board, or following a single piece around a 
well defined track, collecting $200 every time you “PASS GO,” in RPGs you venture into an essen- 
tially unknown world with a single piece — your alter ego for the game, a character at home in a 
world of demons and darkness, dragons and dwarves. You see with the eyes of your character a 
scene described by the “author” of the adventure — and no more. 

The adventure-type games reviewed herein run the gamut from scenarios of ancient times to 
the far distant future, from fantasy to murder and war. In sum, selections from these programs 
will provide you with many hours of enjoyment and “exercise” for your imagination. * 


*Our thanks to Automated Simulations for allowing us to excerpt from the booklet accompanying 
their excellent program, “Temple of Apshai” comments concerning Adventure Games in general. 
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FANTASY & ROLE PLAYING 
GAMES 


TEMPLE OF APSHAI Department: Entertainment 
Company: Automated Simulations ' Sugg. Retail: $39.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K & Applesoft in ROM Disk or Tape: Disk 
EASE OF USE 30 DOCUMENTATION 95 RELIABILITY $0 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 30 
VISUAL APPEAL 85 *CREATIVITY 90 *CHALLENGE 80 


*only applies to entertainment programs 


Fantasy, adventure, role-playing and dungeons and dragons are all names applied to the type of game that gives 
the player certain attributes in order to accomplish a certain goal or task. TEMPLE OF APSHAI is a good example 
of this type of game. The player must utilize his attributes such as dexterity, intelligence, fatigue, etc., to fight his 
way through a maze populated with monsters and other untoward dangers. 

This is the longest and most versatile of the Dungeonquest series. The Dungeonmaster program allows one to 
create his/her own characters; alternatively, one can let the computer choose character traits and abilities at ran- 
dom. The player explores the rooms of a multi-level dungeon on a Hi-Res screen. Your character moves around from 
room to room, confronts monsters and battles them with his various weapons. All this is done with shape tables, in- 
cluding fight sequences complete with sword thrusts. The game has a choice of numerous difficulty levels and play 
options. Games can easily last for hours. 

The author has shown as much thought in preparing the documentation as in writing the program. The documen- 
tation includes a “Book of Lore” which not only relates how to play the game but provides the player with the 
background and mechanics of fantasy role-playing games in general. This is an outstanding Hi-Res game, with 
thoroughly readable documentation and packaging. 


HELLFIRE WARRIOR Department: Entertainment 
Company: Automated Simulations Sugg. Retail: $39.95 
Language: Applesoft/Assembly Availability: 7 
Hardware Requirements: 48K, ROM Applesoft, Disk Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 81 
VISUAL APPEAL 80 “CREATIVITY 75 *CHALLENGE 75 


*only applies to entertainment programs 


HELLFIRE WARRIOR is a full-length Hi-Res adventure game that almost literally starts where “Temple of Ap- 
shai”, also by Automated Simulations, left off. It has no time limit as does the shorter “Morloc’s Tower”, “Datestones 
of Ryn”, and “Rescue at Rigel” programs but it does have the same system commands and overall format as does the 
longer Temple of Apshai. 

The game requires exploration of Levels Five through Eight of the “Temple of Apshai”. Your character explores 
the 60 rooms of each level in search of treasures and a sleeping Brunhilde. Naturally, a multitude of monsters are en- 
countered and must be dealt with. The level number is proportional to the strength and power of its inhabitants, so 
if you're brand new to the Automated Simulations series, you might consider the Temple or, for the general flavor of 
the game system, the faster playing “Morloc’s Tower”. On the other hand, if you liked the predecessors, you'll love 
HELLFIRE WARRIOR. 


MORLOC’'S TOWER Department: Entertainment 


Company: Automated Simulations Sugg. Retail: $19.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL 85 *CREATIVITY 80 *CHALLENGE 81 


*only applies to entertainment programs 


Although MORLOC’S TOWER is not as elaborate as the “Temple of Apshai”, Automated Simulations has provid- 
ed yet another entertaining and challenging adventure game. The object of the game is to find and kill the mad 
wizard, Morloc. One spends his time wandering through the six floor dungeons battling monsters and finding 
treasures. 

A plus to this game is that every time you play this adventure, the traps, monsters and other surprises are found in 
different locations. In addition, you can compete against your friends or your own past performance. The game is 
appropriate for beginners as well as advanced players since there is no “right” way to win. 

Documentation is excellent. The authors provide a very attractive layout with clear and concise instructions in- 
cluding helpful hints. As a last resort, the player may wish to read some of the “answers” which disclose where 
Morloc may possibly be found. 


DATESTONES OF RYN Department: Entertainment 
Company: Automated Simulations Sugg. Retail: $19.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48 RAM & Applesoft in ROM Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 85 *CREATIVITY 80 *CHALLENGE 75 


*only applies to entertainment programs 


DATESTONES OF RYN is the second of the Dungeonquest series of fantasy games. This is the first of their mini 
adventures since the character is defined and a time limit of twenty minutes is imposed. 

One spends time exploring 4 building filled with monsters and thieves that try to stop you from recovering the 
missing ten datestones. As in the others of the series, the positions of all objects and monsters is randomized in a set 
piece map, which appear in sections as one explores. Fighting sequences are animated with shape tables. 

See the review on “Temple of Apshai” by the same vendor for an even more extensive example of this type of pro- 


gram. 


RESCUE AT RIGEL Department: Entertainment 
Company: Automated Simulations Sugg. Retail: $29.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION so RELIABILITY 30 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 90 *CREATIVITY 85 *CHALLENGE $0 


*only applies to entertainment programs 


This game, modeled after the successful Dugeonquest series, is the first in their Starquest series. It is a Hi-Res 
game where you, the hero, attempt to rescue 10 humans held captive in a pyramid shaped Tollah moonbase. Armed 
with a blaster and a powerpack supplying your laser, shield and bionic gear, you attempt to find the humans and 
teleport them back to your base ship. The moonbase floors are connected by graveshafts and each floor and room has 
enemy Tollahs, monsters and sentry robots who consider you the enemy. The user has 60 minutes to complete the 
mission. It has excellent graphics. 
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BENEATH APPLE MANOR Department: Entertainment 


Company: Quality Software Sugg. Retail: $20.00 
Language: Integer Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 80 
VISUAL APPEAL 65 *CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


BENEATH APPLE MANOR was one of the first adventure games for the Apple; it is still one of the best. The idea 
is simple — find the Golden Apple hidden somewhere deep in a multi-level cavern. As you explore for the hidden ob- 
jective, the encountered monsters become more powerful, and hopefully so do you. Many strategies are possible with 
the selectable options of difficulty and number of rooms. A level 10 (hardest) game using 10 rooms per level is itself a 
monstrous undertaking, and not recommended for beginners. 

On first entering a level, the shape and size of the rooms is hidden from view. So also are the numbers, types and 
location of both monsters and treasures. Moving about equates to exploring, seeing and finding. In most levels, there 
is usually a useful magical item in one of the treasure chests. Finding gold in the other chests and performing suc- 
cessful combat increase your experience, which can be converted to the different attributes necessary to cope with 
the various other dwellers. An interesting factor is that the optimum relative proportions of the four attributes vary 
as a function of the type of monsters you encounter. 

Unfortunately, BAM also has drawbacks. Although quite reliable and easy to use, individual moves are extremely 
slow to register, and battles are often maddeningly slow in reaching a conclusion (many repeating cycles occur 
where both parties “miss” each other). Secondary drawbacks are the very awkward “save game” process, the Lo-Res 
display, a restricted use of text descriptions, and no effective use of sound. Despite these and the slow response in 
general, it is the concept of the game and its flexibility that make it an enjoyable challenge, worthy of many trips to 
the cellar. 


FRACAS Department: Entertainment 
Company: Quality Software Sugg. Retail: $24.95 
Language: Integer and Applesoft Availability: 6 
Hardware Requirements: 32K and Disk Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 70 RELIABILITY 70 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 70 
VISUAL APPEAL 65 *CREATIVITY 65 *CHALLENGE 60 


*only applies to entertainment programs 


FRACAS is a light-hearted and fairly amusing medieval-days-of-combat and get-the-booty program with a few 
new twists. The diskette provides the identical game in both Integer and Applesoft versions. The game permits from 
one to eight players to independently move about and do battle with each other, as well as with the computer's own 
menagerie. Under some conditions, these computer characters are perfectly happy trying to kill each other off, while 
you are free to watch or get their ducats and then take on the survivor. The use of sound has been effectively coupled 
to the seemingly unending and repetitious combats on a Lo-Res field of well-thought out and colorful displays. (It is 
not recommended for a B & W display.) 

The game is simple to play and character generation is well prompted. Game commands are few and simple. 
There are no puzzles, mazes, or mental challenges. The game objective is in the mind of the player(s), and several in- 
teresting alternatives are suggested in the documentation. The multiple-player concept and extreme simplicity make 
FRACAS a lot of fun for a group of small children, while the ease of creating a new player character or committing 
hari-kari make it a perfect party game for your non-computer friends. On the other hand, it won't cause them to run 
out and buy an Apple or provide you much reason to play “solitaire” against it more than once. 
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ODYSSEY Department: Entertainment 


Company: Synergistic Software Sugg. Retail: $29.95 
Language: Integer and Applesoft version Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 75 
VISUAL APPEAL 80 “CREATIVITY 80 “CHALLENGE 75 


*only applies to entertainment programs 


ODYSSEY is an epic extension of its forerunner, “Wilderness Campaign”, also by Synergistic Software. As with 
“Wilderness,” the object is to overcome the bad guy in the castle by trekking through plains, swamps, mountains, 
and deserts, collecting men and material by negotiations with merchants and doing battle with sundry monsters. In 
Wilderness, there was one outstanding Hi-Res multi-color display that held your attention for the duration of the 
game; ODYSSEY provides two such outstanding displays, a third that’s almost as good, and a quasi-Hi-Res maze 
that smacks of “Dungeon Campaign”. 

The initial ODYSSEY display is that of an island, where graphics are even enhanced over Wilderness by in- 
dividually small but collectively significant improvements. Similarly, other aspects of this phase are improved; bet- 
ter sounds, fewer total repetitious battles, a simplified and cleaner battle display. The documentation is jazzed up, 
and the program runs better from the standpoint of error trapping. Much remains the same, however; the game is 

. pure escapism in all phases, no real thought is demanded and the few puzzles are trivial. What is demanded is en- 
durance, made enjoyable by the display quality and bearable by the Save Game command. 

The second Hi-Res display is of your small ship in the big ocean. This phase is less polished than the first land 
phase, but has several neat “special effects” that are fun. It's a challenge to learn to sail your ship as the wind and 
current change frequently, but after you learn which of the other visible islands is your final port, the sea phase pro- 
gresses more rapidly than the initial island actions. On all islands, save one, you can encounter a wizard guarding an 
old temple. You need to convince him to allow you to pass in order to venture into a Hi-Res maze of basements, 
again doing battle with or running from assorted monsters while in search of the magical Orb. These game phases 
are not as well error-trapped as the island phase, thereby allowing the ability to spend “negative” money and deal 
with fishermen whom the text lines told you sailed off several moves ago. 

The final Hi-Res island is artistically done. It presents only five simplistic obstacles to overcome until “you reach 
your final objective.” At this point, the game disappointingly ends with a simple text tabulation of your net worth, 
adversaries killed and general summary. After the time investment necessary to get to this point, it seems a shame to 
forego the snazzy type of ending available in “Wilderness Campaign”. 

Overall, ODYSSEY is an improved and lengthened “Wilderness Campaign”, interesting by virtue of sight and 
sound, that can become tediously repetitive. Kids will love it, others may lose interest, but it’s fun until that hap- 
pens. 

A last comment: there are still a couple of programming errors to watch out for, similar to those found in 
“Wilderness Campaign”. 
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WILDERNESS CAMPAIGN Department: Entertainment 


Company: Synergistic Software Sugg. Retail: $20.00 
Language: Integer Availability: 6 
Hardware Requirements: 48K RAM Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 50 
VISUAL APPEAL 75 *CREATIVITY 81 *CHALLENGE 80 


“only applies to entertainment programs 


This is an adventure game that is definitely entertaining and exciting. The object is to free the kingdom of 
Draconia from the Evil Necromancer. Initially, it is necessary to acquire enough treasure to hire an outfit or army 
and buy goods. The program provides a Hi-Res graphics map. You direct your party across the map while overcom- 
ing obstacles and natural hazards. 

Although documentation is not as elaborate or as colorful as other adventure games, it is adequate and explicit. 
The game is not that difficult to learn nor is it too easy for the reasonably experienced player. The only suggestion 
would be that the map change periodically for variety as opposed to viewing the same map throughout the game. A 
good buy for any adventure players. NOTE: There are a couple of “BUGS” in the program which may cause the pro- 
gram to “BOMB”. 


WIZARDRY Department: Entertainment 
Company: Sir-tech Software, Inc. Sugg. Retail: $49.95 
Language: Pascal-P Code Availability: 9 
Hardware Requirements: 48K Apple ll or Il% Disk Drive Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 95 *CREATIVITY 90 *CHALLENGE 85 


*only applies to entertainment programs 


WIZARDRY is a sophisticated and professional Dungeons and Dragons game that realistically follows the original 
board game. Put another way, it’s a program that combines the better features of Beneath Apple Manor, the 
Eamon/Swordthrust series, (parts of) Ultima, and Dragon’s Eye, in addition to throwing in a number of new ideas of 
its own to produce a very detailed and interactive “kill the monsters and get the gold” type of game. 

The two-sided disk provides a Program Master and Scenario I entitled the King’s Proving Ground. The clear im- 
plication is that there will be more scenarios to come. Written in Pascal (the P-Code does NOT require a Language 
Card), this multi-menu game is very fast in its response to commands and is only occasionally disk interactive. 

The game provides the player a degree of control over character selection and control seldom found in a computer 
game. Up to six characters at a time are put in play, chosen from five races, three alignments (good, bad and evil); 
each may be of eight different classes, with its own unique capabilities and limitations. Monsters are many and 
varied, magic spells abound, and the dungeons are seen in 3-D perspective in one corner of a well laid-out and infor- 
mative screen. Inherent in the game's design is an excellent save-game concept, whereby different players can store 
many characters, each protectable by a “password”. 

All is not peaches and cream, however,. The game is long and involved, while providing little insight into how the 
interactions are designed. It also requires considerable time and effort to develop characters that can survive in the 
dungeons long enough to advance to a higher level where new spell capabilities and character attributes are 
garnered. Despite unusually informative displays and complete documentation, the combat phases will require 
repeated reference to both the spell lists and the player's notes. While an option to run from combat is provided, it 
usually results in total destruction of your party, as the monsters flail away at you during your attempts to flee. No 
breaks. 

WIZARDRY has too many options and character preparations to rate highly with young kids. It is directed more 
towards serious D&D enthusiasts. There are no puzzles to be solved, but planning and thought are mandatory, as is 
the mapping of the dungeons. Even if you've been put off by earlier Apple D&D versions, you should give WIZ- 
ARDRY a long, evaluative look as it’s a complete and legitimate fantasy role-playing game. 
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ULTIMA Department: Entertainment 


Company: California Pacific Cemputer Sugg. Retail: $39.95 
Language: Applesoft & Assembly Availability: 9 
Hardware Requirements: 48K Apple Il or Il + Disk or Tape: Disk* 
EASE OF USE 65 DOCUMENTATION 60 RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 80 *CREATIVITY so *CHALLENGE 30 


*only applies to entertainment programs 


ULTIMA is an adventure game of truly epic proportions, consisting of three neatly integrated major games, each 
with a subset and end game thrown in for good measure. The game starts in the Medieval period. Armed with dag- 
gers and leather shields, and progressing through the space age with blasters and reflective suits, your ULTIMA role 
playing character evolves in experience and attributes through fifteen levels, finally arriving at the “ultimate con- 
frontation” after a trip through time. 

ULTIMA is perhaps the best yet Dungeons and Dragons role-playing game for the Apple, in that a variety of 
characters can be created and evolved. It is not a particularly thought-provoking or logic-puzzle game. The puzzles 
included are straightforward. The adventure’s object and approach are easily deduced from the clues within the 
game. The challenge lies in its sheer massiveness and sequential evolution. 

The above-ground and space graphics are excellent, but the below-ground game is a slightly modified 
AKALABETH. (Hint: keep a record of which level certain types of monsters appear.) The game could be improved 
by holding the number of monsters in each sea, dungeon, and land area to a fixed number so that one could even- 
tually roam around more freely in order to finish the adventure more quickly once the novelty of the encounters has 
worn off, The game can (and should be) saved rather frequently; however, unfortunately, a game cannot be recalled 
except by hitting RESET or turning off the system power. Also, the “Q” key, which saves the game, is disadvan- 
tageously located close to ESC, another often-used command key. 

Considering that the game involves eight castles, eight monuments, some 32 cities and dungeons, and an 8 by 8 
sector space setting, it’s too bad that there couldn’t have been some slight differences between each object within the 
group. Interestingly enough, it’s possible to steal an item that has not yet been invented from an Armourer or 
Weapons Dealer and which, therefore, he doesn’t carry in stock. Despite these minor aggravations, ULTIMA 
represents a superior achievement that can be as much fun to play the second time around as it is the first. 


ALKABETH Department: Entertainment 
Company: California Pacific Computer Sugg. Retail: $35.00 
Language: Applesoft Availability: Off-the-Shelf 
Hardware Requirements: 48K, ROM Applesoft, Disk Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 45 RELIABILITY 70 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 70 
VISUAL APPEAL 75 *CREATIVITY 50 *CHALLENGE 55 


*only applies to entertainment programs 


ALKABETH is a kill-the-monster type adventure game which promises more than it delivers. An eight-element 

attribute character is randomized for you; you can accept or reject the assigned attributes, but otherwise cannot im- 
prove or alter them. After equipping your character (food and weapons) from a yes or no (i.e., no-bargaining) 
menu, you go forth onto a simplistic and poorly implemented playing field, first to find the castle where you are 
pity Sa zs quest and then march about in the monster-free countryside until the dungeon(s), marked as a big “X”, 
are found. 
__ The dungeons are ladder-connected levels of interconnecting hallways and doors, done in B/W Hi-Res with shape 
table monsters and straight lines. The system commands are limited to basic move, turn, and attack functions, 
although two exist (pause and pass) which over 50 frustrating games failed to show any use for or effect from. Your 
character eats like a pig, and dies immediately without food, so start with at least 40 “foods” or the game will be over 
before you even find the castle. 

ALKABETH offers no mental puzzle, logic options, or true strategy, just a yes-no slug-it-out program, which 
might be made into an acceptable game if the program could be listed for purposes of modification. 
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ULTIMA CRUSH, CRUMBLE & CHOMP 
SWORDTHRUST Department: Entertainment 
Company: CE Software Sugg. Retail: $29.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 55 DOCUMENTATION so RELIABILITY 70 
VENDORSUPPORT #85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 50 
VISUAL APPEAL 65 *CREATIVITY 85 *CHALLENGE 80 


*only applies to entertainment programs 


SWORDTHRUST is a commercialized successor to the public-domain Wonderful of Eamon series, both devised 
by Don Brown. Fans of Eamon will thoroughly enjoy this more complex and generally improved classic dungeons 
and dragons type adventure. Thus far, there are four diskettes in the series: the Master ($29.95) includes an 
equivalent of the Beginner’s Cave, which is titled The King’s Testing Ground, and the character generation pro- 
grams, which are mandatory for the other SWORDTHRUST adventures, priced at $24.95 per game. 

The SWORDTHRUST series incorporates many changes vis-a-vis the Eamons editions. One can bargain with the 
familiar (albeit differently named) merchants, but doing so is a slow process which aggravates the already lengthy 
process of character generation. The element of time has been introduced; however, the major change is the addi- 
tion of a reasonable degree of puzzle-type challenge in all adventures. This welcome improvement offsets the inor- 
dinate number of corridors and passageways that add little to the interest or character of the game. The major dif- 
ficulty lies in the lengthy development process of a character and the inability to effectively save a favorite character 
because of the disk protection method. Similarly, many Eamon enthusiasts modified the program to give their 
characters a better chance at a reasonable survival period, which isn’t possible with SWORDTHRUST. Consequent- 
ly, characters are all too easily killed off (you still get only one life!) after a lengthy period spent in building and 
developing their personae. 

There are still the many battles to be fought and treasures to be found, plus more than enough of the nature and 
feel of Eamon to please the “oldtimers”, making this series, at long last, a worthwhile package for recompensing 
Brown for his pioneering creativity and efforts in the adventure game field. Hopefully, however, he will allow 
changes to future Master disks for permitting retention of a character after being called into action and possibly 
wiped out. 
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DOOM CAVERN/ 


SORCERER'S CHALLENGE Department: Entertainment 
Company: Syngergistic Software Sugg. Retail: $21.95 
Language: Integer Availability: 6 
Hardware Requirements: Integer Firmware, 48K RAM, and Disk Drive Disk or Tape: Disk 
EASE OF USE 70 DOCUMENTATION 65 RELIABILITY 70 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 80 
VISUAL APPEAL 75 *CREATIVITY 60 *CHALLENGE 65 


*only applies to entertainment programs 
DOOM CAVERN 


DOOM CAVERN is the “beginning” of a rather well done solitaire Adventure game. However, for the number 
and length of its subordinate programs, there are no major challenges, and it’s over all too soon. Once you've ex- 
plored level one of the cavern, that’s it. If you are an adventure gamer, it might take all of 45 minutes to solve. 

The idea is for you to thwart an evil necromancer’s plot to kill a Prince and his wizard adviser. Accomplishing this 
requires fully exploring the dungeon level as provided on this disk, getting a few treasures and magical weapons 
along the way and, naturally, doing in the evil critters that you encounter. 

The end comes quickly when you locate the entrance to Level 2 of the caverns. At this point, the player is given a 
rather spectacular accolade with three options: quit, repeat Level 1 again, or go on to Level 2. In a sense, DOOM 
CAVERN is a commercial version of the Eamon Adventures; you will always need the “beginning” disk in order to 
use the follow-up challenges on the other disks. 

The displays are nice, playing is straightforward and reasonably fast. There are a few non-fatal bugs which cause 
the cursor to jump in arbitrary directions at times. All in all, DOOM CAVERN is not up to Synergistic’s earlier pro- 
ductions in the areas of graphics, length, or true involvement. The game would be improved if at least two levels 
were included on the disk so that the true flavor of the game could develop. 


SORCERER’S CHALLENGE 


Perhaps to make up for the shortcomings of DOOM CAVERN, a second game has been included on the same disk. 
SORCERER'S CHALLENGE is a two-player (only) game which, with the right opponent, can be rather challeng- 
ing and interesting; however, it is hardly a new game concept. 

Two opponents (Wizards) are situatedon opposite ends of a small, well-done Hi-Res island. By moving the paddle 
controls to position a cursor and then pressing the game button, one can “block” a square on the island by casting a 
magic spell. 

The object is to block your opponent totally so that he is unable to move into an “unblocked” square. The element 
of difficulty is well handled by permitting each player to have a different number of “spells.” The game is 
straightforward and makes good use of the Apple's display and sound capabilities. Nevertheless, this reviewer would 
have preferred to have the second level of CAVERN on the disk space occupied by CHALLENGE. 


SUPER DUNGEON Department: Entertainment 
Company: Programma Sugg. Retail: $24.95 
Language: Integer Availability: 9 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 60 RELIABILITY 85 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 70 *CREATIVITY 60 *CHALLENGE 60 


*only applies to entertainment programs 


SUPER DUNGEON is a dungeons and dragons game. One is allowed to pick their character and outfit their ex- 
pedition before entering the 15 level dungeon. One explores each room of the Lo-Res undergound maze, finding 
treasures and magic weapons and spells. The corridors are fraught with dangers. Wandering monsters abound; pits 
and earthquakes greet the unwary; witches cast spells. As one battles his way from dungeon level to dungeon level, 
one can trade his experience points for life points. One needs to become as strong as possible, for the monsters 
become tougher and the treasures more difficult to find the deeper one goes. 

One tends to get trapped very easily in an earthquake. Graphics are Lo-Res but attractive. Documentation is ade- 
quate. 


246 


DRAGON FIRE Department: Entertainment 


Company: Level-10 (Div. of Dakin5) Sugg. Retail: $49.95 
Language: Assembly Availability: 7 
Hardware Requirements: 48K Apple ll or Il + Disk or Tape: Disk* 
Disk Drive 

EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 30 ERROR HANDLING 80 
VISUAL APPEAL 75 *CREATIVITY 40 *CHALLENGE 60 


*only applies to entertainment programs 


DRAGON FIRE is a somewhat spruced-up Super Dungeons (see Page 27 of the 1981 BOOK); a Dungeons and 
Dragons form of game. The similarity is more than coincidental, as both were written by Rod Nelson. Unfortunate- 
ly, this flashily-packaged version chooses to make no mention of the lower-priced ($24.95) and nearly identical 
Super Dungeons. 

As an alter-ego character, you commence play by plodding your way through 10 repetitious dungeon levels which 
you may build yourself or have the computer choose for you. Trade experience is gained by conquering various 
monsters. You may eventually garner enough Constitution and Life Points to find and eliminate Salmadon, the 
winged-dragon somewhere in “Level 10”. 

A polysyllabic 30-page manual describes the fact and fiction of the game in great detail. The game may be saved, 
offers five degrees of difficulty, and is a neatly cleaned-up version of the original. Nevertheless, this is a game that 
children will enjoy, but which adults may find a bit tedious. On the other hand, if you already have a copy of Super 
Dungeons.... 


KAVES OF KARKHAN Department: Entertainment 
Company: Level-10 (Dakin5) Sugg. Retail: $39.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K ROM Applesoft/16K Card, Disk Drive Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 85 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 45 ERROR HANDLING 75 
VISUAL APPEAL 70 *CREATIVITY 75 *CHALLENGE 60 


“only applies to entertainment programs 


It’s battle-your-way-out-of-the-dungeon time with KAVES OF KARKHAN, although the extensive documenta- 
tion’s storyline paints an interesting picture to the contrary. After you select your character type, a crew of 10 
(chosen from 15) companions is selected. Each companion has a unique object to aid him in overcoming the traps of 
Maldamere, which block your way out of the caves that lead to the top of the mountain. 

The accompanying characters are akin to “life points” and, should they be all killed during your quest, the world 
is doomed. Before you can enter the caves, however, you must play a brief game of anagrams. The reason for this 
phase of the game will never be known, but there are 33 different words from which the computer can choose. Once 
inside, you encounter some or all of approximately 30 traps, which are puzzles to solve by using the objects which 
you selected; if you didn’t select the right objects, of course, you've had it! 

The game plods relentlessly through 3-D representations of corridors that are replete with side halls, intersections, 
and stairways. The Hi-Res graphics are pleasant enough, but the sameness and non-mapability of the maze soon give 
rise to boring repetition. The trick is to keep moving by pressing the two arrow keys or the return key so that the ran- 
dom, often redundant, traps aren’t forever plaguing you. After a very lengthy tour, with your relative success being 
marked by your climbing staircases, the game ends abruptly at a bier (which looks like a bird bath) and the words, 
“Congratulations, you found it!” 

Unfortunately, the game doesn't measure up to the promise of the documentation which, while it is the best part 
of the package, fails to point out that pressing “S” will quiet the eternal clicking of one’s movement. Kids may enjoy 
it once someone shows them how to solve a few of the puzzles which, while not too difficult, are a bit different. 
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DUNGEON CAMPAIGN Department: Entertainment 


Company: Synergistic Software Sugg. Retail: $17.50 
Language: Applesoft Availability: 6 
Hardware Requirements: 32K & Applesoft Rom Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 75 *CREATIVITY 75 *CHALLENGE 65 


* only applies to entertainment programs 


This is an adventure game involving a group of warriors who venture into an undergound labyrinth consisting of 
four different levels. This game makes use of catacombs filled with treasures and hazards in a colorful fashion. As the 
secrets of the dungeon are uncovered by the forces under your control, a color-coded map is generated which even- 
tually helps you find your way out safely with your treasures. 

The documentation is well-organized and comprehensible; it also includes information which the “casual user” 
might want to know about the program. The screen layouts are attractive and versatile, as they change periodically 
during the player's travels throughout the dungeon. 


CRUSH, CRUMBLE AND CHOMP Department: Entertainment 
Company: Automated Simulations Sugg. Retail: $29.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 90 RELIABILITY so 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 80 “CREATIVITY 95 *CHALLENGE $0 


“only applies to entertainment programs 


In CRUSH, CRUMBLE and CHOMP you can play one of six featured monsters (or one of your own home-grown 
creatures) to attack the city of your choice: San Francisco, Washington, D.C., New York City, or Tokyo Harbor. 
With your fiery breath you can burn entire cities or smash them underfoot. You can block roads with your webs and 
escape underground where tanks dare not tread. Your monster can tear apart bridges with its tentacles, emit an 
ultrasonic scream as you grab the populace and fly over a city of smoking ruin. 

Of course, being a monster isn’t easy. You're always hungry. A good rule is: if it moves, it’s edible. And the city, 
played by your friendly computer, has an arsenal of police cars, tanks, artillery, helicopters, National Guard, and 
your indomitable mad scientist. 

You control the monster with a variety of keyboard commands. All monsters have a basic command structure that 
controls general direction, head position, and movement. Some monsters can burrow, one can fly. All can crumble 
buildings or grab fleeing crowds. Each has its specialty, like (A)tomize or (U)ltrasonic Scream, (B)reathe Fire, (W)eb 
(weave obstructing web), or (Z)ap flying units with ray gun. Control, at least if your monster hasn’t gone berserk 
with hunger and you're not sure if it is really paying attention, is rather sluggish. This is because you’re taking turns 
with the computer and it’s not ready for your next command. Be patient; it has to update the screen and attack 
before you can make a next move. Impatience, unfortunately, causes you to enter too many commands; consequent- 
ly, one often overshoots a destination or misses a target. 

One can monitor the game as you move around sections of the city on a Hi-Res map. Your monster’s health, his 
hunger status, head position and general direction are all displayed on the right side of the screen. The head position 
is displayed in all its living facial monster horror. It keeps you aware of who or what you are. 

Yes, this game is for real and it actually can be fun to play once you get used to the keyboard controls. It is certain- 
ly a way of releasing your aggressions and no different than those shoot-’em-up games where you play the good guy 
and kill the aliens. 

I think the major disappointment lies in the graphics. The display map and animation are done with well con- 
structed Apple shape tables, but the display update is slow and cumbersome. While some of the newer games have 
switched to raster shape tables and machine code to produce smooth, instantaneous Hi-Res scrolling on their maps, 
this game laboriously draws a new map once the monster goes off the edge of the screen. In a game that essentially 
runs in real time, this is somewhat distracting. The game does offer a lot of creativity, is challenging, and is well 
documented in a lengthy but humorous vein. 
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WINDFALL Department: Entertainment 


Company: Edu-ware Sugg. Retail: $19.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 82 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 78 
VISUAL APPEAL 77 *CREATIVITY 80 *CHALLENGE 77 


*only applies to entertainment programs 


An interesting and certainly a “current” game. Windfall puts the player in the position of an oil executive. You are 
able to set prices at the pump, deal with foreign suppliers, buy and sell stock and enter into collusion with the com- 
petition. 

It is also possible to “watch” (utilizing graphics) activity at the dock as well as at the station. There is a time con- 
straint (250 units or approximately 15 minutes of playing time). This figure is always displayed on the screen. The 
object of course, is to make as much money as possible. This program is a good way to learn a little about oil 
economics while playing a challenging and creative game. 


TERRORIST Department: Entertainment 
Company: Edu-ware Sugg. Retail: $29.95 
Language: Applesoft (Rom) Availability: 4 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 75 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 77 
VISUAL APPEAL 80 *CREATIVITY 70 *CHALLENGE 75 


*only applies to entertainment programs 


TERRORIST is a game, unfortunately, right out of the headlines. In this program designed for two players one is 
the terrorist, the other represents government. The terrorist is given options of which group to represent, all with 
different names and attributes, then a choice of three scenarios: (1) hold a building and hostages (2) hijack plane or 
(3) build a nuclear device for blackmail. 

After that it’s up to the skills of the two players. A paddle game utilizing some Lo-Res graphics and sound, TER- 
RORIST gives its players a better than average challenge and some interesting moments. 


NETWORK Department: Entertainment 
Company: Edu-ware Sugg. Retail: $19.95 
Language: Applesoft Availability: 4 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 82 DOCUMENTATION 75 RELIABILITY 81 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 83 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 82 *CHALLENGE 83 


*only applies to entertainment programs 


This is one of the few games where two players can play against the computer. NETWORK is intended to be a 
simulation of the process by which TV networks put their shows on for the new season. The game provides you with 
the format of the show (e.g., comedy, drama, documentary, etc.), the length of the show, production costs and a 
projected rating. The two players, using paddles, must then bid against each other as well as the computer (the third 
network) to buy the shows. The next step is to schedule them, then find sponsorship. The object is to maximize earn- 
ings. Sound complicated? It is a little, but if you’ve got two players (preferably Freddie Silverman and Faye 
Dunaway) and a few hours this‘program is not a bad way to pass the evening. Documentation is adequate though 
bland. 
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BENEATH THE PYRAMIDS Department: Entertainment 


Company: Crystal Software Sugg. Retail: $29.95 
Language: Applesoft/Assembly Availability: 4 
Hardware Requirements: 48K ROM Applesoft, Disk Disk or Tape: Disk* 
EASE OF USE 70 DOCUMENTATION 60 RELIABILITY 40 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 50 
VISUAL APPEAL 70 *CREATIVITY 60 *CHALLENGE 55 


*only applies to entertainment programs 


BENEATH THE PYRAMIDS is somewhat an admixture of Temple of Apshai and Odyssey: The Compleat Adven- 
ture. Unfortunately, it falls short of either of those well-done programs. The graphics and usage of sound are nice in 
this below average adventure game, but do not offset the limited system commands, repetitious obstacles, and the 
non-standard DOS, which (usually) requires the Apple to be turned off in order to restart a game (or do anything 
else, for that matter). If you hang in there and really get involved in the game, there are several program bombs ly- 
ing around which will hang the system (yup, the disk is protected so you can't find/fix the problems). 

Before entering the pyramid to seek out the Golden Cat and a few other useful items, you visit must the Bazaar 
with about 45% of the money you need to purchase items, most of which you will need in your quest. Naturally, you 
bargain with the shopkeeper in a lengthy but predictable sequence. Your purchases are “used” to extricate yourself 
from possibly fatal encounters and accidents, although in some cases rapid track work will save you. The puzzles are 
trivial and the game quickly becomes sufficiently boring that adults will be just as happy to let the kids take over. 


HAUNTED HOUSE Department: Entertainment 
Company: Creative Computing Software Sugg. Retail: $7.95 
Language: Integer Availability: 7 
Hardware Requirements: 16K Disk or Tape: Tape 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 81 
VISUAL APPEAL 50 *CREATIVITY 75 *CHALLENGE 75 


“only applies to entertainment programs 


This is a game where one is locked in a haunted house and has until midnight to escape. This text game, which 
begins at six p.m., uses up time for each type move, thereby presenting another challenging dimension. One explores 
rooms, searches for clues, meets ghosts and hopefully eventually finds a way out. A random number generator in- 
sures a different game each time. This phantasmagoric saga is certainly reasonably priced at $7.95. 


SPACE Department: Entertainment 
Company: Edu-ware Sugg. Retail: $29.95 
Language: Applesoft Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 60 DOCUMENTATION 70 RELIABILITY 65 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 40 
VISUAL APPEAL 60 *CREATIVITY 30 *CHALLENGE 30 


*only applies to entertainment programs 


SPACE represents a very creative effort in the spectrum of space/time and role-playing type games on the Apple. 

The user is able to “create” with the Apple's help his own character, complete with skills, attributes, strengths and 
weaknesses. This character is then subjected to many lifelike scenarios which take place in the distant future. Results 
of later games are contingent on earlier contests. 

This is an ambitious undertaking in scope and, to a large extent, successful. 

We did, however, experience inordinate difficulty in creating a character “strong” enough to survive for very 
long. Also, some more attention should also be given to error trapping, as there are some instances where the system 
can go off into internal space if the role-player performs certain non-protocol procedures during play. 


DRAGON'S EYE Department: Entertainment 


Company: EPYZ (Automated Simulations) Sugg. Retail: $29.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K ROM Applesoft Disk Drive Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 70 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL so *CREATIVITY 60 *CHALLENGE 65 


*only applies to entertainment programs 


DRAGON'S EYE is a relatively straightforward and easy to play Dungeons and Dragons style game. The objective 
is to help a good magician who is the enlightened ruler of the Seven Provinces by finding the bad magician’s power- 
source gem (the dreaded Dragon's Eye) and returning before 21 variable-length days have elapsed. Failure to ac- 
complish this task will naturally result in the complete ruin of the provinces. Since neither the Evil One nor the ef- 
fects of his power are ever encountered, the real object is simply to enjoy the game and try for as high a score as possi- 
ble. 

The strength of this game is in its well done graphics. The single screen map of the provinces is nicely done, but it’s 
the encounters with various monsters and the spell-casting graphics that will endear the game to the younger genera- 
tion. The monsters are amusingly realistic and well-animated, and clever captions go along with the battle. 

The challenge is minimal and there are no surprises from one game to the next, although there is a well-hidden 
degree of interaction between various aspects of the game. These depend largely on the weapon you choose, how you 
employ it, and the nature of various treasures you will hopefully uncover and covet. The pace of the game is unfor- 
tunately slowed in the “Examine-ing” of the different locations, because of Applesoft’s speed and the liberal use of 
randomizing functions. 

Nevertheless, kids will get a kick out of the Dragon's Eye; it should keep them occupied for hours, although a game 
takes only 30 minutes or so. Adults will also enjoy a gaine or two by dent of observing the battles, and following the 
graphics utilized in the spell casting; besides, they will have to help the kids learn to play because the otherwise ex- 
cellent documentation was made difficult to understand in an attempt to make it “cutsey” by writing it in a poor 
man’s version of Old English. Thus, hie ye to game’s yonder chamber, and savor the rewards! 


CROWN OF ARTHAIN Department: Entertainment 
Company: Micro-Lab Sugg. Retail: $29.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K ROM Applesoft Disk or Tape: Disk 
Disk Drive 

EASE OF USE 65 DOCUMENTATION 65 RELIABILITY 75 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 80 
VISUAL APPEAL 75 *CREATIVITY 70 *CHALLENGE 60 


*only applies to entertainment programs 


The Crown of Arthain is a simple and straightforward adventure game which permits two players to compete 
against each other in a race to gain the Crown, or it may be played by one player. Either way, 20 levels of difficulty 
may be selected by a player, permitting handicaps to be used. Higher difficulties mean the monsters, of which there 
seem to be an unending supply, strike faster, and a bit more accurately. While sustaining less damage from each 
blow you land. 

The degree of challenge is minimal. It is a matter of slugging it out, gaining experience and gold, finding magical 
devices to aid or avoid the unending combats, buying a map, finding a magic word, and slogging through a moun- 
tain castle’s 32 rooms. Somewhere, you must find and defeat a randomly placed Dragon, having a considerably 
tougher hide than the other monsters, that guards the Crown of Arthain. 

There are no puzzles to contend with; however, the graphics are nicely done, though a bit repetitious as far as the 
battles are concerned. Gray-beard solo adventurers may wish to complete the game, requiring a rather painless 45 
minutes or so to map the castle; a couple of more youthful opponents will have a ball. Alternatively, Dad, using a 
higher difficulty factor, can easily spend a complete evening with his son while introducing him to the fun of an Ap- 
ple. 
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SANTA PARAVIA & FLUMACCIO Department: Entertainment 


Company: Instant Software Co. Sugg. Retail: $19.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 90 DOCUMENTATION 70 RELIABILITY 82 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 75 


*only applies to entertainment programs 


No, SANTA PARAVIA & FLUMACCIO is not an Italian vaudeville team. Better than that. You get to play the 
ruler of an Italian city-state and attempt to build it into a kingdom. It is a game for one to six players where they 
compete in overseeing the grain harvest, feeding the populace, investing in public works, and setting taxes high 
enough to raise income without strangling the economy. In other words, just about every socio/economic/agronomic 
ambition can be fulfilled, short of stomping grapes. As each player’s city-state grows in stature, he/she/it receives a 
higher title until one ultimately wins by becoming king. Although some of the game is luck, mostly it is skillfully 
managing the economy, requiring you to stay on the qui vive ( and avoid the grape). 


THE PRISONER Department: Entertainment 
Company: Edu-ware Sugg. Retail: $30.00 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K, ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 45 DOCUMENTATION 70 RELIABILITY 65 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 75 
VISUAL APPEAL 45 *CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


PRISONER has the feel and characteristics, both good and bad, of a typical Edu-ware program. Based loosely on 

the BBC TV series of the same name, you are kidnapped to a near escape-proof island, where “they” try to get you to 
divulge certain intelligence information by any means, fair or foul, with the emphasis on trickery, psychological 
warfare and brainwashing techniques. To win, you must escape your island prison (though you are free to roam 
about seeking clues, reliable allies, and conch shells). 
‘ The sole weapons at your disposal are your wits and intelligence; the Apple ungraciously will not help you in any 
way in piecing together or even remembering the subtle clues which you find. The game, which can be saved, is ex- 
tremely lengthy and often slow, due to much disk accessing. This adventure/saga uses attractive B&W Lo-Res (and a 
few Hi-Res) displays with excellently designed text windows, an overabundance of shrill, repetitious, cacophonous 
sound, as well as seemingly unending inverse and flashing text. 

The contest very quickly becomes hard on the eyes and ears, and belabors an excessively long and slow opening 
scenario. The documentation states that these irritating features are psychological necessities of the game designed to 
maintain your interest. Unfortunately, they are excessive to the point of killing an otherwise novel and fascinating 
game. Indeed, the puzzle of unraveling the clues is difficult and challenging, and the “special effects” are interesting 
(but overdone). In several regards, PRISONER is akin to a more seriously structured Scott Adams’ adventure with 
psychological, and, perhaps, controversial overtones. (Certainly many loud overtones!) 


ADVENTURE GAMES 


ADVENTURE Department: Entertainment 
Company: Apple Computer Sugg. Retail: $34.95 
Language: Applesoft/Assembly Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 60 RELIABILITY 85 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 65 *CREATIVITY 80 *CHALLENGE 90 


*only applies to entertainment programs 


Apple’s ADVENTURE joins the ranks of Rainbow, Programma, and Microsoft in releasing the original PDP-11 
ADVENTURE; it is identical to Rainbow’s, except that it runs slightly faster. Microsoft’s and Programma’s, being in 
assembly language, both run faster. The major clue, “Plover,” given in Microsoft’s version, is absent, as is the clever 
addition of the “Software Den,” where micros, minis, and maxies are available free (??) for the taking. 

As with the other Adventures, the computer represents your eyes and hands, dutifully responding to your instruc- 
tions as to which way to go and when and how to manipulate the objects you will encounter. ADVENTURE starts 
simply enough at the “end of a road,” describes in text form what you can see, and awaits your order to enter the 
house you can locate, or move off to the N, S, E, or W. With any kind of luck, you'll find your way to the enormous, 
beautifully described underground caverns. The many rooms and passages contain treasures for you to find, a varie- 
ty of none-too-savory inhabitants to outsmart, and pitfalls to be discovered and dealt with. While violence and war- 
ding off monsters is not a major part of ADVENTURE, you can manage to kill yourself; the snares are not random 
between games, and once you learn how to deal with the trolls, dwarves, the dragon, the pirate, etc., you are better 
armed for your next inevitable bout with them. 

ADVENTURE is highly addictive. Many hours can be spent in getting ALL the treasures and attempting to 
become a Grand Master, after which you are borne off on the shoulders of the cheering elves. Winning is perspec- 
tively in the eye of the beholder, but the score is accumulated as you progress. This game, which can take hours, can 
be saved at any point, although Apple's version requires a separate disk, while Microsoft permits two different 
scenarios to be saved on the game disk. 

In summary, ADVENTURE is a great game, although we would have liked to see (especially since it is an Apple 
Computer Inc. release) more attention given to better documentation (e.g., with background data, scoring and 
playing tips). 


ADVENTURE Department: Entertainment 
Company: Microsoft Sugg. Retail: $29.95 
Language: Assembly Availability: 7 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 75 RELIABILITY so 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING so 
VISUAL APPEAL 65 *CREATIVITY 80 *CHALLENGE 95 


*only applies to entertainment programs 


The first message in Microsoft's Adventure game will be familiar one to seasoned Adventure players — 
“You are standing at the end of a road before a small brick building. Around you is a forest. A small stream 
flows out of the building and down a gully.” 
The original Adventure was written in Fortran for the Digital Equipment PDP-11 series of computers by Crothers 
and Wood. Microsoft claims that this version for the Apple computer contains the complete game of the original. 
The player will be confronted with 130 rooms, 15 treasures, 40 useful objects and 12 obstacles. There are 4 levels 
to the game and the game may be saved at any time. No graphics are used. Scores are given. The Classic Adventure 
Game and the best text adventure game to date. (See description in Apple’s version above.) 
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ADVENTURE Department: Entertainment 


Company: Adventure International Sugg. Retail: $20.95/$14.95 
Language: Assembly Availability: 8 
Hardware Requirements: 48K, Apple ll or Il+ Disk or Tape: Disc/Tape 
EASE OF USE so DOCUMENTATION 65 RELIABILITY $0 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO $0 ERROR HANDLING 85 
VISUAL APPEAL 65 *CREATIVITY 80 *CHALLENGE so 


*only applies to entertainment programs 


Scott Adams’ Adventure International is the fifth company to release the original and classic ADVENTURE. 
Although the colossal cave and the game itself are essentially identical in all versions, this one has several unique and 
highly desirable features. 


1. Lowest Cost: The disk version is $4 less than the least expensive competition and $9 less than the 
Microsoft version, which has been this reviewer's preference. A tape version at $14.95 is an excellent value, 
as instructions are provided for transferring the game to disk. 


2. Response Speed: Unlike the other versions, which are highly disk interactive, Adams’ is entirely in 
memory. The resulting response speed is nothing short of fantastic, a major advantage in this game. 


3. Flexibility: The Apple and the Microsoft versions are protected; this version comes with an internal copy 
program for producing a DOS 3.2 backup copy. It also provides instructions on copying the disk to DOS 3.3, 
making it the only 3.3 version on the market. Also, NINE save-games scenarios can be saved onto the parent 
disk. 


On the negative side, this version omits the significant word “Plover” from the Scenic View description, which 
may not have been in the original PDP-11 version, but is important. Similarly, there is not a warning provided either 
for the loss of battery power or an impending transition into a Master's Game phase. In these regards, the Microsoft 
version is more “playable.” 

In summary, and despite a near-saturated market, there is a definite place for this version of ADVENTURE. 
Every Apple owner should have a copy of ADVENTURE, and dyed-in-the-wool Adventurers having other versions 
should delight in the flexibility and speed cf this version. 


CHAMBERS OF XENOBIA Department: Entertainment 
Company: Avant-Garde Creations Sugg. Retail: $15.95 
Language: Applesoft/Assembly Availability: 5 
Hardware Requirements: 48K ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 50 RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 60 *CREATIVITY 40 *CHALLENGE 40 


*only applies to entertainment programs 


The CHAMBERS OF XENOBIA is a modestly priced, unpretentious adventure game which has only limited 
challenge. Thirteen treasures await you in the underground cavern, the majority of which are guarded by an un- 
savory critter who you must kill to gain the reward. Two minor puzzles, consisting of finding and appropriately us- 
ing a key and a magic word, do little to offer a true challenge. A third “puzzle” consists of finding the right word in 
the program's limited vocabulary to use in order to access one of the treasures. The protected game disk is 13 sector 
(DOS 3.2.1), and while the internal documentation is adequate to play the game, a full-page of poorly and confus- 
ingly written text is provided to tell you to boot your Basics disk first. 

Redundant sounds and the use of the same Hi-Res picture neither help nor hurt this game. Experienced adventure 
players will find it a pleasant enough way to pass an hour or two if their expectations aren't too high; the game is 
easily mapped, offers little reason to play a second time, and contains no unique twists or anything new. On the 
other hand, it’s easy to play, doesn't bomb, is non-devious, and low enough in price to attract neophyte adventurers 
and parents with younger children who are starting to use the Apple. 


SCOTT ADAM'S ADVENTURE SERIES Department: Entertainment 


Company: Adventure Sugg. Retail: $14.95 each 
Language: Assembly Availability: 7 
Hardware Requirements: 24K Apple or Apple Plus Disk or Tape: Tape 
EASE OF USE 80 DOCUMENTATION 60 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 86 ERROR HANDLING 90 
VISUAL APPEAL 65 *CREATIVITY 85 *CHALLENGE 89 


*only applies to entertainment programs 


Scott Adam’s ADVENTURE SERIES are puzzle games, each set in a different fantasy adventure scenario. The all- 
text display states what you can see and where the visible exits are. Two-word instructions lead you through a 20 to 
30 call matrix, permitting manipulations of the various objects you encounter and leading to an eventual solution. 
The puzzle aspect, much more prevalent than in other adventure games, comes from using the objects to further 
your progress or avoid being killed. (Doesn’t everyone know that a mummy lurching for your throat can be put to 
sleep by pouring water on his burning terra leaves? You did bring along the water, didn’t you? The water was easy to 
find, but the empty object to carry it in was either somewhere else or hard to find.) 

You may be able to solve a game in four to eight hours if you are lucky, clever, and take advantage of the “Save 
Game” command periodically to avoid having to retrace all the correct steps you made up to the point you were sud- 
denly wiped out. If you enjoy resolving a myriad of interactive, thought-provoking exercises in deductive logic and 
have the patience of a chess master, it’s easy to become helplessly addicted to those challenging games. 

The program responses are exceptionally fast and often humorous. Hints and clues, when given, are always ob- 
tuse. There are no graphics, colors, or sounds. As of this printing, there are nine full length adventures, all devilously 
devious, delicately intricate, and deceptively involved. Hopefully, Scott Adam’s imagination will continue to pro- 
duce more in the series and at his current level of quality. 


The following is a summary of each of the 9 games in Scott Adam’s ADVENTURE SERIES. Each game in the 
series is $14.95. 

1) ADVENTURE LAND —A full scale above and below ground adventure in an enchanted world of wild animals 
and magical beings. The object is to recover 13 lost treasures. A good game for the novice adventurer. 

2) PIRATE'S COVE — You travel between a London flat and two islands to locate two treasurers. It has a smooth 
storytelling style and is populated by wacky characters; a parrot, mongoose and a pirate. It is a lot of fun. 

3) MISSION IMPOSSIBLE — Stop the sabateur from bombing the Nuclear Reactor. Even though you're a walking 
bomb yourself, and the saboteur dies before you get very far, the game is relatively easy and straight forward, 
but more “explosive” than most. 

4) VOODOO CASTLE — You have the not-so-simple task of removing a curse from Count Christo. Takes place in 
the hallway and darkened dungeons of VOODOO CASTLE. There is a kachina doll, juju man, a book for 
removing curses and much more. A few tricky spots, but solvable; very well done and fast moving. 

5) THE COUNT -— You must race against time to find Dracula before sunset and kill him with a stake while he is 
still in his humanoid form. Slightly less complex in format than others, but unique in that “things change” be- 
tween day and night and between successive days. 

6) STRANGE ODYSSEY — You're on an alien planet in a damaged spaceship and need to find five treasures, fix 
your spaceship and return to home base. There are three really tough sequences to unravel. Finding the fifth 
treasure is difficult, but fortunately the number of objects is more manageable than in the other games. 

7) MYSTERY FUN HOUSE — Some plans must be retrieved from a carnival fun house. It is tricky to get in, easy to 
be thrown out, and tougher than most to unravel for a successful conclusion. There is a time limit. 

8) PYRAMID OF DOOM — Find the 13 treasures in an unexplored pyramid in Egypt without continually falling 
prey to mummies, cobras and huge purple worms. This game becomes quite difficult in several spots. 

9) GHOST TOWN — The locale is an authentic ghost town maze complete with saloon, hotel, jail, boot hill and a 
piano playing ghost. Quite difficult in the early/middle part of the game. Thereafter, when one tough puzzle is 
solved, the game proeeeds quickly. It’s typical Adams. 


SAVAGE ISLAND — PART I Department: Entertainment 


Company: Scott Adam's Adventure Sugg. Retail: $14.95 tape/19.95 disk 
Language: Assembly Availability: 8 
Hardware Requirements: 24K Apple or Apple Plus Diskor Tape: Both 
EASE OF USE 80 DOCUMENTATION 60 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 90 ERROR HANDLING so 
VISUAL APPEAL 65 *CREATIVITY 85 *CHALLENGE 95 


“only applies to entertainment programs 


If you aren't familiar with Scott Adams’ Adventure series, Savage Island isn’t the one to start with (try the Pirate 
or Voodoo Castle). This one is for aficionados who solved Fun House and casually breezed through Ghost Town! 
Adams’ saga is more devious, sneaky, involved, tricky and underhanded than ever. Savage Island is a long succession 
of more than the usual puzzles and entails considerable retracing of steps in and around the island. The object is to 
obtain the one word “password” to permit entry into the yet-to-be-released Part II. Judging from Part I, the next one 
must really be a lulu!! 

The game is more intricate than most, and some parts move quickly and easily. The difficulty lies in getting to the 
easy part, which follows one of the toughest and most intricate sequences that Adams has conceived to date. To help 
you even get into the tough part (before you can get to the dinosaurs, UFOs, Pirates, and Force Fields), remember 
that some sickly animals can be cured with a dose of salts. 

Unfortunately, Adams has somewhat flawed a potentially perfect masterpiece by inhibiting the save-game feature 
during the early, surprisingly tough part of the game. This, coupled with two very dangerous and randomly appear- 
ing killers (like the Ice Hound of Strange Oddyssey), often prevent you from getting back to where you had previous- 
ly been so that you can deal with your tormentors. The result kills much of the interest and perserverance required to 
solve any Adams’ Adventure. It can be done, however, and with the restoration of the save-game aspect, Savage 
Island could become the type of fun and challenging adventure enigma that one has come to expect from this ex- 
cellent series. 


VALUE PACK Department: Entertainment 
Company: Adventure International Sugg. Retail: $39.95 
Language: Assembly Availability: 7 
Hardware Requirements: 24K Apple llor!l+ Disk Drive Disk or Tape: Disk (DOS3.2) 
EASE OF USE 70 DOCUMENTATION 55 RELIABILITY 70 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO so ERROR HANDLING 85 
VISUAL APPEAL 65 “CREATIVITY 85 *CHALLENGE 95 


*only applies to entertainment programs 


VALUE PACK offers the latest three Scott Adams’ adventures, along with a demo program of another Adventure 
International game thrown in for good measure. Two of the three adventure games are brand new: the long-awaited 
“Savage Island, Part II” and “Golden Voyage.” The third is “Savage Island, Part I”, which was previously reviewed 
as a separate, stand-alone game. 

Part II starts out with a bang, so to speak, while displaying an admonition that “Part I was a piece of cake com- 
pared to what you are about to go through”. Playing was sufficiently tough so that it required this reviewer 30 
minutes just to be able to survive through the first move, another 30 minutes for two more moves, and another three 
hours to get up to five moves! Note that Part I must be conquered in order to gain the necessary password to get into 
Part II (although the reason isn’t clear, since the games have relatively little in common, except for the Pirate). 

Golden Voyage is another matter. It’s one of the easier of Adams’ puzzle games almost to the end, where it gets on- 
ly a little harder but a lot more interesting. You are given three days to find the potion required to restore the aged 
king to his youth. It runs a bit slower than earlier games and the upper screen display is quite jerky in updating, as a 
consequence. The reason for these deficiencies may well be that Adams has used a common assembly language shell 
for all of his adventures, resulting in certain execution inefficiencies, at least in this particular “patched-in” game. 

In general, newcomers to Adams’ puzzle games would be better advised to cut their teeth on earlier editions, 
although Golden Voyage is close to being complex enough to provide the necessary “training.” Even then, the Savage 
Islands are almost too tough, except for the dedicated and somewhat masochistic expert adventurers. 
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ADVENTURE: BOOK OF HINTS Department: Entertainment 


Company: Adventure International Sugg. Retail: $7.95 
Language: (Not Applicable—TEXT} Availability: 8 
Hardware Requirements: (Not Applicable) Disk or Tape: N/A 
EASE OF USE N/A DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING WN/A 
VISUAL APPEAL N/A *CREATIVITY N/A* *CHALLENGE N/A 


*only applies to entertainment programs 


The BOOK OF HINTS provides clues to solving Scott Adams’ first nine programs, up to but not including “Savage 
Island, Part I”. True Adventure lovers should consider this nine page write-up as a last resort only. Fortunately, it 
doesn’t ruin a game by telling you the answers outright; rather, it provides hints of varying specificity to help you 
figure out the puzzle for yourself. 

The technique it uses is a simple code consisting of a series of numbers, with a list of words and numbers at the bot- 
tom of each page to permit “selective” decoding when you get stuck. Between eight to 18 clues are given for each 
game. One can seriously argue that the number of clues is not proportional to a game’s relative difficulty; it does, for 
the most part, pick up most of the “hard spots” of each game. There are a few typographical errors, and some of the 
hints are overly obtuse. However, in general, it provided the thought-provoking hints that would have eased this 
reviewer's fight to solve the last puzzle in each game, and it did clear up a nagging “pyramidal” mystery — you 

- CAN'T kill the Purple Worm!! 


ZORK Department: Entertainment 
Company: Personal Software Sugg. Retail: $39.95 
Language: Assembly Availability: 8 
Hardware Requirements: 32K, Applellorll+ Disk or Tape: Disk* 
Disk Drive 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 75 *CREATIVITY 85 *CHALLENGE 80 


*only applies to entertainment programs 


ZORK is THE definitive adventure game. Only the original Adventure program and the Scott Adams’ series are 
comparable in challenge and complexity. It has the monstrous scope, fundamental tenets and beautifully descriptive 
prose of Adventure, plus a complex enough “puzzle” structure to warm the heart of any Adams fan. 

The scenario is familiar, but the specifics are totally new and different. Not surprisingly, one starts at a deserted 
house which leads (in hopefully short order) to a cavernous underground complex, replete with varied and sundry 
treasures, a hungry Cyclops, an audacious Thief, a testy Troll, enchanted items (like mirrors and certain knives), an 
underground lake, dam, and a river, to say nothing of the coal mine, chapel, maze, and on and on ad infinitum, 
even unto the very Gates of Hell. 

The split-screen, all text and silent display is neatly formatted and scrolls very well. The vocabulary is out of this 
world; by far is the most extensive yet encountered. Compound and multiple commands are accepted and in- 
dividually acted upon: for example, “Take all but shovel and pump. Enter the boat. Examine Scarab” is a valid, 
single command line. It will even answer a few abstract qustions such as “What is xxx?” and “Where is yyy?”. 
Through it all, the speed of the game is satisfyingly fast. Well conceived system commands permit diagnosis of your 
state of health, control over the degree of text verbosity, enabling/disabling a printer from within the program, and 
saving a game’s status (only one) to a separate disk. 

ZORK will require at least the same amount of time (probably more) than was required to achieve a perfect score 
in Adventure. For those of fainter heart and lesser patience, Personal Software's well written documentation advises 
that a price list is available for various hints and maps. But whether you tough it out or not, the best news is that this 
is only Part I! 


SOFTPORN ADVENTURE Department: Entertainment 


Company: On-Line Systems Sugg. Retail: $29.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K ROM Applesoft Disk or Tape: Disk 
Disk Drive 

EASE OF USE 60 DOCUMENTATION 65 RELIABILITY 60 
VENDOR SUPPORT 82 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 55 
VISUAL APPEAL 70 *CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


SOFTPORN ADVENTURE is a moderately difficult but quite challenging adventure game with several unique 
twists. One is the bizarre concept of a game which requires finding and seducing girls. This all-text, split-screen fan- 
tasy resembles the Scott Adams’ adventures, both in format and puzzle concepts. While not a large epic-length game 
(30 mappable locations), the puzzles generally require multiple operations and objectives to solve. A moderate 
degree of disk interaction calls in lower-screen descriptions with a tongue-in-cheek nature that would be PG-Rated, 
while user input can be X-Rated. Responses for some resolved puzzles are quite amusing and surprising. 

The game incorporates both blackjack and slot machine games; however, their formats are not nearly as im- 
aginatively applied in using the text page as are some of the other responses. An occasional fatal bug may occur just 
prior to giving the girl in the Disco the wedding ring — saving the game just prior to that happening is highly recom- 
mended. There is also a semi-bug associated with the Preacher - regardless of how much money you may have when 
its time to pay him off, his fee must be won from gambling proceeds after he asks you for it. The game can be saved 
on a DOS 3.3. scratch disk, but cannot be recalled from within the game, unfortunately, as one can easily get 
himself wiped out in some strange and clever manner. 

Overall, SOFTPORN ADVENTURE is a fun game, presenting a challenge to even hard-core Adams’ fans. It’s also 
a good game on which would-be adventurers can cut their teeth, as it is an excellent example of a challenging but 
quite solvable puzzle game (especially for would-be lotharios and hyper-glandular cases). 


MYSTERY HOUSE Department: Entertainment 
Company: OnLine Systems Sugg. Retail: $24.95 
Language: Assembly Availability: 7 
Hardware Requirements: 48K Diskor Tape: DISK* 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 75 


*only applies to entertainment programs 


MYSTERY HOUSE is a very clever adventure game done in Hi-Res drawing form. All of the rooms and most of 
the objects are stored as compressed pictures on the disk. There is a treasure hidden in the house. You and all the ser- 
vants are looking for it. Trouble is, murders are taking place and someone is attempting to kill you before you find 
the treasure. You have to use all of your wits to find the clues, find uses for the objects you take, and kill the 
murderer before he or she gets you. With skill you may find the treasure or at least find the secret passage. The game 
has a save option. 

If you enjoy adventure-type games, buy this program — it has excellent Hi-Res graphics and although the complex- 
ity and vocabulary of the game is not up to the level of some other adventure games it is a lot of fun to play. 


THE WIZARD AND THE PRINCESS Department: Entertainment 


Company: On-Line Systems Sugg. Retail: $32.95 
Language: Assembly Availability: 7 
Hardware Requirements: 48K Apple and Disk Drive Disk or Tape: Disk (Protected) 
EASE OF USE 85 DOCUMENTATION N/A RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO $0 ERROR HANDLING 81 
VISUAL APPEAL 30 *CREATIVITY 89 *CHALLENGE 85 


*only applies to entertainment programs 


The WIZARD AND THE PRINCESS may well set a standard by which future adventure games will be judged. 
This game is much more involved, longer and complete than was On-Line Systems’ initial Hi-Res adventure game, 
“Mystery House”. 

As an adventure game, the puzzles are much less involved and devious than are the Scott Adam’s text games. 
There are several extremely difficult and illogical hurdles which must be overcome, such as at the very beginning 
which requires the crossing of several chasms. The Hi-Res graphics are excellent and, with the exception of the initial 
maze, are easily mapped. Color is effectively used, with various stylistical and well-designed shapes for the nearly 
100 different primary pictures (not counting variations due to object presence). 

The object is to find and return a Princess, who has been bewitched by a wicked wizard and spirited away to his 
remote castle. It’s tough just to get started. One must bypass a coiled snake; most rocks that you might conceivably 
use to kill it are loaded with scorpions. After that, other formidable obstacles must be conquered: a desert, a wide 
canyon, a wooded beach area, two tropical islands, a rickety bridge, a thieving gnome, a pirate, a giant, a wander- 
ing merchant, and an labyrinthean and magical castle. Along the way, various objects will be encountered; some 
useful, some not, and some possessed with strange powers. 

The game is straightforward and easy to play. Up to 15 different positions may be saved on a scratch disk. Con- 
sidering the unforgiving and dangerous nature of the terrain and its inhabitants, a frequent “save-game” command 
is highly recommended in order to catch your breath and regenerate your derring-do. 

Both kids and adults will find THE WIZARD AND THE PRINCESS to be a very entertaining and a somewhat 
challenging game that will take some doing to successfully conquer. This adventurous rouser may cause some ego- 
bruising in a familial atmosphere, however, as the game-hardened precocity of youth will probably be the first to 
solve the problem in getting around the snake. (Maybe the parent can recoup some lost esteem by asking his off- 
spring what “precocity” means.) 





MISSION ASTEROID CRANSTON MANOR 


MISSION: ASTEROID Department: Entertainment 


Company: On-Line Systems Sugg. Retail: $19.95 
Language: Assembly Availability: 7 
Hardware Requirements: 48K & Disk Drive Diskor Tape: Disk* 
EASE OF USE 80 DOCUMENTATION N/A RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 75 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 80 


“only applies to entertainment programs 


The third of On-Line Systems done in Hi-Res adventure games, logically titled HIRES #0, continues in the high- 
quality tradition of “Wizard and the Princess.” Your mission is to destroy an approaching asteroid before it collides 
with the planet Earth. 

The elements of the puzzles are individually easy to solve. In fact, MISSION: ASTEROID is a very easy adventure 
game, at least right up to almost the very end! The designers let you get tantalizingly close to winning; successfully 
emerging victorious is another matter, however. It’s a real bear to fit all the necessary elements together within the 
fixed number of allotted moves. The time limit, at five minutes per move, is of the essence. You're allowed a margin 
of error of only two moves. When you think you've solved the puzzles, you need to start at the beginning. Saving a 
game requires an additional move; not too fair. Also needed is a complete map and, preferably, a written sequence 
of moves you plan, as things can simply be easily overlooked with catastrophic results. 

All in all, it’s a well-done winner, totally straightforward and solvable, even though there may be times when 
you'll be convinced that you can’t “get to there from here!” 


CRANSTON MANOR [Hi-Res Adventure #3] Department: Entertainment 


Company: On-Line Systems Sugg. Retail: $34.95 
Language: Assembly Availability: 8 
Hardware Requirements: 48K Apple ll or ll +, Disk Drive Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 65 RELIABILITY 60 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 65 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 80 


*only applies to entertainment programs 


CRANSTON MANOR (Hi-Res #3) is actually On-Line Systems’ fourth Hi-Res Adventure game. It follows the 
traditions, drawing form, and puzzle content of Mystery House, Wizard and the Princess, and Mission Asteroid. The 
object is to return 16 treasures from the multi-roomed Manor so that the town can be restored to its former glory (ac- 
tually, the conclusion extends congratulations and designates you a Class 3 Adventurer!). 

It’s not hard to get in the Manor and find the treasures, but there are a few sticky puzzles to solve, and they get 
stickier if you don’t read the Kitchen’s description carefully on your first entry! The game is the same general size as 
Wizard and Princess, but except for the town and grounds (where there is relatively little action), CRANSTON 
MANOR is all indoors — upstairs, downstairs and basement. Mapping is necessary as there are several interesting in- 
terconnections. The inability to reliably restore or restart a game after being killed off is an aggravating program 
bug; the computer will be totally hung-up and requires powering-down in order to get back to any of the 15 save- 
game positions. One nice feature is the command “Init Disk” which provides a DOS 3.2 initialization process. 

If you enjoyed the previous Hi-Res adventures, you will find CRANSTON MANOR enjoyable, but perhaps not 
quite to the same degree. There are few surprises, (excluding the fact that there are no bathrooms in the Mansion). 
There is a feeling of being somewhat crowded within this game, despite its size. Unfortunately, some of the imagina- 
tion and freshness which so marked Princess is also missing. 
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JOURNEY Department: Entertainment 


Company: Softape Sugg. Retail: $19.95 
Language: Integer Availability: 8 
Hardware Requirements: 48K Disk or Tape: Tape 
EASE OF USE 70 DOCUMENTATION 50 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 45 ERROR HANDLING 75 
VISUAL APPEAL 50 *CREATIVITY 60 *CHALLENGE 61 


*only applies to entertainment programs 


JOURNEY is Softape’s answer to adventure. It is a text game that accepts word commands. As in most adventure 
games, it is a learning version where one discovers the correct way to explore the given adventure situation. Also, as 
in most adventure type games, there is no real end of the contest. It is a game where one uncovers the program’s 
world and attempts to accumulate as much treasure as possible and store it in a safe place. It doesn’t have the 
cleverness of many other similar games. It is a rather comparatively short, simplistic JOURNEY. Most of the solu- 
tions are too easy. Ergo, low-rated. Sorry. 


OLDORF’S REVENGE (WIZARD) Department: Entertainment 
Company: Highland Computer Services Sugg. Retail: $19.95 
Language: Applesoft w/binary linkers Availability: 4 
Hardware Requirements: 48K, ROM Applesoft, Disk Drive Disk or Tape: Disk 
EASE OF USE 70 DOCUMENTATION 55 RELIABILITY 70 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 55 ERROR HANDLING 55 
VISUAL APPEAL 45 *CREATIVITY 40 *CHALLENGE 50 


*only applies to entertainment programs 


WIZARD is an uncomplicated and straightforward adventure game. The objective is to find all the treasures 
within the four linked but otherwise independent game segments. The game utilizes black and white, Hi-Res draw- 
ings as you traverse your way through the dungeon. 

The game will provide a modicum of challenge in mapping the environment, as all areas must be covered to locate 
the widely scattered treasures. While this adventure does respond to a very limited vocabulary, it occasionally 
displays some very frothy text statements (i.e., for a perfect score, “You are a grand exalted whiz bang all time 
poobah, and a nice guy.”). After the first phase, a save-game option is available, which should be used if the player 
still has four “lives” available for each of the 7 characters he may assume. The balance of the game’s challenge lies in 
proper managing and usage of these character types. 

All in all, WIZARD is satisfactory for adventure game beginners, while it can serve to “pass time” for devotees; 
however, don’t confuse it with “The Wizard and the Princess” as far as graphic excellence or thought-provoking 
challenge is concerned. 


TARTURIAN [WIZARD II) Department: Entertainment 
Company: Highland Computer Services Sugg. Retail: $24.95 
Language: Applesoft w/Binary Linking Availability: 3 
Hardware Requirements: 48K, ROM Applesoft, Disk Drive Diskor Tape: Disk 
EASE OF USE 60 DOCUMENTATION 55 RELIABILITY 70 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 55 ERROR HANDLING 55 
VISUAL APPEAL 65 *CREATIVITY 50 *CHALLENGE 60 


“only applies to entertainment programs 


If you liked Wizard I, then you should like its successor even more. WIZARD II uses the same graphics form, cast 
of characters, four-program format and basic objectives. 

Basically, only the map and treasure names have really changed and a big baddie, the Tarturian, has been added. 
The game's vocabulary is nearly as limited as its predecessor's, but its scope has been expanded by some additional 
system commands, new weaponry, more complex character usage, and much less obvious clues. Indeed, the clues 
have become so thin that it’s almost a guessing game as to which character should try what! Hence, kids may well 
find it quite challenging while adults may get become somewhat bored. 


CREATURE VENTURE Department: Entertainment 


Company: Highland Computer Services Sugg. Retail: $24.95 
Language: Applesoft/Assembly Availability: 6 
Hardware Requirements: 48K, ROM Applesoft, Disk Drive Disk or Tape: Disk 
EASE OF USE 50 DOCUMENTATION N/A RELIABILITY 60 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 55 ERROR HANDLING 55 
VISUAL APPEAL 70 *CREATIVITY 60 *CHALLENGE 75 


*only applies to entertainment programs 


CREATURE VENTURE is an adventure-type program similar to but somewhat better than its predecessors, 
“Wizard I” and “Tarturian” (aka “Wizard II”). 

The objective is to enter and explore an inherited mansion, deal with its inhabitants, and find the treasure, which 
is in two parts. Once having found the first part of the treasure, you enter a Master's Game, made more “difficult” by 
no longer affording the save-game feature of the initial phases. 

The B&W Hi-Res graphics are the same form as the other games but are generally “cleaner”, with some well-done 
animations and shape usage. Unfortunately, the other shortcomings of the earlier games are also still present in full 
force; the extremely limited vocabulary is totally inadequate, and the general guessing game nature seriously com- 
promise an otherwise interesting adventure. 

The clues are either too much or too few; some puzzle aspects are quite good, others are very poor and there is ab- 
solutely no “feedback” from handling objects as to potential usefulness. For example, batteries are easy to find, but 
the flashlight is somewhat more difficult to locate. When both are in hand, you assemble them, providing you with 
light for the second phase of the adventure. (Hint: don’t bother going on into the second phase, the entrance for 
which isn’t too hard to find, unless you find the shovel in the overdone maze). 

Portions of the game are interesting and rather challenging, but for adult adventurers it rapidly becomes very bor- 
ing because of its poor word recognition and general handling characteristics. As with Highland’s other games, the 
kids will most likely find it interesting. 


THE INFERNO Department: Entertainment 
Company: The Software Emporium Sugg. Retail: $29.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 60 DOCUMENTATION 60 RELIABILITY 60 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 55 
VISUAL APPEAL 55 “CREATIVITY 65 *CHALLENGE 75 


*only applies to entertainment programs 


The INFERNO is a three-level adventure game in which the object is simply to get out alive! And, boy, it’s Hell 
trying to do it! The all-text single screen game requires in excess of a minute to load; the disk is also interactively ac- 
cessed for each room. The adventure abounds with random-generated Orcs, which have some bearing on the game 
in that they can cause you to start over; thus, the save-game feature should be often used, even at the cost of another 
minute required for restarting. 

The puzzle solutions are a piece of Pillsbury on the first level; thus, the game initially is geared to neophyte adven- 
turers as well as to more experienced players seeking a bit of diversion. The maze, which interconnects the initial 
levels, is very innovative and, while it cannot be readily mapped, there is a simple solution: a major clue, which is 
subtly buried in one of the room's descriptions, provides the answer for escaping from the first-level labyrinth. 

Unfortunately, the game then becomes rather difficult, with more taxing puzzles, more monsters with whom you 
play “kill or be killed”, including those noxious Orcs, who may prevent beginners from experiencing the entire game. 
Earlier versions of the game had several fatal errors which have since been corrected; should you somehow get an 
older version and it does bomb, you'll discover that obtaining a free replacement from The Software Emporium is no 
problem. A remaining problem, however, is that Integer Apples with 16K cards won't be able to run the disk due to 
the protection system not hooking into the card’s Applesoft. 

The vocabulary is frustratingly limited, but with departures from the common adventure syntax (“Drop” isn’t 
synonomous with “Give”). On the other hand, multiple commands a la the Zork game promote the game’s playabili- 
ty. While the game has several interesting moments, however, the constant necessity of restarting and the over-use of 
random functions for which there is no player-controlled alternative can rather quickly result in a loss of interest. 
Devoid of these drawbacks, INFERNO could be a really “hot” game. 


MADVENTURE Department: Entertainment 


Company: Microlab Sugg. Retail: $34.95 
Language: Assembly Availability: 8 
Hardware Requirements: 48K Apple ll or ll + , Disk Drive Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 65 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 90 
VISUAL APPEAL 70 *CREATIVITY $0 *CHALLENGE 100 


*only applies to entertainment programs 


MADVENTURE is Microlab’s first adventure into all-text puzzle games, and it’s a dilly! Using the split-screen for- 
mat and game concept of the familiar Scott Adams’ series; MADVENTURE is perhaps the most challenging set of 
puzzles yet to be combined into one program. It is some three times the size of the typical Adams’ puzzlers (i.e., 64 
mappable locations), includes a just-adequate vocabulary for its size, and is pleasantly fast in all responses. 

The object is to get 15 treasures to the theater lobby and visit those locations which contribute points to the max- 
imum of 400. The next objective is to accomplish the above in less than 185 moves. This allows you to accept the 
challenge presented by Microlab, consisting of providing the game with the “seat number” assigned by the program 
upon successfully completing the task. 

MADVENTURE is not recommended for beginning or intermediate puzzle-game players. Even very experienced 
campaigners will be driven up the wall, since clues to solving the game are very scarce, to say the least. Even clues 
provided in the initial aspects of the game require careful thought in solving the specific challenge (if and when you 
do find them). Numerous puzzle elements interact so that if they are not performed in the proper and precise man- 
ner, that particular game is worthless for help in unravelling the scenario. 

MADVENTURE can be maddeningly addictive and highly aggravating, but it is solvable. In fact, it can be solved 
in 181 moves and the Ruby captured forthwith. The system will also promptly load a saved game from a scratch disk 
in case you end up in a room without any exit or manage to get killed off. In summary, this is a super-tough, crisp 
game for the puzzle-nut who thinks he can solve anything. 


PALACE IN THUNDERLAND Department: Entertainment 
Company: Microlab Sugg. Retail: $24.95 
Language: Assembly Availability: 8 
Hardware Requirements: 48K Apple ll or li+ Disk Drive Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 50 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 30 
VISUAL APPEAL 70 *CREATIVITY 95 *CHALLENGE so 


*only applies to entertainment programs 


PALACE IN THUNDERLAND is Micro Lab’s second all-text adventure game, following the successful “Madven- 
ture.” It is slightly smaller than “Madventure” and not quite as difficult, but will still give experienced adventurers a 
tough time. The vocabulary is quite adequate and responds quickly, often with humorous answers. 

There are eight treasures to be found and several very interactive puzzles to resolve. The story follows a consistent 
Alice in Wonderland theme, with fewer “red herrings” that serve no purpose other than getting in the way as objects 
which lead you down a primrose path. Clues abound; but which clues are associated with other clues, and in what 
sequence, can make you feel like a participant at the Mad Hatter’s tea party. In this regard, the game is excellent, as 
there are several viable alternatives to individual puzzles, but only one which will permit a perfect game to be 
achieved. 

PALACE IN THUNDERLAND can be handled by beginners, but it will take time before they find the light. More 
experienced players will require at least one good weekend to get through it. Micro Lab’s adventures are profes- 
sionally done and are quickly gaining in popularity. This reviewer, for one, is anxiously awaiting the next one! 
Meanwhile ... I'm late! I’m late! For a very important date! Now where's that Hi-Res Hobbit hole? 
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ADVENTURE IN TIME Department: Entertainment 


Company: Phoenix Software Inc. Sugg. Retail: $29.95 
Language: Assembly Availability: 6 
Hardware Requirements: 48K, Disk Drive Diskor Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 80 
VENDORSUPPORT WN/A PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 70 *CREATIVITY 80 *CHALLENGE 75 


*only applies to entertainment programs 


ADVENTURE IN TIME is a novel adventure game which involves time travel, a helpful robot, and an interesting 
but not too difficult scenario of puzzles. The all-text, split screen display reacts quickly to commands, and is crisp 
and neat in the mold of Scott Adam’s earlier games. The object is to locate the bad guy, Nostradamus, who is 
somewhere in time, and kill him before he can assemble the ultimate weapon and destroy the world. 

The almost 60 mappable locations are split into five areas, four of which are set in different time periods. By using 
well-written descriptions, the player is partially guided through the sequence of locations. There are no mazes, but 
there are traps and puzzles that will keep an experienced player busy for several hours. Phoenix classifies their games 
in Novice, Rookie, Average, Experienced and Expert categories. Adventure in Time is labelled as being for Ex- 
perienced Players, but it is by no means too difficult for beginners. 


OO0-TOPOS Department: Entertainment 
Company: Sentient Software Sugg. Retail: $32.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K ROM, Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 55 DOCUMENTATION 55 RELIABILITY 50 
VENDORSUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 50 *CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 


OO-TOPOS is a futuristic adventure game of the same conceptual nature as “Zork” and “Adventure.” This all-text 
game is larger than either, having some 150 mappable locations and almost 50 objects to manipulate and carry 
around. The science-fiction story line and descriptions are entertaining and attention holding, but not up to the 
classic and expansive prose of “Zork.” The object is to escape an alien planet and return to Earth after reassembling 
the widely scattered parts of your spacecraft and finding the various treasures which had been in the spacecraft at 
the time of capture. 

The game is lengthy and relatively difficult, largely because of its large size and number of discrete objects. The 
puzzle content is moderate, at best, and generally of a one-object-on-one nature, with the single exception of actual- 
ly building the spacecraft once having found all of its elements. Only experienced adventurers are likely to have the 
patience to fully map OO-TOPOS and its five mazes, although such exploration (in all ten directions) is mandatory 
to the solution. In general, the maze approach is overdone; however, the jungle maze is a thing of beauty, perhaps 
the best maze yet to be seen. This maze is highly logical in its final-mapped version, but it is difficult to solve initially 
and is constructed in such a way that one may not realize he is in a maze for a number of turns. 

OO-TOPOS is an excellent initial achievement for author Berlyn, but it lacks the sophistication, polish and ease of 
play found in the implementation of “Zork.” The scrolling single-screen text display could be vastly improved by a 
split-screen version showing the number of moves and current score. Claims of a large vocabulary notwithstanding, 
the effective vocabulary is rather limited, often demanding a specific word to operate after a Webster-validated 
response. The all Applesoft game is agonizingly slow and extremely disk interactive, often with lengthy delays in 
responding. The game status may be SAVEed at any point or via a QUIT option; it cannot be recalled without 
rebooting. Scoring is a complete mystery, since neither the criteria nor maximum score are stated. Following the 
construction of the ship, the end game is as disappointing as it is tedious in the loading and unloading process in a 
phase that doesn’t definitively end. 

Although there are several non-fatal but irritating program bugs, OO-TOPOS is an above average and challeng- 
ing adventure game, with excellent scope and storyline. It is not destined to be an adventure classic, however, but 
would have come closer with faster assembly subroutines, some debugging, and a crisper screen format and conclu- 
sion. 

NOTE: Sentient Software has advised that the bugs in the version reviewed above will be corrected in an update. 
The update will be available in stores soon, and will also be exchanged by mail at no cost to buyer's of disks having 
“Cold Room” Boxes which cannot be handled. 


DEATHMAZE 5000 Department: Entertainment 


Company: Med Systems Software Sugg. Retail: $18.95 
Language: Machine Availability: 2 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 70 RELIABILITY 80 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 75 *CHALLENGE 90 


*only applies to entertainment programs 


DEATHMAZE 5000 is a rather challenging adventure maze game. The maze consists of five levels. There are 
monsters, traps, treasures, and clues throughout the labyrinthe. The object is to find the treasures and escape alive. 
Like most adventures, this one must be mapped. The Hi-Res graphic views, which are the fastest maze graphics 
we've seen, tend to look alike after continuous play. One gets lost easily. Our major complaint (and those of others 
that have tried the game) is that it is too easy to get killed. We inevitably encounter an invisible, decapitating 
guillotine and have to start over. Although I’m sure the objects found in the boxes have some use, one gets killed 
before their value can be determined. In summary, it is a frustrating challenge (maybe too frustrating). 


ODYSSEY Department: Entertainment 
Company: Powersoft Sugg. Retail: $24.95 
Language: Applesoft/Text files Availability: 6 
Hardware Requirements: 48K, ROM Applesoft, Disk or Tape: Disk 
Disk Drive 
EASE OF USE 50 DOCUMENTATION N/A RELIABILITY 65 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 40 ERROR HANDLING 40 
VISUAL APPEAL 30 “CREATIVITY 45 *CHALLENGE 60 


“only applies to entertainment programs 


Powersoft's ODYSSEY incorporates the elements of an average adventure game. These elements , as embodied in 
this version, include a reasonable degree of programmatic features for error trapping, text revision, display scrolling 
and formatting, and good word recognition. This all-text game is primarily a scaled-down version of the original 
Adventure (Microsoft, Apple, Softape, Programma, et al.) down to the single-room house, forest, locked grate, axe 
throwing dwarves, snakes, dragons and the like. There are just enough differences in the layout, treasures, and 
problem sequences to make ODYSSEY acceptable to experienced adventure gamers. Although the game isn’t too dif- 
ficult, novice adventurers might get soured on the Adventure concept if they try ODYSSEY first. 


siX MICRO-STORIES Department: Entertainment 
Company: Adventure International Sugg. Retail: $14.95 
Language: Applesoft & Assembly Availability: 8 
Hardware Requirements: 48K, Applesoft, Disk Drive Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION None RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 55 ERROR HANDLING 80 
VISUAL APPEAL 60 *CREATIVITY 60 *CHALLENGE 50 


*only applies to entertainment programs 


SIX MICRO-STORIES is a pleasant but near-trivial diversion in which you interactively converse with a 
character in each story by typing grammatically complete sentences of up to two lines in length. In five of the six 
separate story scenarios, at least two alternate story-endings are possible, depending on the nature and content of 
your reponses. The six different stories can be run through their permutations in about half an hour, leaving little 
desire to return to them thereafter except perhaps as “demos.” 

On a more esoteric level, a study of the Applesoft programs will permit at least an appreciation of expanded word 
recognition techniques in programming. Unfortunately, there is no documentation to aid in such study, although in- 
deed none is required to run the program and “speak” with the characters. As the program is handled by Scott 
Adams’ Adventure International, it may well presage future developments and directions in the adventure game 
field. 


H.M.S. IMPETUOUS Department: Entertainment 


Company: Adventure International Sugg. Retail: $19.95 
Language: Applesoft and Assembly Availability: 7 
Hardware Requirements: 48K Apple Il orl + Disk Drive Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION Not Rad. RELIABILITY 80 
VENDOR SUPPORT ?? PRICE/USEFULNESS RATIO 55 ERROR HANDLING 80 
VISUAL APPEAL 80 “CREATIVITY 65 *CHALLENGE 50 


*only applies to entertainment programs 


HIS MAJESTY’S SHIP “IMPETUOUS” opens with apologies to C.S. Forrester, on whose famous character, 
Horatio Hornblower, the program’s story line is based. The Apple’s unique twist is that you are the Captain, in name 
and action: you must give the orders and accept (or suffer) the cumulative consequences of your actions, based on in- 
teractive dialog with the Apple. 

The story leads ultimately to the “end” of your Royal Navy service in the mid-1800's. It is typical Forrester, with 
action, intrigue, and even a smattering of fair ladies present. It's well written and absorbing, but it is over within 
about 20 minutes. Of course, if you don’t like the outcome, you can run through it again, making different decisions 
as you do so. There are about five major decisions, which have no bearing on the final outcome; not knowing which 
are which provides some of the challenge, as the decisions are relatively obvious, especially to followers of Captain 
Hornblower. There are three alternative endings, each with several variations on its main theme, ranging generally 
from Hero to Bum! 

The vocabulary is adequate — better than most Adventure Games — and there are three Hi-Res pictures that are 
beautiful and well worth preserving via a graphics printer. On the other side of the coin, the game moves rather 
quickly, the challenge is rather minimal, and there is no great desire to take another tour after you've gone through it 
two or three times, 


LORDS OF KARMA Department: Entertainment 
Company: Avalon Hill Sugg. Retail: $19.95 
Language: Assembly Availability: Off the Shelf 
Hardware Requirements: 32K Apple (or Apple Plus) Disk or Tape: Tape 
EASE OF USE 60 DOCUMENTATION 55 RELIABILITY 70 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 75 
VISUAL APPEAL 45 *CREATIVITY 75 *CHALLENGE 75 


“only applies to entertainment programs 


LORDS OF KARMA is Avalon Hill's first sortie into Adventure games for the Apple. The object of the challenge is 
to gain Karma points by doing good deeds and killing off evil creatures that infest the game's environs. Get enough, 
pray a little, and you are immediately transported to Heaven (i.e., The End), 

Undoubtedly, you'll get killed off numerous times during your initial attempts, each time ending up on top of a 
mountain without any of the possessions and weapons that you might have accumulated. There are five maze-like 
forests, a swamp, and several underground caverns to complement the rather small town area of Golconda. 

The game has some problems. The all-text display which continually scrolls is rather blah and you must L(look) 
after each move to see what's going on. The “regrouping” of your randomly scattered possessions which occurs each 
time after you get killed tends to become tedious. The major problem is that the game is entirely cassette-based; 
while the 122 sector assembly language program can be easily saved to disk (A$800,L$77FF), it is somewhat 
laborious to go through the procedure of saving and restoring an in-process game (except back to tape). The tape 
load and game initialization time is quite long, which could prove a deterrent to playing the game more than once or 
twice. 

Overall, KARMA doesn't live up to the expectations one gets from the flashy packaging. It has room for both 
visual and technical improvement; however, it still is a pretty good adventure game with a few interesting twists, 
one of which is: it is possible to win several games and still not uncover everything. 


267 


WAR SIMULATION GAMES 


COMPUTER BISMARCK Department: Entertainment 
Company: Strategic Simulations Sugg. Retail: $59.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K & Applesoft in Rom Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 85 “CREATIVITY 85 *CHALLENGE 82 


*only applies to entertainment programs 


BISMARCK is a serious-minded war game, a detailed and complex simulation of the events of May 22 to 27, 1941 
which culminated in the sinking of the German battleship Bismarck. The engagements started when the Bismarck 
and the heavy cruiser Prinz Eugen attempted to break out into the Atlantic. Historians have hotly debated what the 
effect would have been on the outcome of the entire war had the German fleet been successful in reaching the open 
Atlantic without detection. Were the German advantages of surprise and weather used most effectively in attemp- 
ting the breakout by the particular route they chose? Or should the Germans have chosen one of the other two 
available routes? Would the British fleet ever have caught the Bismarck had it not been slowed by a single aircraft 
torpedo after a shell from the Bismarck sank the Battle Cruiser Hood? Many of these “what-ifs” or near-countless 
other options and alternatives are combined in APPLE-BISMARCK. 

The intricacies of the simulation (for BISMARCK is no mere game) present one of the conflicts best features when 
two opposing “Admirals” are involved. However, the Apple II provides a rather worthy Admiral; Otto Von Apple, 
should you elect a solitaire encounter. In the single-player option, you may choose either an introductory Scenario 
which constrains Von Otto's imagination and affords you considerable intelligence information, or you may simply 
unleash Von Otto and let him take his best shot! 

There is also a demonstration disk of the Introductory Scenario at many dealer's stores. A demo driver program is 
run that shows the prospective buyer a full sequence of displays and operations that will help significantly in 
understanding the documentation and rules, Don't let this short seven-and-a-half minute introduction mislead you; 
a two person game can last for hours, especially if the Bismarck breaks into the Atlantic where the lightly protected 
British convoys are no match for the German ship. (The program inquires once during each move if you wish to save 
the game or continue.) 

The game is commenced by players alternately issuing tactical orders to each element under his command. The 
British Admiral has a force of 34 surface units and 14 airborne units at his disposal. The German forces consists of 
nine surface units. This seeming disparity in armaments means nothing; the German forces are formidable. They 
possess the major advantages in at-sea refueling and a surprise attack mode. Each unit has unique capabilities such 
as speed, firepower, armor and endurance, as well as different modes of operations involving station patrol 
movements which effectively alter the basic capabilities of that unit. These capabilities are further enhanced or 
degraded by changing weather conditions, time of day, and the total number of other friendly units occupving the 
same sector. 

When both players have dispatched their forces, the computer moves all ships simultaneously, checking for possi- 
ble interceptions by each opposing force. Options for shadowing enemy ships are offered and possibilities for sub- 
marine, aircraft and surface unit attacks are identified to the Admirals for strategy decisions. If combat takes place, 
a complex series of algorithms govern the probabilities of damage which affect a ship’s subsequent firepower, speed 
and general capability. 

APPLE-BISMARCK rivals chess in its intricacies and variations, with a healthly measure of probabilistic luck 
thrown in that may immediately alter your strategy. If you enjoy long periods of thoughtful planning and tracking 
interspersed with well-presented, rapid-fire text displays, then BISMARCK is for you. If you are short on patience or 
attention span and like your diversions simple, the cost of BISMARCK will buy you several games, each of which you 
will no doubt find more enjoyable. 


MIDWAY CAMPAIGN/NUCLEAR 
BOMBER/PLANET MINERS/NUKEWAR/ 


CONVOY RAIDER Department: Entertainment 
Company: Avalon Hill Sugg. Retail: $14.95 each 
Language: Applesoft Availability: 6 
Hardware Requirements: 16K (32K if Disk or RAM Applesoft) Disk or Tape: Tape 
EASE OF USE 65 DOCUMENTATION 65 RELIABILITY 65 
VENDOR SUPPORT 50 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 60 
VISUAL APPEAL 41 *CREATIVITY 60 *CHALLENGE 60 


“only applies to entertainment programs 


The Avalon Hill Apple game programs bear little resemblance to their board games, even though several of the 
names are identical. The well-packaged programs imply involved and sophisticated war-game-like programs. Un- 
fortunately, they are rewritten TRS-80 programs of relatively little complexity, making no use of any graphics, col- 
or, or text windows and only a monotonous (Control G) bell for “sound” effects. Neither are the text displays and 
“maps” anything to make you forget Apple-Trek. Several of them are fun to play, however, and will hold your in- 
terest for several replays. MIDWAY CAMPAIGN and NUCLEAR BOMBER are the best in these regards. All of 
them are easy to learn and entail (almost too) few system commands. In general, they are mediocre to good games 
dealing with death and destruction on a grand scale, as controlled by random number generators rather than well- 
designed algorithms. 

MIDWAY CAMPAIGN: Very loosely based on the famous carrier battle of WWII. The computer will search out 
the opposing fleets. The aircraft quantities and probabilities of hitting the carriers with bombs are stacked in favor 
of the Japanese in this game. If you are not a war-gamer, Midway Campaign is a good challenge; you'll need luck to 
get them before they get you. (To win, try violating historic naval tactics by dividing your forces.) If you are a war- 
gamer, you'll be frustrated by the lack of tactical system commands and tire of the game very quickly. 


NUCLEAR BOMBER: As the captain of a nuclear bomber on routine patrol, you are ordered to fly to within 250 
kilometers of an identified Russian city and destroy it with your one Megaton weapon. Russian interceptors and 
missiles don’t take too kindly to this idea and are launched against you from Defense Centers, which you can also 
destroy. The action starts very, very slowly, but picks up rather well. Not much fun for detente dilettantes, however. 

NUKEWAR: As leader of a country you may name, you must decide where to stock up on arms, with what and 
whether or not to initiate a nuclear holocaust with a second country which you also name (I used my 
Mother-in-law’s name). The opposing country may elect to initiate first strike hostilities — after that, it’s a matter of 
a few quick turns, slugging it out, watching cities and bases get wiped out until the Hot Line rings to negotiate a 
peace. The winner is the country with the fewest million casualties. Little challenge, reasonable luck, but quick and 
fairly enjoyable. No extension option provided in the game for the effects of radiation poisoning. 

CONVOY RAIDER: Very loosely based on the naval engagement and the sinking of the Bismarck, this game re- 
quires you to: command the Bismarck; seek, sink or evade four British battleships; locate and destroy the random 
convoys sailing toward Britain; and return to a friendly port (marked by an “*”) — all this with essentially two com- 
mands!! Convoy Raider will tax your brain about as much as it does the Apple (on second thought, that may be an 
inappropriate analogy). 

PLANET MINERS: The Solar System is open for exploration. Four “families” compete to gain the mining rights 
which may be granted after you orbit one of your five spacecraft about a planet. Claim-jumping, sabotage and pro- 
testing other’s claims are all cricket. Of the ten system commands, six are for largely redundant information and 
status tables. The program is perfectly happy playing all four families; if you are still interested in playing after 
watching such a match, you can replace any or all families by human families. Several kids could easily pass some 
time, but as a solitaire game it rapidly becomes repetitively uninterestingly long before its forty move limit is 
reached. Would not exercise the mental faculties of a Fredric Pohl or Robert Heinlein (for you science-fictioneers). 


COMPUTER BISMARCK 
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COMPUTER-AMBUSH Department: Entertainment 


Company: Strategic Simulations, Inc. Sugg. Retail: $59.95 
Language: Applesoft & Assembly Availability: 7 
Hardware Requirements: 48K, ROM Applesoft, Disk Disk or Tape: Disk 
EASE OF USE 50 DOCUMENTATION 81 RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 81 
VISUAL APPEAL 81 *CREATIVITY 85 *CHALLENGE 95 


“only applies to entertainment programs 


COMPUTER AMBUSH is Strategic Simulations’ second major war-game, following on the heels of “Apple 
Bismarck”. In this simulation, two opposing infantry squads of up to 10 men encounter each other at a World War II 
French farm village. Both solitaire play (in which case the Apple commands the German players) and two-player 
games are supported. Three solitaire and three two-player scenarios are also provided. All except the “beginners’ ” 
NCO Training scenario (in which the four Americans start out being ambushed) prompt you to select the number 
and deployment of troops. For reasons to be discerned during play, Strategic Simulations recommends much less 
than the 10 man maximum capability. 

The player issues a sequence of individual orders to each soldier who has different capabilities against a specified 
number of “time points” selected for each set of moves. Each order requires a given amount of time to carry out; 
thus, interaction between all men on both sides is possible. For example, covering fire for a zig-zagging buddy is 
possible as he leapfrogs to the next building. One second of elapsed combat requires five time points; each set of turns 
may be allocated up to 99 time points, or almost 20 seconds, of highly interactive real time engagements. 

Time points and their allocations are both the strengths and weaknesses of this game. The extensive number of Ap- 
plesoft computations boggles the mind of the Apple user for a lengthy period of “Simulation Mode” thinking time. A 
mere five time points and combat orders to only four men (given the fastest mode of “unlimited” mutual visibility) 
require over 5.5 minutes of calculation time. Delays in excess of 30 minutes are possible with more involved orders, 
restricted visibility, or more infantry men. Unfortunately, these delays stultify the game for all except the most die- 
hard war gamers. For example, even assuming player interest can be maintained while sandwiching moves between 
reading your mail and dinner, it is nearly impossible to maintain a feeling of involvement and continuity of a tactical 
plan. 

With the above exception and the distracting triviality of some required “orders” (e.g., reload your weapon, get 
up before running, fall prone before crawling), most of the mechanics are better than “Apple Bismarck”. Status is 
simplified, back-arrow corrections are supported, use of sound is much better, and the documentation is “cleaner,” 
logically organized and easier to use. As before, text formats, displays and graphics are very professionally done. 
But, oh, that delay!! 


WORLD WAR III Department: Entertainment 
Company: Crystal Computer Sugg. Retail: $29.95 
Language: Applesoft and Assembly Availability: 4 
Hardware Requirements: 48K ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 50 DOCUMENTATION 35 RELIABILITY 50 
VENDOR SUPPORT ?? PRICE/USEFULNESS RATIO 60 ERROR HANDLING 65 
VISUAL APPEAL 85 *CREATIVITY 85 *CHALLENGE 80 


*only applies to entertainment programs 


World peace through diplomacy, strategic alliances and brinkmanship — or a catastrophic nuclear holocaust; 
those are the win or lose alternatives of WORLD WAR III. At the outset, the player(s) are the opposing generals of 
oil-rich Iran and Iraq, which are at war. Tactical movements of the initially equivalent forces of each nation evolve 
first toward a limited tactical nuclear capability and then to full-scale nuclear confrontations. Alliances, based on 
trade, may be formed (and broken) to interlock the nations of the world into power blocks, sympathetic to one side 
or the other, and bent on maintaining their interests. 

The simulations in this imaginative and ambitious scenario sequences are very limited, but neither was it intended 
as a full-scale war game. The Hi-Res maps and sound usage are very well done. While the text displays are clear and 
informative, many suffer from a fixed display time that is never the right duration. The game can be quite long, and 
unfortunately cannot be saved so as to “get at” the more interesting middle and end phases of the game without plod- 
ding through an overly long and repetitious middle phase. 

More importantly, the game suffers from several programming bugs (loss of the map display for several turns and 
fatal subscript errors). Lastly, the inadequate documentation, although cute, is short on specifics or playing techni- 
ques, long on philosophy, and urges writing your Congressman to support SALT. A quarter-page, undated Errata 
insert adds two vitally important commands and states that a new manual will be available by mail “in thirty days” 
and will only cost $4! Is it possible that the program, like SALT, was pushed out of the nest before its time? 


271 


RAF: BATTLE OF BRITAIN 


MIGS & MESSERSCHMITTS Department: Entertainment 
Company: Discovery Games Sugg. Retail: $14.95 
Language: Assembly Availability: 4 
Hardware Requirements: 16K, Apple/Apple Plus Diskor Tape: Tape 
EASE OF USE 60 DOCUMENTATION 50 RELIABILITY 70 
VENDOR SUPPORT 50 PRICE/USEFULNESS RATIO 45 ERROR HANDLING 75 
VISUAL APPEAL 20 *CREATIVITY 40 *CHALLENGE 40 


*only applies to entertainment programs 


With the minor exception of locale and aircraft games, these two games are identical; however, both leave much 
to be desired. You are in command of a squadron of aircraft defending London (or Leningrad) from German fighter- 
escorted bombers. If so much as one bomber gets through, “serious damage” (meaning good-bye) is done to the 
target. This becomes frustration-city to the point where you debate whether it’s worth it to play again. 

The all-text display is crowded and not particularly well-designed. Bombers and their escorts are marked by the 
letters B and E, respectively; guess what you are? The commands are very limited and the simulations even more so, 
even though “Aces” get their choice of 13 different types of aircraft. About the best thing that can be touted for these 
games concerns the interesting historical background on the different types of aircraft involved. 


COMPUTER NAPOLEONIC Department: Entertainment 
Company: Strategic Simulations Sugg. Retail: $59.95 
Language: Applesoft Availability: Off-the-shelf 
Hardware Requirements: 48K Disk or Tape: Disk (Protected) 
EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 75 *CREATIVITY 75 *CHALLENGE 85 


As Strategic Simulation’s instruction manual states, COMPUTER NAPOLEONIC is intended to be a fast and sim- 
ple introductory war game. This objective has been very well realized; therein lie both the advantages and disadvan- 
tages of this game. The game speed, both in command response time and in overall length, is faster than “Computer 
Bismarck” and much faster than “Computer Ambush”. There are far fewer command options and complexities with 
which to contend. The trade-off is a coarser, more randomized simulation, lacking in the richer detail and accuracy 
of the more involved (and expensive) war game programs. Although it more closely simulates a board-type war 
game, this simulation lacks some of the sense of involvement and realism of a major martial conflict. 

Two players, assuming the roles of Napoleon and the Duke of Wellington, command armies in a repeat of the 
decisive Battle of Waterloo. While the instruction manual provides an extensive and detailed history of the actual 
battle (which is more clearly written than some of the instructions), the replay may turn out drastically different. If 
you can’t locate a human opponent, one player, as Napoleon, can play against the Apple’s Duke, with a choice of 
two degrees of difficulty. 

The Calvary, Infantry, and Artillery divisions, represented as letter pairs designating location, are easily moved 
by single-digit numbers, each of which corresponds to one of six possible direction movements. The movement 
allowances, division strengths, and influencing variables are much less involved than in the full-scale war games. A 
single battle’s outcome is, therefore, more randomized than with computed (and time consuming) fine-grained 
probability determinations. 

There is a single Hi-Res display of the game board. The text displays are well organized, and error trapping for in- 
correct inputs are good. The game’s only debatable shortcoming is that there is no real end. Although the winner of 
each battle is flagged, the game just rolls unmerrily along. 

War game enthusiasts will find COMPUTER NAPOLEONIC only moderately interesting, but novices will get an 
excellent introduction as to how these types of games differ from others (for example, the current entertainment-only 
series of current Avalon Hill “war games”). 
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COMPUTER CONFLICT Department: Entertainment 


Company: Strategic Simulations Sugg. Retail: $39.95 
Language: Applesoft/Assembly Availability: 7 
Hardware Requirements: 48K, ROM, Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 70 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 85 
VISUAL APPEAL 75 *CREATIVITY 65 *CHALLENGE 70 


*only applies to entertainment programs 


COMPUTER CONFLICT features two war games on a single disk: Rebel Force (a solitaire game) and Red Attack 
(a two-player game). Neither collectively nor individually do they match Strategic Simulation’s other war games (as 
may also logically be inferred from the relative prices). 

Both games are simplified versions of COMPUTER NAPOLEONIC, only in a hypothetical and contemporary set- 
ting. For example, both use the same general command summary, notations and type of playing field, but neither 
provide the same degree of involvement or player control (or length, for that matter). 

Rebel Force requires you to march across a hexagonally-gridded playing field, occupy and hold a town for a 
period of time. Enemy forces, available in five relative difficulty scenarios, appear both when you move adjacent to 
them and during the computer movement phase. Combat is immediately initiated; while it may not be avoided, it 
may often be terminated by your retreating. The game plays more quickly and easily than other war games due to its 
relative simplicity. Unfortunately, the player usually has no control over (and little insight or understanding of) in- 
dividual battle alignments or victory conditions for a given engagement. At higher difficulty levels, Rebel Force is 
rather difficult to beat, and to do so necessitates a reasonable degree of both strategic and tactical planning. 

Red Attack’s challenge is proportional to your human opponent's capability. While there is a more satisfying 
degree of player control available than in Rebel Force, the game is rather on the “thin” side. The object for the at- 
tacking (Soviet) player is to occupy two of the three towns on the mapboard by the end of the fifth turn. The object 
of the other player is to prevent such occupation. The game plays easily enough, except for the aggravating necessity 
of continually having to specify the hex coordinates that you wish to move to or attack; each player is, therefore, 
continually counting rows and columns. 

All in all, COMPUTER CONFLICT is more of a beginner’s war game; one which the kids would enjoy. Inveterate 
war gamers, however, would tend to lose interest rather soon. 


SAHARA WARRIORS Department: Entertainment 
Company: Instant Software Sugg. Retail: $7.95 
Language: Integer Availability: 7 
Hardware Requirements: 8K Disk or Tape: Tape 
EASE OF USE 80 DOCUMENTATION 70 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 70 *CHALLENGE 72 


*only applies to entertainment programs 


This program includes two Lo-Res games which are somewhat entertaining but not appealing visually. The 
authors could have expressed more creativity in using the Apple’s full capabilities. The games included in this pro- 
gram are as follows: 

1) Commando -— There are two versions included in this program. The object of the more familiar program is to 
surround the famous Nazi Panzer commander, General Guderian. The more difficult version involves surround- 
ing the Gunman General, Rommel. Both versions assign commandoes to the player who battles against the com- 
puter. The missions continue until the generals cannot move anymore or no commandoes are left to deploy. At the 
end of the missions, the player receives a score based on speed in which the generals were captured and the 
number of commandoes remaining. Although the authors include interesting events throughout the game such as 
capturing and shooting commandoes, the 8 x 8 grid is boring and dull. 

2) French Foreign Legion—This is another program that has poor visual appeal. The object of this two player 

game with paddles is to cross the desert safely and capture the oasis. One player controls the battalions of the 

French Foreign Legion while the other controls the Arab battalions. A color monitor should be used. There are 

four optional variations to the game. The game continues until one side has no battalions left on any rows. The 

player with the highest score wins. 
SAHARA WARRIORS has adequate documentation but poor visual appeal. The games are initially fun but become 
somewhat tiresome. Screen layouts and explanations are clear. The price is suitable to the package. 
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COMPUTER AIR COMBAT Department: Entertainment 


Company: Strategic Simulations Sugg. Retail: $59.95 
Language: Applesoft, Assembly Availability: 7 
Hardware Requirements: 48K, ROM, Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 85 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 30 *CHALLENGE 95 


*only applies to entertainment programs 


COMPUTER AIR COMBAT is as detailed and highly modeled a tactical war game as are Strategic Simulation’s 
earlier full scale offerings, COMPUTER BISMARK and AMBUSH. It is more complex than either COMPUTER 
NAPOLEONIC or CONFLICT, and is the most fascinating, challenging and frustrating of all! 

The object is simple: intercept and shoot down any and all opposing aircraft. Three of the five different scenarios 
are intended as solitaire games; the other two-player games may also be played against Otto Computer, and in a 
near endless matchup between different numbers and types of aircraft. All aircraft are beautifully and completely 
modeled as to performance, armament and handling characteristics. Games may be saved, and the playing speed is 
faster than other full-scale war games; it is rather slow in the two-player scenarios, or if the global or position 
displays are frequently called. 

The graphics are only fair at best. However, the major drawback is the total separation between the display/com- 
bat and moving phases. It is not possible to see (in proper perspective) or engage an opponent midway through a 
move phase. Only after the full move allowance has been “flown” can you attack. Unfortunately, by that time, you 
might have flown right by the enemy and if you don’t get your attack going, the computer gets his! Also, the Hi-Res 
display is static during each player’s move phase; you may well see your opponent on the screen, but in the relative 
position prior to entering and completing your move, and prior to his implementing his move. 

The initial challenge is to learn to fly and maneuver your aircraft, which isn’t as difficult and slow a process as 
might seem from first reading the instructions. A hand calculator is a near necessity to compute an intercept, and 
therein lies the real challenge. As there are neither animation nor 3-D effects, there is no true visual contact in those 
critical seconds prior to the final intercept. This can be especially frustrating in a head-on attack; if you mistime the 
end of the move phase, the target will be long gone by the time you half-loop and try to catch him in a tail chase 
(i.e., don’t even try unless you have a significant speed margin). 

The game will prove captivating to anyone with an interest in WW II aircraft, those with an interest in well- 
modeled war games, and to frustrated pilots. It has some irritating flaws; however, AIR COMBAT is a fresh idea 
with endless variety that will keep you coming back for more. Best of all, it’s fun! 


BATTLE CRUISER ACTION Department: Entertainment 
Company: Mytopia Gameware Institute (MGI) Sugg. Retail: $39.95 
Language: Applesoft Availability: 5 
Hardware Requirements: 48K ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 65 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 55 *CREATIVITY 85 *CHALLENGE 85 


“only applies to entertainment programs 


CRUISER BATTLE ACTION is an original war-game for the Apple based on the World War I Battle of Jutland, 
with an interesting historical section in the documentation. Five German ships, under computer control, and eight 
or nine British ships (depending on the level of difficulty) engage each other on a 20 x 40 text page grid, where each 
grid division represents 1000 yards. 

A simplified but well-simulated war game, BATTLE CRUISER ACTION takes some getting used to; however, 
once command mastery is accomplished, it is unusually easy to handle. The movement phase is very slow, although 
the firing sequence responds fairly rapidly. The degree of realism is quite good, but the graphics and displays leave a 
bit to be desired. It is somewhat disconcerting that the top of the screen is on a heading of 270 degrees, rather than 
360, and that it is possible to hit your own ships. Neither this feature nor its conditions are mentioned in the 
documentation, which also falls short in explaining the hit-probability table. The quality of the game would benefit 
by providing a final “scorecard” at the end of play before presenting its congratulations to the Admiral. 

The enemy ships’ maneuvering techniques are excellent, even at the low levels of difficulty. Each game is different 
and challenging, leaving one with a strong desire at game's end to go another round of play. If you emerge victorious 
at the lower levels of difficulty, be forewarned that at the higher levels, the German Admiral employs history- 
changing tactics. 
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TORPEDO FIRE Department: Entertainment 


Company: Strategic Simulations Sugg. Retail: $59.95 
Language: Applesoft/Assembly Availability: 8 
Hardware Requirements: 48K, ROM Applesoft, Disk Drive Disk or Tape: Disk (P] 
EASE OF USE 60 DOCUMENTATION 55 RELIABILITY 70 
VENDOR SUPPORT 30 PRICE/USEFULNESS RATIO 55 ERROR HANDLING 65 
VISUAL APPEAL 65 *CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


TORPEDO FIRE'’s fascinating concept pits WWII submarine(s) against an escorted surface convoy. The object is 
obvious; the game is long, often slow and tedious, but it is interspersed with high-tension excitement. Unfortunately, 
its implementation falls short of the mark, and it is by no means the game for beginning war-gamers. 

The contest does have its problems. The Target Data Computer (TDC) is totally inadequate, needing to be told its 
own position, course and speed each time its called — it will not accept relative bearings or bow angles, only true 
bearings. The periscope, a really neat innovation, should be but isn’t coupled to the TDC in any way. Neither is a 
hand-held calculator the answer, unless one reads the fine print about the torpedo course being set at 150 degrees 
from the center of the sub (One sub got wiped out when I had the Escort dead to rights, but I had to use “normal” 
trig to compute the angle to destroy the sub. Another sub was hit hard following an impossible-to-miss down-the 
throat shot at 300 yards — the high probability goes to near zero on such shots; however, even a four-torpedo spread 
with one degree dispersions missed). 

Minor problems include: not seeing one of the surface ships on the first turn; the nine-turn torpedo reload time 
seems an eternity; the graphic ship representations are very poor, especially considering the inherent capabilities of 
Budge’s 3-D Package; a large red “T” used to represent a torpedo’s position can only be described as coarse consider- 
ing the Apple’s graphic capabilities; golden opportunities are missed for the effective use of sound (i.e., sonar ping- 
ing, explosions, gunfire); the map is unwieldy in accessing and should be annotated for specifying which of its many 
scales are in use; the hard-to-use documentation suffers from a lack of screen examples and descriptions; the use of a 
speckled sea-water green color as the background for the system cards makes the black ink nearly invisible! 

The excellent menu format of “Operation Apocalypse” would significantly speed and simplify the awkward 
system command sequence requirements and entries. On the other hand, the Move Preview is a major improvement 
and is interesting to behold. Also, each ship's Status Display is very complete and well done, while, fortunately, the 
“one to five minute” computer evaluation phase is only typically on the order of two minutes. The game goes quickly 
if there is sustained action, but it’s a real drag while jockeying for position. Also on the positive side, the Ship Yards, 
although not too well error-trapped, are great for building ships to either predefined characteristics or to your own 
specs. Beyond that, a Beginner's Scenario is provided. In all cases, your opponent many be either the computer or a 
person, but in the Solitaire Game, the computer always has the sub side. 

Overall, the games’ fascinating concept is seriously marred by a multitude of shortcomings; a streamlined and 
“cleaned-up” version with better graphics would be a better value even at a higher price. Until then, an underwater 
version of “Air Combat” it isn’t, but the well-modeled characteristics and mathematical calculations that are re- 
quired should appeal to advanced war-game fans. 


BATTLESHIP COMMANDER Department: Entertainment 
Company: Quality Software Sugg. Retail: $24.95 
Language: Applesoft or Integer Availability: 6 
Hardware Requirements: 32K RAM Disk Drive Disk or Tape: Disk 
EASE OF USE 70 DOCUMENTATION 65 RELIABILITY 75 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 60 *CREATIVITY 75 *CHALLENGE 75 


*only applies to entertainment programs 


BATTLESHIP COMMANDER is a computerized version of the age old game of Battleship. The object of the 
game is to find and sink the computer's ships before the computer discovers and destroys your ships. Each round con- 
sists of two turns; first yours and then the computer's. When it’s your turn to fire, your shots are displayed on a 10 by 
10 ‘target’ grid. One of the nicer features of this display is the fact that your previous shots are designated by letters 
according to the round in which they were fired: ‘A’ for first round shots, ‘B’ for second round shots, etc. Also, the 
shots you fired in the most recent round are displayed in inverse. After you've completed your turn, the display is 
directed to your ‘ocean’ grid, (i.e., the part of the ocean where your ships are). The computer then fires its salvos at 
you. At the end of each round, the hits are tallied and displayed. Whenever a ship is sunk, its descent is shown in Lo- 
Res graphics complete with sound effects. At the end of the game, the winner is proclaimed and some computed bat- 
tle statistics are displayed. All in all, a nice program. 
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OPERATION APOCALYPSE Department: Entertainment 


Company: Strategic Simulations Sugg. Retail: $69.95 
Language: Applesoft & Assembly Availability: 8 
Hardware Requirements: 48K, ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 70 DOCUMENTATION 45 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 75 *CREATIVITY 85 *CHALLENGE 80 


*only applies to entertainment programs 


OPERATION APOCALYPSE is a full-length, significantly improved, and expanded “Rebel Force” (from Com- 
puter Conflict). SSI, producer of both games, briefly states the nature of the changes and modifications in a very 
low-key manner. To this reviewer, the elaborations make the difference between an interesting and intriguing 
simulation and a rather uninspired game. The game will definitely grow on you once you learn how to play it; 
however, it is not easy to master. 

Four scenarios are provided, all using the familiar SSI hex-grid system. Either two-player or solitaire modes are 
provided in each scenario, selectable via a rather novel introductory menu. The objectives of each are well stated, as 
are the victory conditions. The games plays much more rapidly than previous SSI War Games. However, like other 
SSI games, it is highly disk-interactive to the extent of raising concern that the disk cannot be backed up by any of 
the current bit-copy programs. 

The greatest difficulty with the game is the confusingly-written documentation. Real study is required, while ac- 
tually trying a scenario is necessary in order to get the game really going; the five-turn automatic mode does little to 
clarify the many rule interactions and complexities. Be prepared to spend three to four hours trying to understand 
your first game, and another hour in re-reading the documentation. Frequent use of the “P” and “C” commands to 
stop the action during Mode Change and Combat phases is recommended to speed the understanding process. Each 
of the other scenarios will also require an additional hour or so to unravel so that intelligent moves and countermoves 
can be made. The game’s excellent challenge, tactical opportunities, and fast-paced action can only be appreciated 
AFTER the required investment in time has been made. 


GLOBAL WAR Department: Entertainment 
Company: The Muse Company Sugg. Retail: Disk $24.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 32K & Firmware card Diskor Tape: Both* 
EASE OF USE 85 DOCUMENTATION 81 RELIABILITY 85 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO so ERROR HANDLING so 
VISUAL APPEAL 30 *CREATIVITY 85 *CHALLENGE 85 


“only applies to entertainment programs 


This is an adult strategy game for two to nine players based on the game of risk. The earth, which is divided into 
42 territories and divided among the players by the computer, is displayed on two highly-detailed maps of the earth’s 
continents. One allocates armies to specific regions in order to attack opponent's adjacent territories so that one can 
eventually, with skillful play, take control of the earth. The number of armies is dependent on the number of ter- 
ritories and continents that are controlled. The strategy level required, combined with good Hi-Res graphics display, 
make GLOBAL WAR a challenging and entertaining game. 
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TACTICAL SPACE GAMES 


SUPER STELLAR TREK Department: Entertainment 
Company: Rainbow Computing Sugg. Retail: $39.95 
Language: Applesoft & Machine Availability: 4 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION so RELIABILITY 95 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL $0 *CREATIVITY 85 *CHALLENGE 30 


*only applies to entertainment programs 


SUPER STELLAR TREK is an outstanding Hi-Res version of Star Trek. In this version, the Klingons and 
Romulans have teamed up to destroy the Federation. It is the job of their Starship Enterprise to rid the galaxy of 
enemies within an alloted time. Since this game is in real time, one has to be quick during battles. One no longer just 
takes turns against the enemy but has to shoot to kill or be shot at continuously. 

Your ship is complete with short and long range sensors, photon torpedos, death rays and phaser weapon systems, 
teleport units, shields, warp and impulse engines, shuttle craft, and, of course, an onboard computer. The game also 
uses black holes, supernovas, several starbases, and planets where one can mine dilithium crystals. 

The tactical display is a masterpiece in engineering and programming design. The short range sensor screen shows 
all ships, planets, and stars in clear detail for any quadrant. All action, including movement and battle sequences, is 
animated on the screen. The display also shows the status of all ship systems. In addition, the strategic display 
(galaxy map) can be accessed by simply toggling the control key. 

All commmands are entered by keyboard entry and are buffered so that the game will accept your command even 
while it is executing a battle or movement sequence. Some of the commands are complex and require practice in us- 
ing correctly during the heat of battle, but, once learned, become almost second nature. The documentation for- 
tunately includes a command summary sheet for reference. 

The game has several levels of difficulty. The higher levels confront you with enemies (including a Klingon com- 
mander that can roam from sector to sector), fewer bases, and less time to win the game. Games are either randomly 
set up or they can be played in tournament style, in which all contestants play the identical game. There is also a 
“save game” feature for lengthy sessions. 

SUPER STELLAR TREK is a definite improvement over Tom Burlow’s original game. He converted many of his 
slow Applesoft routines into fast machine language. There is no longer interactive disk accessing which also caused 
his earlier version to be slow and annoying. The concept of the game is a classic and this version is the definitive Star 
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HYPERSPACE WARS Department: Entertainment 


Company: Continental Software Sugg. Retail: $29.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 87 RELIABILITY 90 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO so ERROR HANDLING 80 
VISUAL APPEAL 81 *CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


HYPERSPACE WARS is actually two programs. The first is 48K TREK. For some time, a program called “Star- 
Trek” was supplied on tape with Apple Computers. Such philanthropy is no longer the case. However, with the 
availability of 48K TREK, it will no longer be missed. 48K TREK nicely supplants “Star Trek”, with the former pro- 
viding Klingon fighters and a lot of added features, such as super novas, tractor beams, negative space and an ex- 
perimental death ray. The length of the game and skill levels are all user selectable. Good documentation is provid- 
ed. 

The second program in this package is 3-D SPACE WAR. This is a Hi-Res, three dimensional space war game 
where the player searches for an alien ship using scanners. Once located, the player “zooms forward” through space 
until close enough to fire his torpedoes. With the alien ship returning fire, one must risk breaking off pursuit to take 
evasive action. An enemy strike results in damage and a journey into “Hyper-Space” with a possible permanent adios 
to the altercation. The object is to destroy as many aliens as possible before you run out of fuel or your ship is 
destroyed. This is a good 3-D simulation contest that uses paddles or joystick. 

We've seen individual programs of the quality of 48K TREK and 3-D SPACE WAR sell for $29.95. For both these 
programs at that price, the user receives an excellent return for the HYPER-investment. 


GALACTIC ATTACK Department: Entertainment 
Company: Siro-Tech Sugg. Retail: $29.95 
Language: Run Time Pascal Availability: 7 
Hardware Requirements: 48K,D0S3.3 Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 95 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 85 *CREATIVITY 80 *CHALLENGE 95 


*only applies to entertainment programs 


GALACTIC ATTACK is a one player, dynamic, real time simulation of a tactical space war game. With only the 
Earth and Luna being populated by humans, you must recapture the planets of the solar system from the Kzinti In- 
vaders. As commander of the USS Blaise Pascal, you must travel to the planets, stave off enemy armies, and 
transport human armies to gain control. Kzinti Star Marauders patrolling the solar system are periodically trying to 
destroy you. 

Since it is a real time game, any indecision in issuing commands can be fatal. The program is constantly updating 
the battle sequences even while waiting for your next command. Although it takes some practice, one must be able to 
control and direct the phasers and photo torpedos weapons while simultaneously maneuvering and repairing the 
ship. It is quite unnerving at first, in the midst of a three ship attack and a screen full of enemy torpedos, to quickly 
issue a weapon command with its sighting angle. The game does have an abbreviated command syntax for quickly 
aiming weapons. 

The computer opponent is quite good. It is able to evade your attacks and retreat, allowing regrouping for mass 
attacks. Their computer-controlled aim is deadly. The game does have several adjustments for the level of game dif- 
ficulty. For instance, one can vary the number of Kzinti Ships occupying the solar system or the amount of damage 
that it takes to destroy their ships. One can also play a short game in which the solar system extends only as far as 
Mars. 

The graphics are very good. The information for the ship's status and scanners are displayed in Hi-Res. The game 
is well thought out; winning requires both strategy and tactics. The game is very easy to learn but tough in trying to 
survive. 
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THE WARP FACTOR Department: Entertainment 


Company: Strategic Simulations Inc. Sugg. Retail: $39.95 

Language: Applesoft and Assembly Availability: 7 

Hardware Requirements: 48K, ROM Applesoft Disk or Tape: Disk* 
Disk Drive 

EASE OF USE 60 DOCUMENTATION 75 RELIABILITY 85 

VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 65 ERROR HANDLING 85 

VISUAL APPEAL 70 *CREATIVITY 60 *CHALLENGE 70 


“only applies to entertainment programs 


Strategic Simulations has applied its tactical war gaming techniques to a Trek-like encounter in outer space. Your 
mission is to inflict maximum damage to the enemy; hopefully, without being destroyed yourself. The game has the 
same familiar feel, strengths and weaknesses of SSI’s earlier programs, especially in regard to slow playing speeds. 

The dominant element of the game is the management of a tight energy budget, intentionally made rather restric- 
tive. The rules and requirements for this task are extensive, but in order to become a proficient player, they must be 
learned by experience. Beyond that, a movement phase, including three sets of combat commands, and an inter- 
minably long computer movement/combat resolution phase carries you through to the start of the next move. After 
checking your status, looking at a so-so Hi-Res situation map, it’s back to allocating your energy again. 

Four solitaire and one two-player scenarios are available, with the player having his choice of 12 types of ships, 
each with its particular armament, protection, and (to a degree) performance characteristics. The above similarity 
with the more highly-modeled war games, such as Air Combat and Bismark, ends rather abruptly. The game is a 
rather long, two-dimensional, outer space “attack” game, but without a save-game option which would have been 
helpful for avoiding a rather bored feeling that develops after several turns. 

If you liked Computer Conflict, you will enjoy this game, but don’t expect it to compare with the more highly 
modeled, and more expensive war games from SSI. Similarly, space freaks, interested in something a little different, 
will enjoy it; don’t look for the whimsy of planets, black holes, stars and related galactic saga trappings. Rather, it’s 
a moderately sophisticated, slow-moving, straightforward game that requires some thought and planning. 


INVASION ORION Department: Entertainment 
Company: Automated Simulations Sugg. Retail: $24.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 90 
VISUAL APPEAL 60 *CREATIVITY 75 *CHALLENGE 85 


: *only applies to entertainment programs 


The Orion series of space games are complex tactical games requiring in depth strategy and skillful playing. IN- 
VASION ORION is the one player against the computer version where the computer plays the Klaatv enemy fleet. 
In each of the 12 game scenrios included (one can create more with a built in program) there is a set objective. For 
example, one might have to defeat several ships blocking a trade route and land on a planet or asteroid to win. The 
game can be as complex as 9 ships fighting on each side, fighting against other. 

Each ship has an amount of energy per turn to be allotted to movement, shields, tractor beams, missiles and laser 
weapons. Damage to’one’s ship reduces the amount of energy available, and the distance to the enemy, displayed on 
a two dimensional display board, determines weapon effectiveness. Missiles are in short supply and are not replaced 
during the battle. Tractor beams are used to pull an enemy closer. Movement speed depends on energy available and 
ship mass. Sometimes one might find it necessary to move behind several blocking asteroids for defense. 

After both forces have completed their moves, the computer resolves the battle. If the amount of energy in the 
enemy’s weapon system exceeds the armament energy, damage is sustained. At zero energy, the ship is destroyed. 
The computer displays the results of the battle and the game continues. 

Players who enjoy long complex space battle games would definitely enjoy this game. Although the graphics are 
nearly minimal, their lack doesn’t diminish the quality of the game. Games depending on complexity can last from 
15 minutes to hours. 


STARFLEET ORION Department: Entertainment 


Company: Automated Simulations Sugg. Retail: $24.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K Diskor Tape: Disk 
EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 90 
VISUAL APPEAL 60 *CREATIVITY 75 *CHALLENGE 85 


*only applies to entertainment programs 


STARFLEET ORION is a two person version of the Orion series of games. Like the one player version, there are 
12 scenarios included with the program. Each side can control up to nine armed ships during a battle. The same 
rules apply as in the one player version. The computer in this case is used solely for battle result computation. A good 
tactical space game that can last for hours. 


GALACTIC EMPIRE Department: Entertainment 
Company: Broderbund Sugg. Retail: $20.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 80 


“only applies to entertainment programs 


GALACTIC EMPIRE is a well-done space strategy game for one player. It involves empire building, often by 
war, in a small galaxy of 20 planets. In a galaxy as gargantuan as 60 light years, it is a formidable task. One must 
plan well by first sending scout ships, then ordering enlistments and ship construction on technologically advanced 
planets, and finally sending them to planets for a rendezvous on an alien landscape where you will do battle at some 
time in the future. Because your planet is not the most powerful in the galaxy, you must pick your targets carefully 
while making sure you’re not overmatched. Then you have to do battle until you are in a position of using three or 
four planets for building up your war machine. 

The game display or computer console is attractively laid out. One can call up star maps, planetary directories 
and status reports. Officers each have their functions; one for handling scout ships, another for navigation, another 
for enlistments and ship construction, and finally a doctor in charge of cryonics. The display during battle is rather 
simplistic but functional. It continuously monitors battle losses in order to determine if one should retreat or make 
momentous offensive moves. 

The error trapping is quite good. One can’t simply fly off to a planet and attack without first enlisting an army on 
your home planet. If this tact were attempted, one would simply have to fly back, wasting valuable time. The in- 
structions are clear and give strategy hints. This is the first of a series of games. 


GALACTIC TRADER Department: Entertainment 
Company: Broderbund Sugg. Retail: $20.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 95 
VISUAL APPEAL 75 *CREATIVITY 60 *CHALLENGE 65 


*only applies to entertainment programs 


GALACTIC TRADER is the second in the Galactic Saga trilogy. It is a one person, space strategy game where one 
roams the universe’s trade routes, wheeling and dealing with the aliens. The further the source of supply, the more 
valuable the cargo. But one must be careful not to play a lucrative route often as the cartel will cut in. One trades 
one planet’s items for another, occasionally returning for refueling while trying to amass a fortune in credits. 

The game has very similar graphics as Galactic Empire and documentation. It just isn’t that interesting a game. 
Of the three games in the trilogy, this is the weakest. 
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GALACTIC REVOLUTION Department: Entertainment 


Company: Broderbund Sugg. Retail: $20.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 75 *CREATIVITY 75 *CHALLENGE 80 


*only applies to entertainment programs 


GALACTIC REVOLUTION is the third of the Galactic Saga series. It is a one to three player game. Since there 
are three roles in the game, the computer will play the emperor in games of one or two players. The object is to cause 
a revolution on each of the planets belonging to the empirical league in order to gain control and defeat the empire. 
It can be a contest of alliances in a multi-player game or a solo game of conquest; however, a battle loss would con- 
vince your conquered and allied planets to revolt. Diplomacy and influence are the keywords to this game. One can 
influence a planet to side with you if one can manipulate the different power groups on the planet by administrative 
edicts. Example: The Traders’ influence would increase if they were made wealthy by lowered tariffs. The peasants’ 
influence would decrease if drafted. Each edict has subtle influences throughout the galaxy. One also raises taxes, 
builds armies and ships with each turn. 

The game has been well thought-out with its checks and balances. It might become a very drawn out game if one 
player becomes insistent on making slow choices and calculations during his turn. The documentation (booklet for- 
mat in this game) is quite complete. The avid space strategy fan will enjoy this game. 


TAWALA'S LAST REDOUBT Department: Entertainment 
Company: Broderbund Sugg. Retail: $29.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 95 
VISUAL APPEAL 78 *CREATIVITY 75 *CHALLENGE 75 


*only applies to entertainment programs 


TAWALA’S LAST REDOUBT is the fourth and final program in the Galactic Saga series. In it, Benthi, a woman 
rebel leader, leads her small band of warriors on the planet Farside against Emperor Tawala’s forces. This is a dif- 
ficult task on a planet whose towns are ruled by tribal chiefs who are just as likely to help as not. The player can send 
spies out to various crossroad towns to intercept coded messages and monitor enemy troop movements. Messengers 
are able to act as emissaries to neighboring towns in order to ask for help or purchase arms. Troops can be moved to 
attack and garrision unloyal Farside towns. 

This is a speeded-up real time game. The inability to muster adequate supplies and men in time will result in your 
army’s demise. The game is strategy-oriented with many random events and requires keeping track of things on a Hi- 
Res map. Other than the map and several pictures, the use of graphics is minimal. The only animation is the 
messengers running off to the next town. Battle results are reported and in the final attack against the Redoubt, only 
the size and position of the two field armies are shown. 

The game has some merit as a strategic game and uses some clever techniques. However, it isn’t very exciting; con- 
sidering that it has been anticipated with such relish, it is somewhat disappointing. 


STARQUEST/STAR WARRIOR Department: Entertainment 


Company: Automated Simulations Sugg. Retail: $39.95 
Language: Applesoft & Assembly Availability: 7 
Hardware Requirements: 48K, ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 85 RELIABILITY 82 
VENDOR SUPPORT 81 PRICE/USEFULNESS RATIO 83 ERROR HANDLING 85 
VISUAL APPEAL 85 *CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


Compared to Automated Simulations’ earlier programs, STAR WARRIOR is more like a Shoot-‘em-Up, real-time 
game (especially at the higher difficulty levels), and seemingly faster paced. It is difficult to beat, while presenting 
even experienced players with a significant challenge during each new game. 

As a futuristic and well-armed space warrior, you have your choice of two scenarios and three types of armored 
weaponry (plus a customizing capability). In one scenario, your mission is to create a diversion while your unseen 
compatriot attempts to clandestinely locate and assassinate the tyrannical Military Governor of the beleaguered 
planet Fornax. In the second scenario, you assume the assassin’s role. In either case, you will have your hands full 
locating (or evading) nine different types of mobile, armed units, two forms of fixed weapons, and three types of 
fixed installations, including “Civilian” which is a no-no for your attacks. At your command are three potent forms 
of weapons, semi-invisibility and the ability to fly, jump and move through four types of terrain, all the while 
managing a limited energy supply. 

The background and the game-specific documentation are excellent, as are the Hi-Res graphics. The commands 
are sufficiently varied and inclusive to fully control your “destiny,” and make for a very challenging game, even at 
the lowest difficult level. While bearing strong resemblances to Rescue at Rigel and Dunjonquest, STAR WARRIOR 
is faster-paced and provides a greater degree of personal involvement. 


GALACTIC QUEST Department: Entertainment 
Company: Crystal Sugg. Retail: $29.95 
Language: Applesoft Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 75 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 70 


*only applies to entertainment programs 


GALACTIC QUEST is a space game where you attempt to travel around the galaxy on a trading mission. Of 
course, it isn't a simple task since pirates lurk on some of the planets and enemy Vegans attack your ship in nearly 2/3 
of the quadrants. After battling the enemy and either destroying them or driving them off, one is allowed to land 
and barter with the natives on the various planets. The object is either to amass a fortune within a year through the 
bartering of valuable commodities or reach the rank of admiral through battle. 

The trading portion of the game is much better conceived than the battle portion. One not only has to remember 
where commodities are found and which planets need them, but where one can make a profit on the transaction. In 
some cases, the discovery of a supply of lasers, shields or even food can help resupply your own starship. 

The battles against the Vegans, while simulated in Hi-Res, do tend to be determined too much by randomness. A 
Vegan ship will suddenly retreat before you even have a chance to fire back. Also your ship always appears to be 
caught by surprise with the Vegans attacking two and three times before you can get a turn to fire either your lasers 
or rifter pods. This isn’t crucial because your ships can take many hits before being damaged. 

Perhaps the most irritating feature of the game is the manual navigation required to reach a planet within a 
quadrant. Often it takes many single moves with multiple keystrokes to reach your destination. The screen informa- 
tion is cleanly laid out and one can easily go between control modes (e.g., navigation to weapons). The documenta- 
tion is readable. We did find that the game bombed (a simple syntax error on a protected disk) right at the end when 
.we were about to run out of fuel. 


STELLAR ACTION Department: Entertainment 


Company: Mytopia Gameware Institute (MGI) Sugg. Retail: $19.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K Rom, Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 80 
VISUAL APPEAL 45 *CREATIVITY 55 *CHALLENGE 70 


*only applies to entertainment programs 


STELLAR ACTION is a No-Res text page space game highly reminiscent of the Stellar Trek game once provided 
by Apple on the DOS 3.2 Master Disk. In this version, which may be played solitaire against the computer or by two 
players, there is but a single 10 x 10 sector of space in which you and an enemy ship (two types) must fight it out to 
the bitter end. 

Movement, energy management, a variety of weapons and a considerable amount of luck must be employed 
against the enemy ship. His ship will move before you can effectively fire; you cannot “lock” your weapon to track 
his movements. The task is to outguess him by firing into the area where you believe he will move while, at the same 
time, avoid his fire, which also attempts to anticipate your moves. 

The accompanying “Space Manual” is quite detailed, but the game somehow doesn’t fulfill initial expectations 
despite the considerable array of weaponry at your disposal, even with due allowance being made for the crowded 
display. If you feel intuitively lucky and are a devotee of “older” style space games for the Apple, you may be in- 
terested in a few STELLAR ACTION engagements before returning to Star Trek for your nostalgia trips. 


GALACTIC WARS Department: Entertainment 
Company: Apple Sugg. Retail: $35.00 
Language: Applesoft Availability: 9 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 90 PRICE/USEFULNESS RATIO 65 ERROR HANDLING 30 
VISUAL APPEAL 80 *CREATIVITY 65 *CHALLENGE 70 


*only applies to entertainment programs 


GALACTIC WARS is a space game that combines strategic play with real-time arcade battles. It is a two player 
game in which two opposing commanders attempt to expand their space empires. The object is to capture your op- 
ponent’s capital star system. The galaxy is an 8 by 4 grid consisting of sectors. One stategically assigns baseships and 
fighters in ever-expanding territories. Eventually, the two opponents challenge each other within the same sector. 
The scene then shifts to a Hi-Res, star-studded battlefield where the two rival fighter crafts battle each other with 
lasers. Winning the game is based on one’s shooting skill and maintaining the greatest number of fighter crafts gar- 
risoned in that sector or destroying the opponent's fighters. The game is a fair space shoot-’em-up type. 


STAR AVENGER Department: Entertainment 
Company: Western Microdata Sugg. Retail: $27.50 
Language: Machine Availability: 3 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 70 *CHALLENGE 75 


*only applies to entertainment programs 


In STAR AVENGER, one hunts an enemy spaceship throughout a 16-quadrant galaxy. Your ship is equipped with 
long range sensors and spacebar activated weapons. The paddles control thrust and direction as one navigates 
through a 4 x 4 block, wrap-around universe. A map, showing the locations of both your ship and the enemy’s, is tog- 
gled by the M key. The enemy can be on the move or stationary while posing as a star. However, a warning buzz will 
sound to indicate you're in its quadrant. The enemy usually attacks first and you fire back by hitting the space bar. 
Rapid fire isn’t allowed, resulting in the enemy usually getting the best of you. The concept is sound, but travelling 
fast past one Hi-Res quadrant after another gets very confusing. The game includes three levels of difficulty. 
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GALAXY SPACE WAR I Department: Entertainment 


Company: Galaxy Sugg. Retail: $39.95 
Language: Applesoft Availability: 4 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 70 DOCUMENTATION 75 RELIABILITY 82 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 81 
VISUAL APPEAL 75 *CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 


GALAXY SPACE WAR | is a Hi-Res tactical space game for two players. It simulates the conditions encountered 
during a space war where one is in control of a space fleet that is attempting to conquer your opponent's galaxy. It is 
a very long, involved game where players can assign defensive or offensive positions to each ship; one has to decide 
where one should allot the fleet’s total energy: to instigate movement, to shield defense or to attack. It is playable in 
two modes, total knowledge and sensor knowledge. The harder mode, sensor knowledge, recognizes ship detection 
probes. 

The program has a game design module for determining length of game, strength and position of fleet, plus in- 
dividual ship energy. This file is saved to a disk so games can be played again using the same scenario. The display is 
in Hi-Res and is adequate for this type of space saga. The text display shows various conditions of the ship and its sen- 
sor’s detection of the enemy’s strength. 

We received this program just prior to publication, so there was insufficient time to play it thoroughly; however, 
it appears to be a potential nova for you Star Trek fans. 


BOARD GAMES 


L.A. LAND MONOPOLY Department: Entertainment 
Company: Continental Software Sugg. Retail: $29.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K & Applesoft ROM Disk or Tape: Disk* 
EASE OF USE 95 DOCUMENTATION $2 RELIABILITY 95 
VENDORSUPPORT 90 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 95 
VISUAL APPEAL 90 *CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


L.A. LAND MONOPOLY is a special Hi-Res adaptation of the familiar game made especially for the Apple com- 
puter. Two to six players either create a monopoly game of their choice or play the L.A. version which has local 
street names, freeways instead of railroads, and chance cards that reflect local folklore. 

The create your own game module allows the players to invent their own game for any city or town where they 
live, whether it be San Francisco, Kalamazoo or Atlantic City. Two different game modules can be saved to the disk 
for later play. 


The game is played on an animated Hi-Res color display board. The dice are rolled on screen, then each player's 
token automatically advances around the board. As in the real game one may buy, sell or mortgage properties and 
houses. The computer acts as banker and keeps track of money, property ownership and rental charges. All standard 
rules apply although the players may choose variations at the start. In addition, a game can be saved at any time for 
later play. 

The computer has excellent error checking routines for catching illegal transactions. The documentation is 
thorough and clearly explains all rules. It also includes charts showing return on investment for various properties. 
Highly recommended. 


MONTY PLAYS MONOPOLY Department: Entertainment 
Company: Personal Software Sugg. Retail: $34.95 
Language: Applesoft ROM or RAM Availability: 5 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 50 RELIABILITY 30 
VENDOR SUPPORT 50 PRICE/USEFULNESS RATIO 55 ERROR HANDLING 30 
VISUAL APPEAL 50 *CREATIVITY 70 *CHALLENGE 65 


*only applies to entertainment programs 


MONTY PLAYS MONOPOLY is a Lo-Res multiple player game that has a computer opponent. It requires the use 
of a monopoly board since the program does not display board positions. The computer does keep track of money; 
but the player must tell the computer the results of chance cards, dice rolls, and rents to be paid. The program does 
virtually no error checking for legal moves or plays. 
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MONTY PLAYS SCRABBLE Department: Entertainment 


Company: Personal Software Sugg. Retail: $34.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 60 RELIABILITY 80 
VENDORSUPPORT 85 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 75 *CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 


MONTY PLAYS SCRABBLE simulates the game of Scrabble on the Apple. However, this version assumes that 
you own a Scrabble board game in order to play. Actually, the game could almost be played using the Hi-Res board 
display, except that it is only shown while one positions his word. The most probable reason for this constraint is to 
make sure Scrabble’s manufacturer sells a copy of their copyrighted game to program owners. 

The program handles the game with a rather novel mixture of Lo-Res and Hi-Res displays. One or several players 
compete directly against “Monty”. One has the option of letting the program pull random tiles for you, or one can in- 
put the board’s real tiles for play. With the former option, players take turns seeing their Lo-Res tiles displayed on 
screen. Formed words are positioned on the Hi-Res screen by keyboard control. Any player can challenge a word, 
even “Monty’s”. 

“Monty”, who can play on one of four levels, is a formidable challenger, especially on the upper levels. The game 
has a disk based vocabulary of 54,000 words. It takes two minutes to form and check a word on the advanced level. 
The scholarly level takes over three minutes. Its choice of words like “moiety” had me rushing to a dictionary. 
Although, in general, most words were dictionary-correct, the words that are formed in the other direction often 
were illegal. Words like “ef, bo and ar” are blatantly incorrect. On several occasions, even the formed words, “tav,” 
and “rax” were not in my dictionary; however, they possibly exist in the official Scrabble dictionary. I wouldn’t real- 
ly knock its playing ability, since to err is human; besides, these words can be disqualified. 

Most games require very little input other than entering one’s word. There is a menu for exchanging tiles, passing, 
saving the game, checking your tiles, reentering a word, or changing the skill level. The one thing that cannot be 
done is re-examine the board; thus, the necessity of using an actual scrabble game board. Additionally, bonus 
squares don’t show on the screen’s board. 

The manual does not explain the rules of scrabble; rather, it describes the program’s capabilities by using a ques- 
tion and answer session. It does explain some of the options, such as “Monty” playing against itself in a demo mode or 
switching tiles with “Monty”. Overall, the program acts as a good substitute for another player in a game of Scrabble 
and is useful for honing one’s verbal skills. 


SARGON Il Department: Entertainment 
Company: Hayden Sugg. Retail: $34.95 
Language: Machine Availability: 9 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 82 ERROR HANDLING 90 
VISUAL APPEAL 80 *CREATIVITY 90 *CHALLENGE 95 


*only applies to entertainment programs 


SARGON II is one of the best and most powerful chess programs available for the Apple or any other microcom- 
puter. This game and its earlier version have won most of the microcomputer chess tournaments since 1978. Only 
recently has a Z-80, CPM-based challenger beaten it. (See “Mychess” review.) 

SARGON II offers six levels of play, an excellent Hi-Res board display, the ability to set up chess problems, and a 
kibbitz mode for players who need a suggestion for a best move. The computer's response time is not exceptionally 
fast on the higher levels of play. While the first level of play takes only 20 seconds, very advanced levels take an hour 
or more. However, most advanced players would be humiliated at levels with a response time of from two to six 
minutes. 

The program is very easy to use. Initially, the text page and the board can be toggled by the ESC key, even in the 
middle of a move. Chess notation is not standard; however, it is perhaps simpler for beginners. The board is lettered 
horizontally (A-G) and vertically (1-8). Moving the king’s pawn two spaces is accomplished by entering E2-E4. 
Although no hard-copy of your moves is made available, the last 20 moves are always displayed on the text page. 

SARGON II is a very worthy opponent for any chess enthusiast. It is currently rated at 1400 life points. Because of 
its style and ease of use, it has to be rated as the finest chess program to date for anyone with a standard Apple. 


MYCHESS Department: Entertainment 


Company: Datasoft Sugg. Retail: $34.95 
Language: Assembly Availability: 6 
Hardware Requirements: 48K Disk Drive, Z-80 Card Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO $2 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 80 *CHALLENGE 95 


*only applies to entertainment programs 


MYCHESS has been entered in a series of micro computer chess tournaments, including the 5th West Coast Com- 
puter Faire, the 2nd Creative Computing Chess Tournament, and the 3rd World Computer Chess Championship. 
In each of these contests, it has taken first place in the micro division. Since MYCHESS runs in CPM and requires a 
Z-80 card, one asks how much better does it play than its rival, Sargon II. 

MYCHESS gains some of its playing advantages in being able to think ahead while its opponent is contemplating 
his next move. Thus, it is able to see a board position in greater depth, possibly even a move ahead of what Sargon 
sees, given the same time constraints per move. Sargon II, on the other hand, doesn’t use its opponent's time for its 
calculation. If both programs were played on an Apple, one would expect MYCHESS to beat Sargon II approx- 
imately three out of four games. It has been given a chess rating of 1600 points. 

MYCHESS is not a very fancy program. Its game board is entirely in text characters (e.g. Black knight — BN). All 
moves are entered in international notation: A—H across, 1-8 vertically. A move like E2-E4 sends the white king 
pawn two spaces forward. Like the real game, you can’t take back a move, but mistakes can be corrected by going 
into the problem setup mode, then continuing. There are nine levels of play, from beginners up to grand masters. 


MICROCHESS Il Department: Entertainment 
Company: Personal Software Sugg. Retail: $24.95 disk 
Language: Assembly Availability: 6 
Hardware Requirements: 16K or 16K Apple plus Disk or Tape: Both* 
EASE OF USE 80 DOCUMENTATION Self RELIABILITY 30 
VENDOR SUPPORT 90 PRICE/USEFULNESS RATIO 80 ERROR HANDLING so 
VISUAL APPEAL 83 *CREATIVITY 30 *CHALLENGE $0 


*only applies to entertainment programs 


MICROCHESS II was the industry's first “gold” cassette. Specifically, this was the first program to sell one million 
dollars worth at retail. When MICROCHESS II was first introduced about two years ago, it was certainly the best 
chess program available and one of the better programs all around. It employs eight levels of play. The chess board 
display is excellent. You can switch sides at any point in the game and change difficulty levels, too. 

Unfortunately, MICROCHESS II has been largely supplanted by a newer program, “Sargon II”, which, though 
more expensive, plays a stronger game (see Sargon II Review). Beginners may still wish to consider MICROCHESS 
for its quicker response time and move up to “Sargon II” later. MICROCHESS II has a chess rating of 500 points. 


L.H. LHHt 
MonorPoL 
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REVERSAL Department: Entertainment 


Company: Hayden Sugg. Retail: $34.95 
Language: Machine Availability: 8 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO so ERROR HANDLING 95 
VISUAL APPEAL 85 *CREATIVITY 80 *CHALLENGE 95 


*only applies to entertainment programs 


REVERSAL offers the Othello player a definite challenge. In fact, this program by the Spracklens of Sargon Chess 
fame is a quantum leap over other commercial programs. It won the First International Man-Machine Othello 
Tournament last year. 

It is a strategy game where one must place a piece on a square (8x8 board) that causes at least one of the opponent’s 
pieces to be trapped between your pieces. All of the opponent’s trapped pieces are then “flipped” to your color. The 
object is to control the most squares. A simple game but difficult to master. 

The program allows one to play against the computer, play against another human with the computer monitoring 
the game, or set up a particular board from which to play. There are 27 levels of play, 9 levels for each of beginner, 
intermediate, and advanced modes. The computer's response time, depending on the level, is from 2.5 sec. to 3 
minutes. The board is normally visible, but the escape key will toggle the text page with its play by play listing. 
There are other features like a kibitz mode where the computer will offer advice (unfortunately the advice isn’t very 
good), a take back feature, and faces on the counters that smile or frown depending on who is winning. (This can be 
suppressed. ) 

The computer's move entry is foolproof. A blinking cursor with only the legal moves is operated by the arrow keys. 
Each press of the key gives another possible move; the return key is used for entry. When the computer makes its 
move, it waits for you to press return before it actually flips over the pieces. 

I found the program especially challenging on the advanced levels; in fact, embarrassingly challenging. Having 
beaten other programs relatively easily, I was beaten on advanced-level 4 several times by margins of 3 to 1. I settled 
down to the intermediate level. 


Qs REVERSI Department: Entertainment 
Company: Quality Software Sugg. Retail: $29.95 
Language: Machine Availability: 7 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 30 DOCUMENTATION 85 RELIABILITY 35 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 92 ERROR HANDLING 95 
VISUAL APPEAL 82 *CREATIVITY 80 *CHALLENGE 95 


*only applies to entertainment programs 


QS REVERSI may well be the Othello champion of the Apple II. Although the game hasn’t been entered in tour- 
naments as yet, preliminary bouts against Hayden’s “Reversal” while playing at similar advanced levels based on 
response times, has resulted in QS REVERSI victories almost consistently. The play is brilliant at times, like two 
masters sparring against each other. We don’t know why one can beat the other, but this version obviously has a 
much more efficient algorithm. 

The program’s graphics display and input routines are comparable to those of “Reversal’s”. The Hi-Res board is 
normally visible, but the text page, with its play-by-play listing, can be toggled by control keys. The move-entry 
routine is foolproof. Only legal moves, which are displayed via a blinking square whose movement is controlled by 
the arrow keys, can be entered. The computer waits for you to accept its move before allowing you to continue. 

QS REVERSI, in addition to offering 12 levels of play, allows you to back up one or more moves so that alter- 
native strategies can be tested. It also offers a tournament entry mode, which requires input for specifying the loca- 
tion of the letter column and number row. ae can also handicap either the computer or oneself by giving one or 
more corners away. One last note: although this program can run on a 32K machine, advanced levels 10-12 require a 
48K machine. 


GAMMON GAMBLER 





GAMMON GAMBLER Department: Entertainment 
Company: Personal Software Sugg. Retail: $24.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 95 DOCUMENTATION $0 RELIABILITY 95 
VENDOR SUPPORT 90 PRICE/USEFULNESS RATIO 82 ERROR HANDLING 95 
VISUAL APPEAL 90 *CREATIVITY 95 *CHALLENGE 95 


*only applies to entertainment programs 


GAMMON GAMBLER is an outstanding backgammon game for either the beginner or advanced player. There 
are 10 levels of play from which to choose. Player’s moves are quite simple. Enter the position that you want to move 
from and the computer will automatically move the pieces corresponding to what is displayed on each of your dice. 
If one wants to move using the roll of their second die first, simply reverse the dice with the “X” key. Moves can be 
taken back before you relinquish your turn to the computer. The games also makes use of the doubling cube. 

The screen layout of the board is nicely done in Hi-Res. The position numbers are shown along the edge of the 
board. The documentation is clear and concise. This is definitely the most challenging of the backgammon games. 


MICROGAMMON Il Department: Entertainment 
Company: Softape Sugg. Retail: $19.95 
Language: Machine Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 82 RELIABILITY 90 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL so *CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


MICROGAMMON II is an improved version of Softape’s original Backgammon game. Both the user interface and 
the graphics have been greatly improved. Playing ability compares favorably to “Fastgammon”, with Microgam- 
mon’s design approach involving use of the doubling cube. 

Perhaps its best feature is its ease of use. Keying the space bar shifts a diamond cursor over your legal moves only. 
Entering the value of the die from the keyboard actually causes the piece to shift. However, the cursor always ap- 
pears on the piece just moved so that one may have to shift it almost completely around the board in order to move a 
second piece. 

Moves can also be taken back if you change your mind before your turn is over. 
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FAST GAMMON Department: Entertainment 


Company: Quality Software Sugg. Retail: $24.95 
Language: Assembly Availability: 6 
Hardware Requirements: 32K Disk Diskor Tape: Disk 
EASE OF USE 90 DOCUMENTATION 82 RELIABILITY 90 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 89 ERROR HANDLING 80 
VISUAL APPEAL 81 *CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


From Quality Software Co. comes a “Quality” Backgammon Game. The Hi-Res Graphics are very 
good — response time and error checking are also superior. Quality Software makes no claims that FAST GAMMON 
plays an expert’s game and it doesn’t, but it is an excellent learning program for beginners to average players and will 
provide challenge and practice for better players. One nice feature for practice is the ability to replay a game having 
the computer playing the same moves. 


CHECKER KING Department: Entertainment 
Company: Personal Software Sugg. Retail: $24.95 
Language: Machine Availability: 8 
Hardware Requirements: 16K Apple ll or Apple Il Plus Disk or Tape: Disk* 
EASE OF USE $0 DOCUMENTATION 85 RELIABILITY so 
VENDOR SUPPORT 930 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 90 
VISUAL APPEAL 88 *CREATIVITY 85 *CHALLENGE 90 


*only applies to entertainment programs 


CHECKER KING has eight levels of play, from beginner to an almost “expert” level. CHECKER KING will 
switch sides, play against itself and take back a move to correct a mistake. Up to three board positions can be saved 
and recalled for later study and play. The user is also able to set up his own problems. CHECKER KING also in- 
cludes three “built-in” checker puzzles. Documentation is clear and adequate. It’s also nice that it can be run on an 
Apple II or an Apple II Plus. With its excellent Hi-Res graphics, this is “the program” to buy for computer checkers. 


ULTRACHECKERS Department: Entertainment 
Company: Malibu Microcomputing Sugg. Retail: $29.95 
Language: Applesoft Availability: 4 
Hardware Requirements: 48K & Applesoft and Drive Disk or Tape: Disk* 
EASE OF USE 81 DOCUMENTATION 70 RELIABILITY 81 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 85 *CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 


ULTRACHECKERS is a Hi-Res checkers program that plays by international rules. Instead of the usual 8 by 8 
square board, the board is 10 squares each way. All pieces may move backwards and kings can move more than one 
space at a time on diagonals. It is almost totally different in strategy from regular checkers. 

The game has nine levels of play. It uses a very easy key movement to control play. One can also set up a game to 
solve a specific problem or watch a demo game. The program plays a challenging game and the graphics are well 
done. 


SPORTS GAMES 


3-D SKIING Department: Entertainment 
Company: Continental Sugg. Retail: $24.95 
Language: Integer & Applesoft Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE so DOCUMENTATION 80 RELIABILITY 85 
VENDORSUPPORT 90 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 82 


*only applies to entertainment programs 


3+D SKIING is a Hi-Res color 3-D game package containing two winter sports games. Both games incorporate the 
Budge 3-D graphics package as driver routines but have been obviously modified to incorporate color backgrounds. 

SKI SLALOM is a fast action arcade style game in which a player maneuvers his skier down a regular slalom rac- 
ing course. The object is to run the staggered gates in the fastest time. The player views the course as if he were close- 
ly following a 3-dimensional skier that can be turned side to side. The gates advance rapidly towards the player in 
true perspective as the skier advances down the course. As expected, there are crashes when he collides with a gate or 
runs off the course into the trees. The dynamic action is very much like real skiing. When the skier is turned slightly 
sideways by paddle control, the skier’s velocity is braked slightly while he begins traversing sideways. Further turn- 
ing causes a greater braking effect until a full stop is reached. Since the clock is running, braking will produce slower 
times. However, skiing too fast is very dangerous. The game does take a little time to master and this reviewer was 
often disqualified for hitting or missing a gate before the finish line. There are short and long courses as well as three 
levels of difficulty. The fastest time display is a goal for each player to beat. This game employs very fine state-of- 
the-art graphics; great for those inveterate ski devotees who're laid up with a broken limb or who would pass an 
evening in the lodge competing in simulated practice. 

SKI JUMPING is a 2-dimensional Hi-Res version of the classic sport. One to four players take turns jumping for 
the longest distance on a 70-meter jump. There are actually three take-off positions at the lip of the jump. The game 
requires careful timing in using the paddle button to hit the middle or best take-off point for an optimum trajectory. 
Once airborne, the player can adjust the skier’s lean for the maximum jump distance. Falls result from leaning too 
far over the ski tips and for not straightening up on landing. The three farthest jumps are displayed during competi- 
tion. The game is cute and fun to play. It is also a game in which players tend to devote a considerable amount of 


time in attempting to maximize jump distance. . 

GOLF Department: Entertainment 
Company: Instant Software Sugg. Retail: $7.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 32K Diskor Tape: Tape 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 81 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO $0 ERROR HANDLING 85 
VISUAL APPEAL 84 *CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


GOLF is an 18 hole golf game where one of two players attempt to complete the course with the least amount of 
strokes. The course is in Lo-Res graphics and is complete with water hazards, sand traps and trees. Club and shot 
angle are inputed by dialing the paddle. The trajectories of the shots are animated including bouncing off trees. 
Once both players reach the green, the computer switches the view to an enlarged green for the putting sequence. 
One advantage — the holes and hazards are chosen at random so that each time the game is played it appears to be a 
new course. A “best” value. 
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3-D SKIING OLYMPIC DECATHELON 
OLYMPIC DECATHALON Department: Entertainment 
Company: Microsoft Sugg. Retail: $29.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 30 DOCUMENTATION 90 RELIABILITY 95 
VENDOR SUPPORT so PRICE/USEFULNESS RATIO 95 ERROR HANDLING 95 
VISUAL APPEAL 90 “CREATIVITY b=] 8] *CHALLENGE so 


*only applies to entertainment programs 


OLYMPIC DECATHALON provides the excitement and competition of the greatest and most demanding of all 
athletic competitions: the 10-event Decathalon. Normally a two day event, it requires participation in running, 
jumping and throwing contests that include the 110-meter hurdles, the discus throw, pole vault, 100 meter dash, the 
long jump, shot put, 400 meter dash, high jump javelin throw and the 1500 meter run. 

The competition involves up to six opponents. Each event is presented with excellent animated graphics. The 
events are in real time and one must interact via the keyboard or paddles to manipulate the figures on the screen. As 
in real competition, the victor needs stamina, coordination, reflexes and timing. Points are awarded for each event 
and they are based on a comparison to actual Olympic standards. 

Several of the events require running by alternately pressing two adjacent keys repeatedly (e.g., right and left ar- 
rows). The player who can do this the fastest using two fingers can win the 100 and 400 meter dashes. The longer 
races will test one’s finger coordination and stamina, as cramps do occur. The javelin and pole vault also require 
reaching a maximum speed. However, coordination and timing also play a part as one must press a key to plant the 
pole, another to do a proper handstand and the return key to push the pole away before it hits the bar on the pole- 
vault. 

Although some of the events are relatively simple, perhaps the high hurdles and the shot put are the most difficult 
in requiring good coordination. The hurdles require pressing each paddle button in sequence to successfully clear the 
barrier. Deliberately running through two hurdles is cause for disqualification. The shot put requires coordination 
of force levels. It soon becomes obvious that if the triceps aren't exerted slightly before the shoulder muscles, the shot 
put can be thrown almost overhead or even backwards. 

The discus throw requires good hand-eye coordination while the long jump and high jump requires precise tim- 
ing. 

Any event can be practiced before the decathalon. Once the competition begins it doesn’t end before the ten events 
are concluded. It takes about one hour to play with three people; about 15 minutes are added for each additional 
person. It is best to compete in even numbérs of players (2, 4, 6) as the running events are paired and an odd player 
has to compete alone in several events while his opponents have the advantage of direct competition. 

Microsoft was very thoughtful in preventing accidental resets during competition. Entering 3D0G will allow you 
to continue; for those with an autostart ROM the game continues without interruption. Microsoft also allows you to 
make one backup of their protected disk with a built-in copy program. 

Overall, the graphics are excellent. The animation is smooth and the animated figures professionally styled. My 
only concern is that players, especially children, don’t abuse the keyboard when switching to two-handed finger 
pounding during tht excitement of competition in the running events. 


PRO GOLF & GOLF ARCHITECT Department: Entertainment 


Company: Shafer Software Sugg. Retail: $50.00 combo ($30.00 each) 
Language: Applesoft Availability: 3 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 65 *CHALLENGE 70 


*only applies to entertainment programs 


Golf fanatics will enjoy this Hi-Res color golf game. Shafer Software has tried to make the game as realistic as 
possible. The course has all the natural hazards: roughs, sandtraps, water, and trees. In addition, the game includes 
possible wet courses, slope to the green, and the randomness of causing a slide or a hook when not swinging at the 
optimum level for a particular club. One can also keep track of players and their handicaps. These are stored on the 
disk for later play. 

The graphics are nicely done, although entering club direction and strength of swing is kind of cumbersome for 
each shot. It would be nicer to follow Instant Software’s example of dialing the input values on a paddle. Since the 
disk isn’t protected, one might attempt the change. 

The second module, GOLF ARCHITECT, allows you to design and change your own personal golf course. One 
uses a 28 x 16 grid where the various types of terrain are entered by keyboard. The Hi-Res course is displayed as you 
enter the symbols. First the course is created, then the green. Each hole is saved to the disk. Later, one can make 
changes to the course by using the editor. 

The documentation, which is in two separate booklets, caters to the player who is only vaguely familiar with the 
Apple. The golf game is expensive. Since one would get bored playing the same course several times, my advice is to 
buy the combination package to allow you to design your own game. 


APPLE BOWL Department: Entertainment 
Company: Apple Computer Inc. Sugg. Retail: $15.00 
Language: Integer Availability: 9 
Hardware Requirements: 16K . Disk or Tape: Both 
EASE OF USE 85 DOCUMENTATION Self RELIABILITY 30 
VENDOR SUPPORT 30 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL so “CREATIVITY $2 *CHALLENGE 86 


*only appliee to entertainment programs 


APPLE BOWL, from Apple Computer, Inc., won a prize for the best graphics game in 1979, and justifiably so. 
The graphics are so realistic in this bowling game for one person that it seems perfectly natural that two other games 
are going on in adjacent lanes in this three dimensional bowling alley. Even automatic pinsetters drop down to pick 
up fallen pins. 

The game is controlled by adjusting spin and speed and choosing a release point on the alley. The dynamics of the 
game are the same as in real bowling, so that it is impossible to get a strike by simply rolling the ball straight down 
the alley. The game is challenging in trying to obtain a high score. It is an excellent value for the required nominal 
stipend (also, for the dough). 


APPLE BOWL 





HI-RES FOOTBALL Department: Entertainment 


Company: On-Line Systems Sugg. Retail: $39.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 95 RELIABILITY 95 
VENDOR SUPPORT 83 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL 92 *CREATIVITY 80 *CHALLENGE 95 


*only applies to entertainment programs 


HI-RES FOOTBALL is an outstanding real-time action game for either two players or for offensive practice 
against the computer. The game fields two seven-player teams made up of “X’s” and “O’s”, just like the coach used to 
diagram on the chalk board while we tried to stay awake long enough to absorb the plays. Movement occurs on a 
field consisting of 40 yard segments which shifts as the players advance. The game, which is controlled by paddles, 
follows the standard football rules. One is capable of choosing 11 offensive plays and nine defensive plays by turning 
the paddle, followed by pressing the button. Since your opponent would have no trouble seeing your choice of play, 
the offense can change the plays displayed on the screen before the defense can respond to the start of line action. To 
further hide one’s intentions, all offensive plays, whether passing plays or running types, have the same scrimmage 
lineup. Defensive plays have four alignments from which defenders may rush in two or three different directions. 

The two players actually have only full control of one player each, the quarterback for the offense and the free 
safety for the defense. The rest of the team follows the preselected play. These two players are controlled by the pad- 
dles. Turning a paddle slightly causes a player to shift from side to side on the field, while turning the paddles fur- 
ther causes the player to advance or retreat down the field. During a pass play, the quarterback can partially steer 
the ball; if the pass is complete, control is transferred to the receiver. 

The graphics are extremely well done. No attempt was made to make the players look like men. The players 
depicted as X’s and O’s at first seem poorly done; however, after playing the game awhile, the letters seem a logical 
choice. The game has two speeds of play and levels of difficulty. In both cases, the graphics are smooth. There is only 
one bothersome feature which occurs sometimes in a long downfield run with the safety chasing your ball carrier. 
When the screen shifts to another section of field, the defensive pursuer is then off screen. One can inadvertently 
move the ball carrier to a position that allows the defensive player to nail the runner. 

Overall, I think this game is the best sports simulation done on the Apple to date. It is a must for football fans. 


COMPUTER QUARTERBACK Department: Entertainment 
Company: Strategic Simulations, Inc. Sugg. Retail: $34.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K Apple, ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 70 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 75 
VISUAL APPEAL 70 *CREATIVITY 75 *CHALLENGE 80 


*only applies to entertainment programs 


COMPUTER QUARTERBACK is a real-time simulation of an NFL football game that makes good use of 
Strategic simulation’s modeling techniques used in their war game programs. A single black-and-white display com- 
pactly presents a well-annotated football field, a score board, last play results, and both offensive and defensive 
team alignments. Paddles are used to select offensive/defensive plays (which are also shown on the score board by 
numbers), and to put the ball into play. 

Two players may compete in either a Semi-Pro or Pro version, which differ as to the team selection and capability 
determination and the relative number of play selections. Alternately, a single player nay compete against the Ap- 
ple Robots in a Semi-Pro setting. The game plays reasonably quickly, despite rather distracting delays between 
plays, and quite easily against a real-time clock, and develops a good sense of player involvement. 

Despite a rather awkward and involved booting and start-up process, the game can be learned quickly and easily. 
It is much more difficult to master and understand the probability determinations or to assess the accuracy of the 
modeling interactions. Certainly, the same offensive plays produce a variable result against a given defense, and in 
the single-player game, the Apple employs a reasonable and varying set of play selections as a function to field- 
position, time remaining, and score. 

If you are looking for a trivial football game with colorful displays, sound effects, and a superficial play selection, 
then try a different program. However, if you are an arm-chair football freak, COMPUTER QUARTERBACK is an 
excellent value that will provide a high level of non-repetitious challenge. 
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HI-RES SOCCER Department: Entertainment 


Company: OnLine Systems Sugg. Retail: $29.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 85 
VISUAL APPEAL $0 *CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


HI-RES SOCCER is an arcade type simulation for two players or, at the beginners level, one player against the 
computer. Each player manipulates, by paddle control, all the men on an eight-player team. Dribbling, passing, 
kicking, and stealing the ball are all possible in this realistic game. 

One game paddle controls every player’s movement, depending on where they are and how close they are to the 
ball. Individual players, except the goalies which move only up and down, may move in one of eight directions, 
depending how the paddle is set. Players face the direction they are running. This helps beginners in placing an ar- 
row on the paddle to remember which setting moves in which direction. The direction of the ball carrier is easier to 
judge, since the position of the ball in relation to the player’s foot not only determines the direction of travel but the 
direction of the kick. There are 28 directions for passing and kicking. Paddle control is tricky and somewhat difficult 
to get used to. It does take a good deal of practice before one becomes a proficient ball handler. 

There are three levels of play. The beginner’s level is equivalent to indoor soccer. Since the ball bounces off the 
walls, beginners don’t have to worry about corner kicks and throw-ins. The intermediate level allows the ball to go 
out of bounds at the goal ends. The team kicking the ball out loses control and the goalie gets a free kick. The ad- 
vanced level includes out of bounds on all four sides. 

Corner kicks, throw-ins and goalie kicks have all been simulated properly. Since there are balls kicked into the air, 
they can’t be caught until after a short delay. This allows you to kick over players’ heads. 

The graphics are very nicely done with the players resembling soccer players. Color is the preferred mode, with 
green and purple teams used for easy identification. It is somewhat difficult to discern the difference between striped 
jerseys and regular jerseys in the B&W mode. 

This is truly a scintillating game, utilizing excellent, smooth-flowing Hi-Res animation and challenging play. 


COMPUTER BASEBALL Department: Entertainment 
Company: Strategic Simulations Sugg. Retail: $39.95 
Language: Applesoft, Assembly Availability: 8 
Hardware Requirements: 48K ROM Applesoft, Disk Drive Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 65 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL 65 *CREATIVITY 95 *CHALLENGE 80 


*only applies to entertainment programs 


An owner of SSI’s BASEBALL might be surprised to hear that there was a 1981 Major League strike, since he 
could watch games between any of the 26 World Series contenders while immersed in baseball on the Apple. Ex- 
cellent versatility marks this game; the computer can manage one or two teams or let the Apple handle both while 
permitting demo, solitaire or two player games. Its demo mode on the menu pits the 1980 AL and NL champions 
against each other; however, any teams can be called into play in this mode. For any of the modes, you select any 
two teams you wish, set up your own teams (cheat by having nine .400 hitters), or have one team play against itself 
using different pitchers or batting orders. 

This is not a high-action game, but rather one involving managerial skill, with Hi-Res animation definitely taking 
a back-seat. The playing field display, however, is attractively and efficiently laid out. Action for each batter re- 
quires a single “pitch,” which he may hit, be struck out by, walked, or reach base on an error. The batting, pitching, 
and fielding averages and characteristics of each player are unique, with each handled accordingly. Even good 
fielders will occasionally make an error, sluggers may pop up, and pitchers will tire (who, by the way, require a 
warm-up period). Each “Manager” controls his bull-pen and bench of pinch hitters and, like a real-life manager, 
once the decisions have been made, can do nothing more than sit back and watch. 

A major achievement of BASEBALL is the simplicity of command required in playing a simulation of this com- 
plexity. Complete control is provided by use of a single paddle (as well as from the keyboard). BASEBALL’S ver- 
satility and low price for this well-modeled simulation result in a very realistic game that would be a bargain even at 
a higher price. 


MICRO LEAGUE BASEBALL Department: Entertainment 


Company: Stoneware Sugg. Retail: $24.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 65 DOCUMENTATION 60 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 85 
VISUAL APPEAL 85 *CREATIVITY 85 *CHALLENGE 75 


*only applies to entertainment programs 


From Stoneware comes a very good baseball game for the Apple that rivals “Baseball” by Programma (see review) 
for enjoyment. The Hi-Res graphics utilized by MICRO LEAGUE BASEBALL are excellent but, better yet, the 
strongest feature is the fact that it “talks”. Hearing the computer call strikes, balls and outs heightens the users’ en- 
joyment of the program. On the weaker side, MICRO LEAGUE BASEBALL ’s handling of pitching and fielding are 
somewhat awkward compared to Programma’s version. You should look at both before deciding. 


HI-RES BASEBALL Department: Entertainment 
Company: Hayden/Programma Sugg. Retail: $19.95 
Language: Assembly Availability: 8 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 81 DOCUMENTATION 60 RELIABILITY $0 
VENDOR SUPPORT 70 PRICE/USEFULNNESS RATIO 30 ERROR HANDLING 30 
VISUAL APPEAL 30 *CREATIVITY 82 *CHALLENGE 85 


“only applies to entertainment programs 


Excellent Hi-Res graphics baseball game for two people. Uses paddles to control type of pitch, handle the outfield 
and bat. Defender must “run” down ball in outfield and throw to the proper base. Fielding control is slightly dif- 
ficult to master. Moving the paddles slightly moves the fielders side to side, while turning the paddles further causes 
up and down movement. The controls are a compromise for Apple’s lack of a joystick. The game is thoroughly en- 
joyable and one of the better sport games for the Apple II. 





SOCCER BASEBALL 


GAMBLING & CARD GAMES 


APPLE 21 Department: Entertainment 
Company: Softape Sugg. Retail: $19.95 
Language: Integer or Applesoft Availability: 9 
Hardware Requirements: 24K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION N/A RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 90 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 
APPLE 21 is a blackjack game for one to three players who play against the dealer. The graphics feature Hi-Res 


playing cards. The game follows the usual Las Vegas rules. Input is accomplished by keyboard commands. The com- 
puter’s response time is excellent. This game has to be considered a buy. ; 


THE WORLDS GREATEST 


BLACKJACK PROGRAM Department: Entertainment 
Company: Apple Special Delivery Sugg. Retail: $50.00 
Language: Pascal Availability: 9 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 95 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 


This package is intended for the person who wishes to learn to play blackjack to win!! The game has nine varia- 
tions of play which cover all the standard options in the casinos. These include the dealer standing on soft 17, in- 
surance, pair-splitting, and others. You are allowed to have from one to six players and up to six decks of cards. The 
play can be controlled by the player or the computer, each with different strategies. Other nice features include 
practice drills on basic strategy and hi-opt card counting. 

Using basic strategy, the player has about one-hundredth-of-one percent advantage against the house. When a 
player uses card counting techniques, he gains about a 1 to 2 percent advantage over the house. This may not seem 
like much; however, if the player bets high when the cards favor him, he can ream the casinos to the point of being 
evicted from the premises (just kidding, High Rollers). 


POKER SLOT Department: Entertainment 
Company: Fainbow Sugg. Retail: $17.95 
Language: Integer Availability: 2 
Hardware Requirements: 48K Disk or Tape: Both 
EASE OF USE 70 DOCUMENTATION 70 RELIABILITY 75 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 75 
VISUAL APPEAL 80 *CREATIVITY 65 *CHALLENGE 65 


*only applies to entertainment programs 
POKER SLOT is poker solitaire played on a Las Vegas slot machine. It is draw poker and the bet is a dollar. You win 


anywhere from $2 for two pairs to $500 for a royal flush. The player-machine interaction isn’t as smooth as Softape’s 
version of the game. The Hi-Res cards are nice but the game is only average. 
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DRAW POKER Department: Entertainment 


Company: Softape Sugg. Retail: $29.95 
Language: Machine Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 90 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 90 *CREATIVITY 75 *CHALLENGE 80 


*only applies to entertainment programs 


DRAW POKER is a very sophisticated version of the card game, pitting one player against the computer. The use 
of Hi-Res cards is excellent; they include a shuffle-and-cut routine that sounds like a real deck of cards. The com- 
puter can play at two levels. It does bluff on the higher level, but its poker sense can only be considered fair-to-good. 
Its user interface is well-designed. One uses the arrow keys to make selections involving what to discard and whether 
to raise or call, then presses the return key to indicate the selected option. This appears to be the best draw poker 
game on the market. 


SOLO POKER Department: Entertainment 
Company: Programma Sugg. Retail: $15.95 Tape, $19.95 Disk 
Language: Integer Availability: 6 
Hardware Requirements: 32K Diskor Tape: Both 
EASE OF USE 80 DOCUMENTATION 65 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 70 *CHALLENGE 70 


*only applies to entertainment programs 


SOLO POKER is a Hi-Res variation of the solitaire card game Poker Squares. The object is to build the best poker 
hands by playing dealt hands in a five-by-five grid. Points are scored for the best poker hands formed both vertically 
and horizontally. The variation is that five cards are dealt face down on the diagonal. You can only turn one of the 
face cards up when you build a hand with at least a pair somewhere on the board. These hidden cards make the 
game harder and a matter of luck. It becomes difficult to plan where to place your cards because the best strategy 
can be ruined by an unlucky hidden diagonal card. 

The Hi-Res cards are well done and are used throughout the game even in the placement on the five-by-five grid. 


POKER TOURNAMENT Department: Entertainment 
Company: Adventure International Sugg. Retail: $20.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 32K Disk or Tape: Disk & Tape 
EASE OF USE 930 DOCUMENTATION 75 RELIABILITY 30 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 70 


“only applies to entertainment programs 


POKER TOURNAMENT presents the classic game of straight draw power in a friendly western setting, the hotel 
saloon. Five old timers, Slim, Doc, Bart, Tex and The Kid challenge you and enliven the game with a variety of 
western and poker jargon that describe their moves. Players each start with $1,000. The computer’s players are ade- 
quate and bluffing is common. Play can be ended after each hand. Players can go in the hole but then the bank will 
advance every one another thousand to even things up. 

The game is text-oriented, the cards consist of rectangles with number and suit only; however, the table and chairs 
pictorialized in text. The screen formatting is exceptionally well done for a text game. 


POKENO Department: Entertainment 


Company: Rainbow Computing Sugg. Retail: $12.95 Tape, $17.95 Disk 
Language: Integer Availability: 2 
Hardware Requirements: 48K Disk or Tape: Disk* & Tape 
EASE OF USE 80 DOCUMENTATION 65 RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 70 *CREATIVITY 70 *CHALLENGE 65 


*only applies to entertainment programs 


POKENDO is a computerized version of a solitaire card game called Poker Squares. Twenty-five Hi-Res cards are 
shuffled and dealt to a player. One simply places each card, one at a time, on one of the 25 squares in a 5 x 5 grid. 
The skill factor involves attempting to pick the spots that will yield the highest poker hands vertically and horizon- 
tally. The object is to get the highest score possible with points ranging from one point for one pair to 50 points for a 
royal straight flush. Although the dealt cards are in large Hi-Res, the cards in this 25 square grid are shown as 
smaller representations (suit and rank only) in a tight rectangle supposedly because of space limitations. There is am- 
ple room to spread them out more within the rectangle which would make the game visually attractive and easier to 
read. People who like solitaire games will like POKENO. 


HEARTS Department: Entertainment 
Company: Dynacomp Sugg. Retail: $19.95 
Language: Applesoft Availability: 4 
Hardware Requirements: 16K Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 60 RELIABILITY 75 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 60 
VISUAL APPEAL 40 *CREATIVITY 60 *CHALLENGE 70 


*only applies to entertainment programs 


HEARTS is the classic card game which one has played as a child. This three player version (you against two com- 
puter players) is a text style game. This version does not have the most popular option of “shooting the moon,” which 
would make the game much more interesting. The program does play a fair game of straightforward, cards-in-hand 
style Hearts. 
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DRAW POKER HI-RES CRIBBAGE 


HI-RES CRIBBAGE Department: Entertainment 


Company: OnLine Systems Sugg. Retail: $24.95 
Language: Applesoft/Assembly Availability: 7 
Hardware Requirements: 48K, ROM Applesoft, Disk Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 85 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 85 
VISUAL APPEAL 95 *CREATIVITY 85 *CHALLENGE 80 


*only applies to entertainment programs 


On-Line Systems has come up with a real winner in HI-RES CRIBBAGE. The graphics are outstanding, with a 
neat, crisp and realistic layout (the modernistic board design is especially well done), the cards are nicely-sized and 
well-designed. The game also uses sound in an interesting and effective manner. Besides that, it plays a pretty wick- 
ed cribbage game! 

The game goes to the first winner of six 121-point games and permits in-process games to be halted and saved at 
any point (but NOT on the game disk due to the non-standard DOS). The program is unusually fast in its response, 
presents the scoring in an incremental, easy-to-follow form, and in the fast response mode is fast enough to warm the 
heart of even an experienced player. 

The game’s faults are few and minor: the character set for the cards makes the suits difficult to readily distinguish 
and there are an unusually high number of double-runs encountered in the hands (especially the computer’s). The 
program makes occasionally strange discards to the crib, but since it won 65% of the games played, who am I to 
argue? (The program has no error messages for wrong moves; instead, it just ignores your command.) The otherwise 
good documentation combines instructions for the game with a beginner’s lesson in how to play cribbage that is 
rather confusing and is not recommended as a means of learning the game. 

HI-RES CRIBBAGE is one of the slickest and best integrated of programs to come along for quite some time. If 
you don’t know how to play the game, the availability of this program is in itself a good reason to learn. 


CRIBBAGE Department: Entertainment 
Company: Rainbow Computing Sugg. Retail: $29.95 
Language: Applesoft/Assembly Availability: 6 
Hardware Requirements: 48K, ROM Applesoft, Disk Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 85 
VENDOR SUPPORT 79 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 80 *CHALLENGE 77 


*only applies to entertainment programs 


Rainbow Computing’s CRIBBAGE plays a good, steady game on a straightforward and neatly designed playing 
field. The cards are easily distinguishable as rank and suit designations, but are slightly on the small side and are not 
particularly arty. The board is of a standard rectangular shape, displaying the number of pips that each player has 
registered on his way to a 121-point single game. 

The internal (only) documentation is clear and complete, providing a good basis for learning the game initially. In 
this regard, it provides a number of example hands to show the initially difficult-to-grasp scoring process inherent in 
cribbage. Too bad that it wasn’t provided separately so that a beginner could refer to it during the course of a game. 

The computer's response is fast due to machine level algorithms that speed up the original Applesoft program. 
There were only a few bothersome quirks that don’t affect the playing algorithm. There is an occasional strange 
discard into the crib. The game uses no sound other than a single loud beep to indicate a GO. The computer senses 
GO in the player's hand as soon as one occurs, giving the impression that he’s peeking! And after each hand, the com- 
puter shows only the total score rather than the individual scoring elements. The deals seem to be well-randomized, 
with the nice touch of showing all 13 cards exposed at the end of a hand. 

All in all, the playing algorithm is quite good, neither better nor worse to any significant degree than in the com- 
peting cribbage game from On-Line Systems. In 10 games, the computer won five, compared to 11 out of 18 games 
(two out of three matches) with the other program. 
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CRAZY EIGHTS Department: Entertainment 


Company: Softape Sugg. Retail: $12.95 
Language: Integer Availability: 7 
Hardware Requirements: 24K Disk or Tape: Tape 
EASE OF USE 80 DOCUMENTATION N/A RELIABILITY 90 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 80 
VISUAL APPEAL 81 *CREATIVITY 80 *CHALLENGE 80 


“only applies to entertainment programs 


This Hi-Res graphic game pits one player against the computer, using a standard deck of cards. Each player must 
play a card of the same suit or number in turn. If you don’t own either of these two options, you must draw from the 
deck. Eights may be played at anytime to change suit or number. The object is to dispose of your cards before the 
computer does. The author provides a nice screen layout and adequate instructions for an enjoyable game. 


MILESTONES Department: Entertainment 
Company: Creative Computing Sugg. Retail: $19.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 70 


*only applies to entertainment programs 


MILESTONES is modeled after a French playing card game where one tries to complete an auto trip of 700 miles 
per each hand of cards. It is a one-player game played against the computer, wherein the first to score 5000 points 
wins, 

The deck consists of 101 cards of four types: Distance cards, which add mileage to your trip; Hazard cards, which 
can be played against your opponent to stop or slow him down (stop lights, flat tires, accidents, etc); Remedy cards, 
which can be used to counter your opponent's played hazard card; and four Safety cards, which make you immune 
to various hazards while playing your hand. 

During each turn, one plays cards to either speed one’s own progress and accumulate mileage, or to slow down the 
computer. You have seven cards in your hand. Cards that are useless can be discarded back to the pile. 

The game is nicely implemented with Hi-Res cards. Card players might find this game somewhat novel. 


BRIDGE 2.0 Department: Entertainment 
Company: Dynacomp Sugg. Retail: Disk $21.95 
Language: Applesoft Availability: 5 
Hardware Requirements: 16K Disk or Tape: Disk 
EASE OF USE 70 DOCUMENTATION 50 RELIABILITY 70 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 60 
VISUAL APPEAL 45 *CREATIVITY 65 *CHALLENGE 65 


*only applies to entertainment programs 


BRIDGE 2.0 plays a reasonable game of bridge while possessing two major advantages: 

1) The computer will bid in normal auction form. 

2) If you pass out a computer-made bid, the computer will play as the declarer, allowing you to sharpen your 

defensive skills. 

Do not expect master play or use of any bidding conventions; neither should you expect to learn bridge from 
scratch via this or any other current bridge program. The instructions in 2.0 tell you what it will and will not do in 
its bidding, but does not give you any insight into its play. (For example, it does not know how to finesse.) 

Avid Bridge players will probably find fault with BRIDGE 2.0, but the program should be entertaining for the 
novice to average player. 


BRIDGE PARTNER Department: Entertainment 


Company: Personal Software Sugg. Retail: $14.95 

Language: Integer Availability: 8 

Hardware Requirements: 16K Diskor Tape: Cassette Tape 
EASE OF USE 60 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 65 ERROR HANDLING 70 
VISUAL APPEAL 50 *CREATIVITY 75 *CHALLENGE 45 


*only applies to entertainment programs 


BRIDGE PARTNER by Personal Software was the first of several bridge-playing programs for the Apple. None of 
them play as strong a game, comparatively speaking, as do the chess programs. “Trik 1.0” makes fewer “mistakes” in 
this regard, but none play as well as basic bridge instruction books. They do, however, provide novice to in- 
termediate players an opportunity to practice aspects of their game. PARTNER does not support competitive bid- 
ding and will play only on defense; neither BRIDGE 2.0 nor “Trik 1.0” share these weaknesses (Trik even will res- 
pond to Blackwood!). 

BRIDGE PARTNER does offer excellent flexibility and has very desirable command features not found in the 
other programs. Specifically, PARTNER permits the last trick to be examined, any hand to be rotated to the South 
position, automatically plays a singleton, and, most importantly, permits a hand to be “claimed” if either the board 
or your hand is preferable. Special hands can be set up and played, and may also be saved to tape. Compared to 
“Trik 1.0”, the response speed of the play is much faster, but the all-text B&W display is not quite as nice. 

NOTE: “Trik 1.0”, referenced in this review, is a bridge program written by Jim Hilger for distribution by the Ap- 
ple Corps Puget Sound library. Although it was not reviewed, we understand there is a newer version, “Trik 1.1”, 
which has better algorithms. To the best of our knowledge, this program is yet incomplete and cannot play out the 
hand if it wins the bid. It only plays defense. We hope to review this version in a quarterly update. 


BRIDGE TUTOR (Basic Version] Department: Entertainment 
Company: APPLE Special Delivery Service Sugg. Retail: $40.00 
Language: Integer Basic Availability: 5 
Hardware Requirements: 48K ROM Integer, Disk Drive Disk or Tape: Disk (2) 
EASE OF USE 75 DOCUMENTATION 60 RELIABILITY 60 
VENDORSUPPORT WN/A PRICE/USEFULNESS RATIO 30 ERROR HANDLING 85 
VISUAL APPEAL 65 *CREATIVITY re *CHALLENGE on 


*only applies to entertainment programs 


BRIDGE TUTOR is a two-disk, two-version program for self-taught Bridge based on the American Standard 
(Five-Card Major) system. The Basic Version (which is reviewed herein) is intended for the beginning player and 
provides both instruction and quiz phases, using randomly dealt hands. It is not intended as a Bridge playing system. 

The menu-driven program can be used with either one or two drives. The instructional menu offers chapters on 
beginning Bridge, bidding, scoring, playing and selection of opening leads. Most of these options provide sub-menus 
for related aspects, using neatly formatted text pages and rather staid Lo-Res displays. The quiz phase, located on 
the second disk, offers questions on counting your hand, selecting opening leads against both no-trump and suit con- 
tracts. The Basic Version’s menu also claims that it offers practice on the Precision Club and Scientific Bidding 
Systems, but these options exist only on the Expanded Version; selecting them will result in bombing the program. 

BRIDGE TUTOR teaches a very constructive version of one of the more popular Bridge systems. In its Absolute 
Beginner phase, it is initially almost too basic, then jumps rather rapidly to a moderately complex level where the 
feedback to erroneous answers leaves much to be desired. The section on opening leads is rather well done, but in 
general the program leaves much to be desired as an instructional program; it is more an introduction to Bridge, 
rather than an exhaustive or even full treatise for the beginner. 

Suit-preference signals are not addressed at all, while the advertised treatise on the Jacoby Transfer is a mere so-so 
definition and descriptions of the Gerber, Blackwood, and Stayman methods are super-brief, to say the least. Some 
“correct answers” to the quiz phase are astounding: passing a 13 point hand with a good six card minor, plus pro- 
viding a lead hand which resembles a distributional nightmare, causes one to wonder how the declaring team could 
have reached their no-trump contract. At $40 for the Basic Version (and, of even lesser value, $60 for the Expanded 
Version), a lot of excellent, easily-read and far more complete books on Bridge can be obtained (although not at a 
Computer Store). 


ROULETTE Department: Entertainment 


Company: Softape Sugg. Retail: $19.95 
Language: Integer Availability: 7 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 80 REUABILITY so 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 85 ERROR HANDUNG 80 
VISUAL APPEAL 80 *CREATIVITY 81 *CHALLENGE 81 


*only applies to entertainment programs 


This Hi-Res graphics game can be played against the computer or with another player. It generates an attractive 
screen layout and requires use of light pen or keyboard. Bets up to $9 can be made on one to eighteen numbers. The 
author provides a table explaining the number of locations, numbers covered and odds. With two players, the game 
is interesting and enjoyable. 


CRAPS Department: Entertainment 
Company: Softape Sugg. Retail: $19.95 
Language: Machine Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 75 RELIABILITY so 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


CRAPS is a Hi-Res gambling simulation of a Las Vegas crap game. Players can place bets, play the field, passline 
and hardway rolls. There are two displays, inner and outer table. The dice rolls are animated on screen. The pro- 
gram allows the optional use of a light pen. 


SOLITAIRE Department: Entertainment 
Company: Programma Sugg. Retail: $19.95 
Language: Assembly Availability: 8 
Hardware Requirements: 16K Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 50 RELIABILITY 75 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 75 
VISUAL APPEAL 75 *CREATIVITY 60 *CHALLENGE 70 


*only applies to entertainment programs 


SOLITAIRE (a one person game, naturally) employs Hi-Res cards to play a standard or a casino version of the 
well-known, time-killing pastime. 

The displays are nice and the program appears to play a pretty fair game. However, this is the type of computer 
application derived from reality which prompts the question: “Why bother to computerize this one when it's easier 
to play in real life?”. 
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SHOOT-’EM-UP 
ARCADE GAMES 


BILL BUDGE'S SPACE ALBUM Department: Entertainment 
Company: Calif. Pacific Computer Sugg. Retail: $39.95 
Language: Machine Availability: 8 
Hardware Requirements: 32K Diskor Tape: Disk* 
EASE OF USE so DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 85 “CREATIVITY 85 *CHALLENGE 80 


*only applies to entertainment programs 


This is Bill Budge’s second game package. It uses the same 3-D graphics techniques for animation that he later of- 
fered in his 3-D animation package. His graphic techniques in Death Star and Tailgunner set a new standard in 
programming. The games themselves, which are mostly copies of arcade games, are more creative and challenging 
than his first package. The package contains four space games: 

(1) ASTEROID — Four levels of play; the object is to shoot asteroids apart before they crash into you. The ship is 
much too large and stationary. 

(2) DEATH STAR-—This game will be familiar to anyone who saw the movie “Star Wars.” You must guide your 
fighter through a 3-D simulation of the Death Star’s defenses. Moving ships attack from above and lasers fire 
inside the canyon. Armed only with a laser, one must reach the gun port to blow up the star. An outstanding 
simulation, 

(3) TAILGUNNER — 3-D like graphics, one player; you must shoot down opposing ships that bob and weave past 
your gunsight. 

(4) SOLAR SHOOTOUT — Two player game; your ships maneuver and fire at each other as they orbit around a 


star. 
CYBER STRIKE Department: Entertainment 
Company: Sirius Software Sugg. Retail: $39.95 
Language: Machine Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 50 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING so 
VISUAL APPEAL so *CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 


CYBER STRIKE is supposed to be the Apple equivalent to Atari's “Star Raiders”. While one wouldn't expect the 
same quality of speed or sound, since Atari uses two microprocessors and a four voice sound system, one would ex- 
pect a more facile game with respect to ease of play. 

The game has excellent Hi-Res graphics, both on the display maps and during battle sequences. The 3-D effect of 
ships attacking is excellent and fast. CYBER STRIKE chooses keyboard control over paddles because the game 
would need a joystick during the battle sequences, which would limit the market. The keyboard control (coupled 
with a lack of rangefinder and ships that appear too quickly and pass beyond your strike zone before your torpedos 
have a chance to reach their strike zone) make the game very difficult to play and frustrating for the beginner. 

The game is basically one where enemy ships in different quadrants of the galaxy must be destroyed. One travels 
through hyperspace to these distant quadrants, then engages them in attack after first finding them with short range 
sensors. A limited number of photon torpedos are available and there is a starbase for re-energizing and re-arming. 
The docking with the starbase is done quite well. 

In short, the game is conceptually good, with superb graphics; however, a few enhancements for improving play- 
ing capabilities could have been added to make it a more playable game. 


BLISTER BALL & MAD BOMBER Department: Entertainment 


Company: Creative Computing Sugg. Retail: $29.95 
Language: Machine Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 75 *CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


BLISTER BALL is an original arcade-type game that hasn’t yet made it to the arcades. The object is to shoot 
down a bouncing bomb, that progressively bounces lower with each succeeding bounce before it hits your movable 
laser base. To add to the difficulty, the walls begin to narrow after a while until one has no choice but to zap the 
bomb or get hit. Zap the first bomb, then two appear, then three, four and five. This is followed by five blister balls 
that don’t bounce, but are worth ten times as many points. Get under one and you have one shot. The game pro- 
gresses to harder levels with faster balls that bounce lower. The game can be played with paddles and one or two 
players. The two player version allows team competition or cutthroat play. Overall, it is a uniquely original game 
that requires good eye-hand coordination and nerves of steel on upper levels. You'll have a ball unless the ball of your 
trigger finger gets blistered (which seems to be the theme of this game, anyway). 

MAD BOMBER is a Hi-Res game where an enemy above you fills up ten bomb racks. When any one rack is filled 
with four bombs, it drops. The object is to move from side to side with your laser and zap the bombs either in the 
racks or as they fall. One must keep a pathway open to one side in order to occasionally rearm. One loses after ten 
bombs have hit the ground. This is meant as a one-or-two player game, in which you can either get bombed or rack- 
ed up (which seems to be in keeping with the theme of this game, while we're on the subject of themes. But, then 
again, who asked?....). 


PEGASUS ll Department: Entertainment 
Company: On-Line Systems Sugg. Retail: $29.95 
Language: Assembly Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 87 ERROR HANDLING 95 
VISUAL APPEAL 95 *CREATIVITY 30 *CHALLENGE so 


*only applies to entertainment programs 


PEGASUS II is the Apple version of the arcade game Scramble. It incorporates some of the smoothest and fastest 
Hi-Res horizontal scrolling to date. The object of PEGASUS II is to attack an enemy’s ground targets and defense in- 
stallations located on the landscape below your flying ship. The player is armed with laser cannon and bombs and 
has a limited fuel supply. As you fly over the enemy terrain, the enemy launches rockets at your ship. Flying dragons 
block your path to your refueling base, and birds and flying saucers attack in waves when you get further into their 
defense zone. There is even the inevitable tunnel defended by tunnel killers, but that is so far into the game that 
beginners won't see it for some time. 

Controllability is of prime importance in a game as fast as this. Our test-case players have had mixed reactions. In- 
itially, the game gives you a choice between joystick and paddle. The joystick mode (self-centering recommended) is 
definitely easier for maneuvering the ship up and down plus back and forth along the left side of the screen. 
However, activating the A and S keys for shooting and dropping bombs while holding a sensitive joystick with the 
other hand requires the dexterity of the renowned one-armed paper hanger. Firing has to be so rapid that one 
wonders if the keyboard will survive the pounding. Some players resorted to having their friend do the shooting 
while they manuevered the ship. A better solution would have them use the joystick buttons. On the other hand, it 
seemed easier for one person to use the paddle mode. 

The control change incorporates the space bar for toggling the ship to move forward and backward; hitting it 
again will stop movement. The paddle, which is very sensitive and uses only part of the range, is better for 
maneuvering through the asteroid field. One fault of the control system is that if your paddle is turned too far in the 
direction pertaining to the ground, one crashes repeatedly into the terrain before the ship is moved upwards again. 

The program is novel in that it allows you to generate your own landscape. Twenty-one frames can be created us- 
ing a paddle. They are assembled at random when the game begins. Defense facilities require that at least one third 
of the terrain be level. 

The game graphics are superb. The scenario is one of the longest of any arcade type game we've seen. The contest 
is somewhat difficult to control but definitely an addicting and worthwhile game. 
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BILL BUDGE’S SPACE ALBUM PEGASUS II 
GALAXY WARS Department: Entertainment 
Company: Broderbund Sugg. Retail: $25.00 
Language: Machine Availability: 7 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 70 RELIABILITY 95 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 90 
VISUAL APPEAL 85 *CREATIVITY 75 *CHALLENGE 90 


GALAXY WARS is an addictive Hi-Res arcade game where the object is to score as many points by steering a 
rocket into a collision with the invading aliens which are in constant movement across the top of the screen. The 
challenge is that one must maneuver through a moving asteroid field while the aliens fire at your ship. Of course 
when one defeats all the aliens in each round, the game gets progressively harder with more asteroids and more fre- 
quent enemy fire. Rather than a time limit you play until you have lost three ships. The only fault of the display is 
that the Japanese put the game in sideways. : 


SUPER STARBASE GUNNER Department: Entertainment 
Company: Applejack Sugg. Retail: $19.95 
Language: Applesoft in ROM Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION N/A RELIABILITY 85 
VENDOR SUPPORT 40 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 81 
VISUAL APPEAL 81 *CREATIVITY 75 *CHALLENGE 81 


*only applies to entertainment programs 


There are a lot of shoot-em-up games for the Apple, most of which leave something to be desired in terms of quali- 
ty. SUPER STARBASE GUNNER is one of the better ones. The program includes features that should be in all 
games of this type: a high score, up to 10 levels of play, well done Hi-Res graphics and sound effects as well as some 
strategy involved in playing. 

Aliens attack a starbase in pseudo 3-D space. With the help of a gunsight aimed laser one defends the Starbase. 
Control of elevation and azimuth is with two paddles or a joystick. Accurate fire is necessary at the zigzagging alien 
ships. Shoot em up fans should enjoy the program. 
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PULSAR Il Department: Entertainment 


Company: Sirius Software Sugg. Retail: $29.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 65 *CHALLENGE 75 


“only applies to entertainment programs 


PULSAR II is a two-game combination, PULSAR and WORMWALL. PULSAR is a take off of the popular arcade 
game, Star Castle. A pulsar starship is protected by three deep-level rotating shields. Your ship’s laser can blast apart 
a small section; however, when it does, an energy bubble is released that is attracted toward your ship. The object is 
to maneuver your ship to destroy these energy pods and blast a hole through the shields of the protected ship. 
However, once all parts of a ring are destroyed, it reforms and, of course, the pulsar shoots back through the gaps in 
its shield. 

Nasir puts your ship into a circular orbit that is direction-controlled by the two arrow keys. Pressing space bar 
causes the lasers to fire, but you can’t shoot twice without moving in between the ships because the energy bubbles 
are programmed to move straight outwards before orbiting. Nasir’s choice of taking out the free floating 
maneuverability of the spaceship that was in the original arcade game has relegated this version to a bland 
shoot-’em-up game. While lacking the excitement of an arcade game, it does offer a challenge in its upper levels, 
since the energy bubbles, once in orbit, actively chase your ship. The game’s Hi-Res graphics lack the detail of some 
of Nasir’s better creations. The ship is represented crudely and blanks out in several places as it orbits the pulsar. 

WORMWALL was offered to enhance the saleability of the package. There is a series of concentric corridors with 
moving gaps between them. Some openings exist permanently, others momentarily, as colored wall segments cross. 
Each corridor is protected by little monsters that try to catch and masticate you. The arrow keys control the direc- 
tion and the one and two keys determine whether you jump inward or outward. The object is to reach the center. 
Eight levels of play. 


GALAXY GATES Department: Entertainment 
Company: Magnasoft Sugg. Retail: $24.95 
Language: Machine Availability: 2 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING so 
VISUAL APPEAL 70 *CREATIVITY 70 *CHALLENGE 80 


*only applies to entertainment programs 


GALAXY GATES recreates the Star Castle arcade game for the Apple. The object is to attack an enemy starbase 
which is surrounded by rotating protective energy rings. The rings are three-layered; it takes several shots to 
disintegrate a section of them. However, if all parts of any one ring are destroyed, a new ring will reform. The base 
protects itself by launching deadly energy bolts programmed to home in on your ship. These can’t be destroyed, but 
must be outmaneuvered by your space ship until they dissolve back into the energy rings from which they came. The 
ship in the center of the star base will also shoot back once the gaps in the three-layered rings appear. 

Your spaceship is controlled by paddles. Paddle #0 turns the ship, with its button providing the ship’s thrust. Pad- 
dle #1 fires missiles. It is somewhat awkward to hold both paddles in one hand, but it is preferable to a keyboard fir- 
ing mode. The ship is very maneuverable, with an automatic slow down capability included as part of its steering 
flexibility. 

The game becomes harder at each successive level; levels are attained by destroying enemy starbases. The energy 
bolts become more numerous after reaching a higher level and are more deadly (with their greater speed) in seeking 
out your ship. The Hi-Res graphics have to be considered only fair because of the difficulty in determining at times 
which end of the ship is up; however, this package guarantees a semi-gala galactic gallop through garrisoned and 
gauntleted gates of Ganymedian game-playing. 
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SUPER INVADERS Department: Entertainment 


Company: Creative Software Sugg. Retail: $19.95 
Language: Assembly ’ Availability: 7 
Hardware Requirements: 24K Apple ll Diskor Tape: Disk 
EASE OF USE 90 DOCUMENTATION N/A RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 90 ERROR HANDLING so 
VISUAL APPEAL 85 *CREATIVITY 88 *CHALLENGE 85 


*only applies to entertainment programs 


SUPER INVADERS is exactly the same game as the popular arcade game of the same name. It is a one-player, Hi- 
Res game where one has to shoot down an advancing horde of hideous space invaders that are continuously shooting 
back. The left and right motion of your gun turret base is controlled by the game paddles. One shoots with the pad- 
dle buttons. Although one can hide behind four castles (at least before the invaders shoot them to pieces) and avoid 
combat, the invaders must be completely destroyed before they land. You are given three gun turret bases. It is an 
addicting game. 


MICRO-INVADERS Department: Entertainment 
Company: Programma Sugg. Retail: $15.95 Tape, $19.95 Disk 
Language: Assembly Availability: 7 
Hardware Requirements: 48K Disk or Tape: Both 
EASE OF USE 80 DOCUMENTATION N/A RELIABILITY 85 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 85 “CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 


MICRO-INVADERS is an updated version of the original Space Invaders. The invaders are now in color (alter- 
nating blue and red). There are nine levels of play from normal speed to hyper-fast. The paddle control is a bit slug- 
gish but allows multifiring by holding the button down. The graphics of the invaders isn’t as well done as the 
original by Astar International, but the colors measurably improve this version. 


STELLAR INVADERS Department: Entertainment 
Company: Apple Computer Co. Sugg. Retail: $20.00 
Language: Pascal [runtime] Availability: 9 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 90 DOCUMENTATION N/A RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 85 *CREATIVITY 80 *CHALLENGE 81 


*only applies to entertainment programs 


STELLAR INVADERS is Apple's version of the popular arcade game. The format of the game is similar to other 
versions available from Creative Software and Programma. This version employs a more varied set of graphic 
characters to shoot down as well as increased sound effects. Paddle response is, however, somewhat slower. 

Although written in Pascal, STELLAR INVADERS will run on either an Apple II or an Apple II Plus with or 
without a Language Card. 
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ASTEROID FIELD Department: Entertainment 


Company: Cavalier Computer Sugg. Retail: $24.95 
Language: Machine Availability: 2 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE $0 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO $0 ERROR HANDLING 95 
VISUAL APPEAL 85 *CREATIVITY 85 *CHALLENGE 95 


“only applies to entertainment programs 


The proliferation of Asteroid games over the last year has always left the Apple owner with that nagging question, 
“Why can’t someone write a version ‘exactly’ like the arcade version?” Your wish has been granted with Asteroid 
Field. This version is a faithful rendition of the game given the constraints of the Apple’s keyboard and paddle con- 
trols. For those that are new to the Apple or arcades, Asteroids is an addicting game where one navigates a space ship 
through a field of moving asteroids. The object is to score points by shooting these asteroids apart and destroy them. 
Of course, pieces of asteroids make the game more perilous and, in addition, there are two sizes of alien spacecraft 
that randomly enter the field in an attempt to destroy your ship. 

The game offers the player an option of using either keyboard control, paddle controls, or a combination of both. 
While the keyboard input (using “D” and “F” keys for rotation, the right and left arrows for thrust and firing, and 
the space bar for hyper-space) is the closest device for approximating the feel of the arcade, the keyboard does not 
respond quickly for fast-turning without using the repeat key. The easier method of control is paddles. One can con- 
trol the turning and firing with one paddle while using the button provided with the other for thrusting. [Another 
option uses only one paddle for steering, shooting and thrusting. The button, when pushed rapidly, fires, but when 
held down longer, thrusts.] The thrusting in ASTEROID FIELD, unlike others, is controllable. Subtle maneuvers 
can be performed because there is an automatic slowdown. One doesn’t need to worry about retrothrusting. 

The sound effects are extensive and one knows instantly when an alien ship appears. The scoring system is the 
same as the arcade; more points for hitting pieces of asteroids, 200 points for large ship, 1,000 points for small ship 
and an extra ship rewarded at 10,000 points. There is also an expert mode with only three ships provided instead of 
five, faster asteroids and more aliens. Definitely the best asteroid game and reasonably priced. 


METEOROIDS IN SPACE Department: Entertainment 
Company: Quality Software Sugg. Retail: $19.95 
Language: Machine Availability: 7 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 80 RELIABILITY so 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 75 *CREATIVITY 80 *CHALLENGE so 


*only applies to entertainment programs 


METEOROIDS IN SPACE is a Hi-Res, fast-action arcade game in which one steers his spaceship through a field 
of moving asteroids. The objective is to clear the asteroid field with your ship’s guns while scoring as many points as 
possible. Trouble is, the asteroids split asunder when hit, resulting in the field becoming dangerously crowded with 
smaller rocks. Your spaceship is steered and thrust is provided by one paddle. Besides being free-floating, it also 
possesses an option not included in the previous version: automatic deceleration. In the old version of ASTEROIDS 
in space, one had to turn and reverse thrust to slow down. Inevitably, rapid acceleration caused the spaceship to 
crash. There is also an option for auto-firing. This was included because the firing key (space bar) is awkwardly 
placed on the keyboard. However, we did find that paddle button #1 shoots the gun. The game has a hyperspace 
mode and a large, crudely-designed ship that fires at your spaceship. One has to watch carefully for the attack, since 
there is no sonic warning. The game is challenging. With its improvements, it comes closer in appearance to the ar- 
cade version. We would rank it second in a field of six similar games in this competitive area. 
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COSMIC COLLISION Magnasoft $19.95 


COSMIC COLLISION offers some nice improvements in the field of graphics games. Tumbling and/or spinning 
asteroids with a background star field are nicely-implemented. However, the stars make it difficult to determine 
where your shots are going. The ship, which is controlled by a paddle, maneuvers like a car. It isn’t free floating and 
consequently stops abruptly. Firing is implemented on the keyboard. Enemy ships attack more frequently than nor- 
mal as they commence shooting laser beams. One battles the ships at least one-third of the game. Overall, the game 
needs a better control system. 


APPLE-OIDS California Pacific Co. $29.95 


APPLE-OIDS uses apple-shaped asteroids in this version of the game. The ship is free-floating, with automatic 
deceleration and is paddle-controlled. It solves the problem of controlling movement at the end of the paddle range 
by allowing the ship to continue rotating. Included in this game are two enemy ships of differing sizes and 
hyperspace capability. The disk also comes with a Hi-Res version of BREAKOUT, called CHIPOUT. 















Asteroid Controls 
Shape . Steering Thrust Fire Hyperspace 
Small 
Asteroid Field & Paddle Button | Button Space 
Large #0 #1 #0 Bar 
Automatic ; 
Space Ba esd 
Small Non- 
Appleoids Apples & Paddle Number Number 
Large #1 Keys Ke 
Spinnin Two Paddle Button 
Cosmic Collision hedide Large Keys 
Rocks T #0 #0 
pes 
Paddle Button | Space | Number 
Small 
Planetoids & Paddle Button Keys Return 
Laro = #0 #0 Key 


NOTES: (1) ASTEROID FIELD includes alternative control modes. Autothrust mode — Button #0 when pressed 
rapidly fires, but when held down, thrusts. Also uses keyboard mode. 
(2) METEOROIDS IN SPACE also has keyboard mode. Auto fire and auto slow down can be disengaged. 
Button #1 (firing) is undocumented. 
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ASTERON Western Micro D $29.95 


ASTERON is the Canadian version of aesteroid games. It utilizes a paddle-controlled, free floating ship. A single 


enemy ship with hyperspace capability uses the space bar to fire. The graphics are good, but it lacks the fine feel of 
the arcade game. 


PLANETOIDS Adventure International $19.95 


PLANETOIDS incorporates a free-floating, paddle-controlled ships. Firing is done on the keyboard and ships of 
two differing sizes attack periodically, The game’s sound and graphics are crudely implemented. The game has an 
advanced option in which the asteroids are attracted to your ship. A restriction in this version is that when your next 
ship appears and any asteroid is in proximity to it, you can’t get a shot off before you collide. 





Movement 





Free Floating 
Auto ‘Siow Towns V. Good | Excellent | $24.95 


Free Floating 
Auto Slow Down| Good | V. Good | $19.95 
On or Off 


Free Floating 
Auto Slow Down V. Good | V. Good | $29.95 


Moves Like Car 
Stops Abruptly Good Good | $19.95 








Good- 
Free Floating Good V. Good $29.95 


Free Floating 
Auto Slow Down 











THE ASTEROID FIELD 
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THIEF Department: Entertainment 


Company: Datamost Sugg. Retail: $29.95 
Language: Machine & Applesoft in ROM Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 90 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 85 ERROR HANDLING $0 
VISUAL APPEAL $0 *CREATIVITY 80 *CHALLENGE 83 


*only applies to entertainment programs 


THIEF is a very good rendition of the arcade game, Berzerk. One enters a building whose rooms are guarded by 
robot sentries (sound familiar?). The object is to score points by killing all of the room’s robot guards within a given 
time, then advance to the next room through one of the four side doors. One’s time is limited, because sooner or later 
a bouncing killer ball will enter the room from the left side of the screen (shades of Raiders of the Lost Whatever! . . . 
A bouncing killer ball??? Geez ... what next?!). 

One guides the nerveless Hi-Res Hero through the room’s maze by using a joystick controller. Hitting a wall results 
in the loss of one man. You have four, altogether, so all’s not lost. One aims and shoots by holding down the firing 
button while aiming the laser pistol with the joystick. Releasing the button fires the pistol. This works very well on a 
spring-centered joystick because once the gun fires, you can release the stick and consequently remain stationary 
after firing. Players without this type of joystick will have to be careful to center the stick quickly or they will im- 
mediately move in the direction of fire and probably crash into the wall. Hard cheese! This tendency to become 
unglued can be overcome by practice, however. The game is easy at first, but after you accumulate over 700 points, 
the robots become quite deadly with their fire. Failure to clear a room completely will often result in a blocked door 
that you can’t reenter. The graphics are very good and the game is challenging at higher levels. But the question re- 


mains ... can’t we good guys ever win in these wild-and-wooly exercises in self-destruction? 

APPLE GALAXIAN Department: Entertainment 
Company: Broderbund Sugg. Retail: $24.95 
Language: Assembly Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION N/A RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 95 
VISUAL APPEAL 95 *CREATIVITY so *CHALLENGE so 


*only applies to entertainment programs 


Fast action arcade games have been improving steadily during the last year. APPLE GALAXIAN has set a new 
plateau in quality and speed on the Apple. It is an arcade game that many of us doubted could be run on the Apple II 
because of its speed. 

GALAXIAN is a variation of the Invaders Star Cruiser game family. An armada of colorful flying aliens, three 
deep at the top of the screen, is poised ready to attack. Your defense is a movable paddle-controlled gun base at the 
bottom of the screen. Suddenly, an alien peels out of formation, executes a loop and begins its attack, shooting con- 
tinuously as it swoops down on you while you attempt to destroy it before others begin their deadly run. If you miss, 
and the aliens disappear at the bottom of the screen, only to regroup back in formation for another attack run. The 
game is quite deadly since there are often several aliens, sometimes as many as six, attacking simultaneously and all 
doing loops and swirls, making them difficult to hit. 

You are given three gun bases to start with and another when you reach 3000 points. Although you can score a 
number of points just by killing the aliens while they wait in formation, aliens on the attack are worth three or more 
times as many points. In fact, the multi-colored alien commanders are worth anywhere from 100 to 500 bonus points 
when killed while attacking. Each time you decimate an entire invading fleet, a win flag is hoisted at the bottom of 
the screen. As scores get into the high thousands the aliens become especially vicious and unpredictable. This game 
can be considered as one of the truly addictive types. There are a number of people I know who got absolutely 
nothing accomplished during the first week after they purchased APPLE GALAXIAN. 
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ALIEN TYPHOON Department: Entertainment 


Company: Broderbund Sugg. Retail: $24.95 
Language: Assembly Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE $0 DOCUMENTATION N/A RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 95 
VISUAL APPEAL $5 *CREATIVITY $0 *CHALLENGE 95 


“only applies to entertainment programs 


ALIEN TYPHOON is a souped-up version of “Alien Rain” (a.k.a. “Apple Galaxian”). In this version, however, the 
alien army is more than twice as big and harder to hit. Each individual alien is smaller, with spaces inserted between 
their ranks. Although it is easier to dodge their bullets because the smaller enemy takes longer to reach the bottom of 
the screen, they tend to attack in larger groups. Sometimes there are as many as nine enemy swirling about you. The 
game is definitely harder with bonus ships being rewarded at 5,000 point intervals instead of 3,000 points. Control is 
by either keyboard or paddles. 


STAR CRUISER Department: Entertainment 
Company: Sirius Software Sugg. Retail: $24.95 
Language: Machine Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL 80 “CREATIVITY 85 *CHALLENGE 80 


*only applies to entertainment programs 


STAR CRUISER is an excellent high speed arcade game. The game is very similar to “Space Invaders” with the ex- 
ception that groups of three aliens break out of formation from the top of the screen and fly in an attack pattern 
toward your mobile space ship. The object is to kill off as many invaders as possible. Naturally, you get more points 
for those that are attacking you than the ones still sitting in formation. After clearing the screen twice, your ship 
travels through space until it encounters groups of attacking aliens that attack with greater skill. The graphics are 
very good in this game. This game is the predecessor to the Galaxian series “Alien Rain” and “Alien Typhoon” by 
Broderbund. 
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THIEF SUPER INVADERS 
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BUG ATTACK Department: Entertainment 


Company: Cavalier Sugg. Retail: $29.95 
Language: Machine Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 30 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 85 “CREATIVITY 90 *CHALLENGE 85 


*only applies to entertainment programs 


BUG ATTACK takes one to the whimsical world of garden bugs in this Hi-Res arcade shoot-em-up game. The ob- 
ject of the battle is to defend your garden of mushrooms, clover and flowers against vicious ants, killer millipedes, 
and destructive Medfiles. Your paddle-controlled spider can launch deadly stingers at the enemy insects, while they 
attack with daggers as they descend in insect-like fashion down the top of the screen. As one advances to harder 
levels, one must defeat the Master Millipede and the Queen of the Medflies. 

The animation is cute. The millipedes wind their way through the garden like caterpillars and the Medflies 
bounce around like flies (possibly because that is what they are). There is also a cartoon between levels that would 
amuse children for which the game is obviously intended. Sound is also an integral part of the game. The ants enter 
the screen to the tune of “When The Saints Go Marching In”, which in certain children’s circles is known as the 
“When The Ants Come Marching In”. Each insect has its own sounds. 

The graphics are smooth and the game is well-implemented. Playing difficulty is not a prime factor at the 
mushroom garden level, but one will have a nearly impossible time killing the Queen of the Medflies at the end. A 
good game, but one that can really bug you. 


STAR THIEF Department: Entertainment 
Company: Cavalier Computer Sugg. Retail: $29.95 
Language: Machine Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 75 RELIABILITY $0 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO so ERROR HANDLING 30 
VISUAL APPEAL 80 *CREATIVITY 85 *CHALLENGE so 


*only applies to entertainment programs 


In STAR THIEF the object is to guard a depot containing eight powerpods from attacking alien thieves. In this 
fast action arcade game for one or two players, these aliens enter the depot with their guns blazing. They split up, 
one attacking you while the other attempts to carry off a powerpod, or they both attack, hoping to kill your ship and 
during the two second interval before your ship reappears, get a head start stealing the pod for a breather an occa- 
sional enemy gobbler appears, but it must be killed before it eats your powerpads. 

The game is very playable and easily controlled using one paddle. The ship can be steered with the paddle and 
thrusted with its button held down, as in an asteroid game. The ship will automatically slow down and it can’t leave 
the depot or fly off the screen in a wraparound effect. Pressing the paddle button rapidly activates the guns. This 
control system works well and only takes a few minutes to get used to. Although there are other ways to do it, it was 
the easiest method to allow two players separate control. 

STAR THIEF is best played with two players against the computer’s thieves. As a two player game it requires 
cooperation and strategy to defend against a simultaneous attack of three aliens. As in the original arcade game 
RIPOFF the game is much easier to play and lasts longer with team play. 

The graphics, which are in color, are uncluttered and not very exciting. However it is an excellent fast action ar- 
cade game that gets faster and more diffcult as you accumulate points. It is a game that grows on you as you get more 
sklled, and it is one of the few games that friends can play as a team for hours. 
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BUG ATTACK STAR THIEF 
SPACE EGGS Department: Entertainment 
Company: Sirius Software Sugg. Retail: $29.95 
Language: Machine Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING so 
VISUAL APPEAL 92 *CREATIVITY 80 *CHALLENGE 30 


*only applies to entertainment programs 


SPACE EGGS is a variation of the Star Cruiser-Galaxian genre. In this colorful version, your three-stage 
spaceship attacks a group of swirling space eggs. Once an egg is broken, depending on which level you have attain- 
ed, either a spider, lip, wolf, or fuzzball attacks your ship. You have to kill these monsters with your guns as they 
dodge, swirl and weave. The top stage of your rocket has one gun, the second stage, two guns, and the booster two 
widely spaced guns. Each time you lose a stage of your ship, you start again at the lowest level. When you reach 
1,000 points, you can dock with a lower stage for a three-gun attack. The upper-level monsters prefer a fast 
kamakaze attack. The game is cute and challenging; those that like the Galaxian-invaders concept will enjoy this 
version. 


STARMINES Department: Entertainment 
Company: Softape Sugg. Retail: $29.95 
Language: Machine Availability: * 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 50 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 80 
VISUAL APPEAL 75 *CREATIVITY 50 *CHALLENGE 60 


*only applies to entertainment programs 


STARMINES is a mindless space game in which one attempts to blast a pathway through an asteroid belt. The 
player is given only a fixed amount of laser energy, but if one disintegrates the asteroids with enough accuracy to 
avoid collision, they can advance to one of four higher levels of difficulty. The graphic impression of travelling 
rapidly through space is effective, but as a game, one will tire of this scenario fairly quickly. 
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FALCONS Department: Entertainment 


Company: Piccadilly Software Sugg. Retail: $29.95 
Language: Assembly Availability: 3 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 70 RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 87 ERROR HANDLING 85 
VISUAL APPEAL 85 “CREATIVITY 80 *CHALLENGE 95 


*only applies to entertainment programs 


FALCONS is a remarkable and faithful version of the popular arcade game, Phoenix. The game has five levels of 
depth. It begins like any Galaxian game: formations of aliens peel off and attack (except these birds visually fly back 
up). In level two, they combine into a different formation with more cunning attack strategy. Levels three and four 
present you with rotating spiral targets which grow from small dots to large eggs that hatch into giant deadly 
Phoenix birds. Defeat these birds and you get to attack the giant mother space ship. It is protected by swarms of at- 
reer birds. Your object is to blast a hole through the hull into the central control room. Good luck; this game is a 

oozy! 

One can use paddles, joystick or even an Apple III keyboard. You're given three paddle- or joystick-controlled 
ships that move across the bottom of the screen. One of the joystick buttons shoots, the other creates the shields. 
Shield use has its penalty. One can’t move during its five second effectiveness and it can’t be reused for the same time 
afterwards. The problem is that these enemy birds are “intelligent”. They seem to know when you are most 
vulnerable, like when your shields drop off. The birds drop below the bottom of the screen and sometimes fly right 
into you from below. While this doesn’t seem fair and is frustrating, it makes it even more challenging. Also the 
amount of maneuvering room under the space ship is much narrower than in the real game. The birds are always 
too close and give you little reaction time. The screen in the arcade is very long from top to bottom and has plenty of 
room. Finally, there is one annoying bug in this early version. Sometimes a bird isn’t completely erased when 
killed during the attack on the ship. If this happens below the central core, the shape blocks the shots. Hopefully, it 
will be fixed before you read this. 

In summary, the game is very well executed and visually attractive (more so on the upper levels than on the first 
two). However, it is a very difficult game that can become frustrating after continuous and lengthy ignonimous 
defeats. 


GORGON Department: Entertainment 
Company: Sirius Software Sugg. Retail: $39.95 
Language: Machine Availability: 9 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 70 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL 90 *CREATIVITY 85 *CHALLENGE 95 


*only applies to entertainment programs 


GORGON is Nasir’s version of the arcade game, Defender. Armed with three laser armed ships, your assignment 
is to defend the Earth and it’s last remaining humans from four breeds of villainous aliens that materialize in the sky. 
Although most of the creatures are bent on destroying your ship, one bird- like creature, a gorgon, swoops down to 
the ground to steal humans. With a series of nicely timed keyboard moves, one must kill the kidnapping bird, catch 
the falling person in midair, and deposit him safely on the ground. 

Your ship is maneuvered over a scrolling battlefield with the two arrow keys for direction control. At the top of the 
screen, a sensor display, fed by orbiting satellites, shows the location of enemy invaders in relation to your ship. It is 
a useful tool, since one often flees from a screen full of monsters or from the floating mines that one creature releases, 
after which you need their location again for a future battle. The game is further complicated by the considerations 
of a limited fuel supply. Refueling is almost a game in itself as you maneuver your ship through twelve orbiting 
satellites to the mother ship. 

GORGON lacks the high speed excitement of the original arcade game, but instead offers the challenge of win- 
ning in a more strategy oriented game. Control, which is entirely by keyboard and takes a lot of practice, would 
have been better on a joystick. The keyboard controls require pressing the arrow keys constantly to key the ship in 
motion. Nasir’s graphics are superb. He has brought the monsters to life with flapping wings and bird-like sounds. 
The game will certainly offer players a challenge. 


SNEAKERS 

Company: Sirius Software 
Language: Machine 
Hardware Requirements: 48K 


EASE OF USE 30 DOCUMENTATION 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO $0 
VISUAL APPEAL $0 “CREATIVITY so 


“only applies to entertainment programs 


Department: Entertainment 
Sugg. Retail: $29.95 
Availability: 8 

Disk or Tape: Disk* 


RELIABILITY 95 
ERROR HANDLING 95 
*CHALLENGE 95 


SNEAKERS is a whimsical invader type game with eight separate groups of characters or targets at which to 
shoot. Its variety makes this program a cut above its predecessors. Perhaps the most endearing characters are the 
sneakers and the fangs. Sneakers are cute half-shelled characters with shoe-clad feet that move up and down as they 
scurry about the screen while attempting to land on your moveable gun turret at the bottom. There are creatures 
that move in a rocking pattern at the top of the screen, occasionally turning into fangs that plunge to the bottom in 
an attempt to pierce your gun. Flying saucers that shoot back, cyclops that move lower and lower on each horizontal 


pass, a meteor shower, and, finally, the deadly scrubs; all inhabit this game. 


Some of the creatures are easily defeated while others are dreadfully hard to destroy. If you manage to survive 
long enough to defeat each of the nine groups of creatures, you advance to a more difficult level.. The object of this 
game, like others of its type, is to score as many points as possible with six expendable ships. Highly entertaining. 


SUPER ARTILLERY Department: Entertainment 
Company: Rainy Tree Sugg. Retail: $25.00 
Language: Applesoft Availability: 3 
Hardware Requirements: 32K Disk or Tape: Disk 

EASE OF USE 90 DOCUMENTATION 80 RELIABILITY 85 

VENDORSUPPORT £55 PRICE/USEFULNESS RATIO 45 ERROR HANDLING 80 

VISUAL APPEAL 75 *CREATIVITY 50 *CHALLENGE 50 

*only applies to entertainment programs 
This is the classic artillery game where two gun positions separated by a hill, fire at each other. This time it is done 


in Hi-Res. With the wind direction in mind each player inputs a gun velocity and gun angle. The first to destroy the 


other wins the round. 
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DOGFIGHT Department: Entertainment 


Company: MicroLab Sugg. Retail: $29.95 

Language: Machine Availability: 5 

Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 85 RELIABILITY 90 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 95 
VISUAL APPEAL 70 *CREATIVITY 80 *CHALLENGE 85 


“only applies to entertainment programs 


DOGFIGHT puts you into the pilot seat of a jet fighter in a fast action Hi-Res arcade game for one or two players 
against the computer. What appears to be a simplistic game of shoot-down-a-dumb-computer-plane becomes a 
definite challenge as one advances from level to level and encounters an armada of attacking planes. Once a plane is 
shot down, whether yours or the computer's, the parachuting pilot must be killed before landing to prevent him 
from returning to the air in another plane. Each player is given four planes and the object is to score as many points 
as possible. Player control is either by keyboard control or by paddles. As a bonus, one can custom-design one’s own 
game. Multi-player games can be scored as a team. Any help above the sixth level of play should not produce a feel- 
ing of shame-faced chagrin on a single player's part; entail the aid of your partner, as point scoring becomes very dif- 
ficult in this stratified realm. 


TORPEDO TERROR Department: Entertainment 
Company: Continental Software Sugg. Retail: $24.95 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT so PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 60 *CHALLENGE 60 


*only applies to entertainment programs 


TORPEDO TERROR is a game of submarine warfare against convoy ships and destroyers. The object of this ar- 
cade type game is to torpedo as many ships as possible. This includes a destroyer, which turns and tries to ram you. 
From the sound of the sonar, which indicates distance, one sets the speed of the torpedo with the paddle. Launching 
torpedos and hitting ships is relatively easy on all levels; on advanced levels, you have only one chance to sink a 
destroyer by adjusting the bow of your ship by using the other paddle. 

The graphics, which consist of your view through a periscope, uses Budge’s 3-D package for screen animation. The 
graphics are very good, but the game concept needs work. 
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TORPEDO TERROR BATTLESTAR I 
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BOTH BARRELS Department: Entertainment 


Company: Sirius Software Sugg. Retail: $24.95 
Language: Applesoft Availability: 9 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 90 
VISUAL APPEAL 75 *CREATIVITY 80 *CHALLENGE 55 


“only applies to entertainment programs 


BOTH BARRELS contains two Hi-Res, shoot-’em-up games. HIGH NOON lets you be the gunman in a western set- 
ting. You must be quick on the trigger in order to shoot down various villains as they appear in windows, behind barrels, 
in the saloon, etc. You aim and shoot with the paddle. In DUCK HUNT, you shoot down ducks as they fly overhead. 
Your gun is stationary, so it requires only judging when to shoot to score a kill. If you get one, your dog will retrieve it for 
you. Although the game is cute and nicely animated, it basically offers little challenge. 


STAR WARRIOR Department: Entertainment 
Company: Broderbund Sugg. Retail: $24.95 
Language: Machine Availability: 8 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 30 DOCUMENTATION 75 RELIABILITY $0 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 80 
VISUAL APPEAL 60 *CREATIVITY 60 *CHALLENGE 65 


*only applies to entertainment programs 


STAR WARRIOR is another space shoot-’em-up game. Enemy drone ramships randomly attack the four layers of 
rotating defense shields that surround your base. By steering the direction of your ships’ guns, you must kill three 
enemy waves before they destroy your shields, then you. It is a game that requires no strategy, just accurate shooting 
and/or luck to defeat the enemy, for which you are awarded an extra ship. It is a simplistic game with little thought 
involved and mediocre graphics. 


BATTLESTAR I/STAR VOYAGER Department: Entertainment 
Company: Programma Sugg. Retail: $24.95 
Language: Integer Availability: 8 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION Self RELIABILITY 85 
VENDORSUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 90 
VISUAL APPEAL 81 *CREATIVITY 75 *CHALLENGE 80 


*only applies to entertainment programs 


BATTLESTAR I is a Hi-Res space battle game pitting the dauntless hero (you) against the abominable baddies 
(the Cylons). The object is to clear a path to the next quadrant by annihilating the barricading Cylon battle cruisers. 
In each quadrant you become involved in mortal combat with five Cylon battle cruisers and two battle stars. Points 
are scored for each hit. Lasers and missiles are sporadically fired at you as you maneuver your ship with either pad- 
dles or joystick. Your goal is to traverse as many quadrants in the allotted time as possible, combined with obtaining 
as high a score as possible. Fairly fun stuff, but one of the noisiest games on the Apple (which on second thought, 
may be the best source of fun for some). 

STAR VOYAGER is a Hi-Res shoot-em-up game where one must engage a fleet of enemy fighters and clean their 
clocks before being allowed to attack an evil city protected by mines and fighter escorts. It has five levels of difficul- 
ty. It is a rather simplistic game but can be fun and challenging at higher levels of difficulty, especially when you 
win and save not just the world, not just the Galaxy, but the entire universe from those noisome Cylons (so you 
think). 


EPOCH Department: Entertainment 


Company: Sirius Software Sugg. Retail: $34.95 
Language: Assembly Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 75 


*only applies to entertainment programs 


EPOCH is a pseudo 3-D space arcade type game. One’s patrol ship is assigned to kill as many alien ships and bases 
as possible before running out of time, ammunition or fuel. Control is implemented by joystick (spring centering is 
best, because any movement of your steering engines uses fuel). The paddle buttons accelerate and decelerate your 
ship while the space bar or simultaneously pressing both buttons emits a withering blast. 

It doesn’t take long to realize that by aimlessly chasing enemy ships, one burns fuel quickly (too quickly). Employ- 
ing simple tactics of cruising slowly leads to enough drifting within range, with many passing friendly bases for 
refueling and an occasional time portal for regaining time. In fact, if one became proficient, one could make a single 
game last for hours and score a very large number of points. It’s not that the game is that easy, but the ships don’t an- 
nihilate you when you are hit. Rather, they just subtract several hundred fuel points. 

The graphics are nice, although it is hard to tell bases from ships at a distance. Only when they get close can you 
tell which are targets. Of course, most targets shoot back. The reason we state that the game is pseudo 3-D is that if a 
ship moves off the screeri because of your steering and you try to lock sights with it again, it isn’t there. The program 
does not keep track of objects that have left the screen. Otherwise, objects approach in true 3-D fashion. 

EPOCH isn’t a game that one gets totally involved in, for it lacks the excitement of many of the faster arcade 
games. However, it is a fair game with good graphics and will please many space game fans. 


SPACE RAIDERS Department: Entertainment 
Company: USA Software Sugg. Retail: $29.95 
Language: Machine Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 70 RELIABILITY. 90 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 82 ERROR HANDLING so 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 70 


*only applies to entertainment programs 


SPACE RAIDERS is Paul Lutus’ version of Atari’s “Star Raiders” game. The object is to rid the 36-sector galaxy of 
aliens. After choosing an enemy occupied sector, one hyperspace jumps to it, then battles with one or more alien 
ships. The game is very playable, since one can use a joystick (also keyboard) to maneuver your ship within the 3-D 
sector. Your ship has shields and scanners. Unfortunately, the battle sequences, unlike the Atari version, are not very 
exciting. Although you can see your shots nearing your target, the alien’s return fire is blah. There’s no torpedo clos- 
ing in on your ship, just a ping on the screen followed by a brief Lo-Res color flash, and sometimes a message that 
some damage was sustained. The enemy ships don’t try to seek you out; rather, you chase them at various engine 
speeds, try to keep them centered on your crosshairs, and then destroy them. 

There is a time limit of 50 stardates to rid the galaxy of all aliens. About a third of the galaxy’s sectors have star- 
bases where one can reenergize. Most can only be reached after defeating the enemy in that sector. There are four 
levels, although it eludes this reviewer how one can set the level. I assume that if I advanced to a higher rank by 
finishing a game, the program would set a tougher level, although this isn’t made clear in the documentation. 

The graphics during the flight sequences are very good, the battle sequences fair to good and hyperspace se- 
quences poor. Overall, the graphics are solid. The game is fun and playable but not overly challenging. 
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ORBITRON Department: Entertainment 


Company: Sirius Software Sugg. Retail: $29.95 
Language: Machine Availability: 9 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 30 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 75 


*only applies to entertainment programs 


Seven alien drones take up their positions above an orbiting space station, protected only by rotating meteor 
shields. One by one, each a drone places a killer satellite in orbit around your space station. It becomes a matter of 
timing and aiming skills to draw a bead on the satellite through the gaps in your shield before it completes an orbit. 
At that point, your shields become ineffective as the orbiting satellite plunges into your station. You also have a 
chance to knock out the alien orbs through gaps in their rotating shields while their killer satellites slowly complete 
an orbit. Once you have destroyed the last remaining satellite, the drones will leave. Next, a space ship deposits two 
stationary missiles which you must knock out in the four or five seconds before they attack. At that point, you ad- 
vance to a harder level. There are seven levels, each having faster orbiting satellites and drones with better shields. 

The game is keyboard-controlled, with the #1 and #2 keys for gun positioning and the space bar for firing. One 
wonders what the shields are for, since they aren't effective against the enemy, but only hinder your firing direction. 
Of course, without them, there wouldn’t be any challenge. The game and graphics are average. 


TANK ATTACK Department: Entertainment 
Company: Synergistic Software Sugg. Retail: $20.00 
Language: Applesoft & Integer Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 55 ERROR HANDLING 75 
VISUAL APPEAL 50 *CREATIVITY 55 *CHALLENGE 60 


*only applies to entertainment programs 


TANK ATTACK is the classic one-on-one tank battle, fought on a choice of five types of terrain. They range from 
a completely open desert landscape to inner city battles, where one must avoid obstacles. Tanks can be maneuvered 
with a combination of paddle and keyboard controls. Tanks are guided with a paddle. Unfortunately, since the 
direction is directly related to the paddle setting, if one reaches the upper or lower limits, they can’t turn any further 
without rotating the paddle all the way to the other end. 

The graphics, which use the Budge 3-D graphics package, are only fair-to-poor with minimal background. Since 
the author used only the missile option and none of its 3-D capabilities, the package was apparently used only 
because the author was not familiar with Hi-Res graphics techniques on the Apple. 

DEATH RUN is the second game on the disk. One must run down evil gremlins with a pursuit vehicle that is 
steered by paddle control. The gremlins occasionally arm a bomb and chase you for 10 seconds. As you kill more 
gremlins, they dodge and run faster. You can only kill them with a direct hit; however, this is difficult to determine, 
since many of your collisions don’t kill them although they appear to be bulls-eyes. The graphics are B&W, incor- 
porating a jerky running stick figure and a pursuing auto. Sorry to have to attack this package, but this one goes in 
the tank. 





GAMMA GOBLINS COUNTY FAIR 


GAMMA GOBLINS Department: Entertainment 
Company: Sirius Software Sugg. Retail: $29.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Diskor Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING $5 
VISUAL APPEAL 85 *CREATIVITY 85 *CHALLENGE $0 


*only applies to entertainment programs 


The object in GAMMA GOBLINS is to destroy four successively more aggressive waves of attacking alien craft 
whose object is to separate your ship from your space station’s refueling dock. Your ship is steered from side to side by 
paddle control. Each enemy wave is preceded by several floating mines. They actually inhibit you in crossing from 
one end of the screen to the other during the last stage of battle unless they too are destroyed. If one can destroy the 
wave of invaders (they shoot back), then one advances to the next level. If not, you fight another attack group at that 
same level. Of course, you have to watch your fuel gauge, since you finally reach your moving base, you must ac- 
curately steer into the hole in its bottom center to be refueled. 

The second level is deadlier. After wiping out the front wave you reach their enemy saucer. It promptly releases 
three bug-eyed aliens that swirl about your ship and promptly do a number on you if you're tardy in the reaction 
department. 

This game has considerable depth of play and graphically is nicely done. It is modeled after the Astro Fighter ar- 
cade game. 


GUIDED MISSILES Department: Entertainment 
Company: Programma Sugg. Retail: $19.95 
Language: Integer Availability: 8 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 70 RELIABILITY 85 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 90 
VISUAL APPEAL 50 “CREATIVITY 50 *CHALLENGE 60 


*only applies to entertainment programs 


GUIDED MISSILES is a shooting gallery arcade-style game for two players. The paddle aims the gun and also 
steers the bullet to the moving target. It consists of a real-time simulation wherein you attempt to accumulate 50 
points before your opponent does. Targets range from a large clown face to a tiny rabbit. Not overwhelmingly ex- 
citing target-practice. You probably will have more fun with a quarter-driven edition in a movie theater lobby. 
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COUNTY FAIR Department: Entertainment 


Company: Datamost Sugg. Retail: $24.95 
Language: Machine Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


COUNTY FAIR is the most well-done shooting gallery game to date. The Hi-Res animation is cute and fluid. The 
object is to shoot as many moving targets as possible without running out of ammo. Bonus ammunition is indicated 
within a temporary target set just below the moving bonus targets in the box at the top of the screen. The hippity- 
hopping rabbits are an easy target, but the ducks move lower and lower until they gobble up 10 rounds of your am- 
mo. If you can clear all of the screen targets including the trees in the box, you get rearmed and provided with a 
screen full of new targets. It’s a fun game. 


SKYBOMBERS Department: Entertainment 
Company: Instant Software Sugg. Retail: $19.95 
Language: Applesoft & Integer Availability: 4 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 70 


*only applies to entertainment programs 


SKYBOMBERS is a Hi-Res aerial war game for two players. Each commands an opposing fleet of fighter- 
bombers. Their nations are separated by a big green mountain. The object is to destroy the enemy’s blockhouse with 
bombs while simultaneously defending your blockhouse from their bombers. Paddles control the change in altitude. 
Each plane can switch from bomber to fighter with a press of a key, unless a plane is penalized for crashing into a 
mountain or ramming the enemy’s aircraft, and one of his weapons is disabled until he makes one pass over the bat- 
tlefield. Planes can fight each other with bombs and missiles (the missile’s trajectory is determined by whether the 
plane is descending, level or ascending) and pilots parachuting to earth are fair game. 

Paddle control is rather sluggish making it difficult to do quick changes of altitude. While this sluggishness does 
not detract from the game it forces the players to anticipate their moves and adds to the challenge. The game is a bit 
drawn out and fortunately can be terminated before destroying your opponents. SKYBOMBERS would interest 
children more than adults. 
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BLITZKRIEG Department: Entertainment 


Company: Cross Educational Sugg. Retail: $15.00 
Language: Assembly Availability: 2 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION Self RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 85 *CREATIVITY 70 *CHALLENGE 75 


*only applies to entertainment programs 


BLITZKRIEG is another deja vu game that elicits thoughts to the effect: “Let’s see, what Atari home video game 
does this resemble?”. The excitement commences by discharging an anti-aircraft gun at flying aircraft which flit 
around at various altitudes on your screen. With gravity taken into account, the gun’s shells follow actual ballistic 
trajectories. Planes range from small fighters to bombers which drop bombs on your gun position. When a plane is 
hit, it shatters asunder, so that if another plane is very near, it explodes, too. Points are tallied by totaling up the 
number of planes hit versus the number of planes untouched within a given time-frame. The game lasts for 200 
shells. In the newer updated version, which is in color, the speed of the game can be varied. The user can also in- 
crease the difficulty by choosing more bombers than fighters. The self-documentation is no problem: somewhere, at 
sometime, you have played this game before. Merely recall the time you dropped a quarter in that arcade bomber 
game or saw the Atari version. However, games of this ilk certainly are still a wonderful diversion in the Hi-Res, 
shoot-’em-down world of the Apple. 


SUPER STARWARS/BAZOOKA Department: Entertainment 
Company: Programma Sugg. Retail: $24.95 
Language: Integer Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION N/A RELIABILITY 85 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 75 


*only applies to entertainment programs 


SUPER STARWARS is a good Hi-Res, shoot-down-the-attacking-space-fighters game. Equipped with a laser gun 
sight (preferably a joystick for this one), one attempts to destroy the enemy ships before they get close enough to fire 
on your energy shields. When your shields reach zero, your spaceship is annihilated. The more ships you destroy, the 
higher the score. There are nine levels of difficulty and three modes of firing. Perhaps the most challenging is firing a 
rocket at the enemy instead of lasers. In this mode, one fires the rocket then steers the rocket with joystick towards 
the enemy. It requires a sense of timing (and a kamikaze mentality) because the program takes into account the 
enemy's distance; thus, one can easily steer a missile far in front or behind the ship’s path. 

As “shoot ‘em up” games go, BAZOOKA is average. The program uses fair Hi-Res graphics and sound. With pad- 
dle control, the player shoots at tanks, fast jeeps, and slow jeeps while attempting to avoid hitting the U.N. trucks. 
This is a single player game geared for bazooka-crazed fanatics. 


BLOODY MURDER Department: Entertainment 


Company: Stoneware Sugg. Retail: $12.95 
Language: Machine Availability: 5 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 85 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 85 *CREATIVITY 70 *CHALLENGE 70 


“only applies to entertainment programs 


BLOODY MURDER is a two-player, Hi-Res game in which players on opposite sides of a room try to kill one 
another by throwing knives at each other. The game is awkwardly controlled by a combination of keyboard and 
paddle buttons; it should have been entirely paddle-controlled. Players move from side to side at the top and bottom 
of the screen in a perspective view. When a player is wounded, he utters audibly (via display), “Oops, you've got 
me!” then falls to the ground while blood spills from the Hi-Res corpse. A novel but sadistic game. Will keep cinema 
fans of the current werewolf/knifing/lust syndrome temporarily away from the movie houses and drive-ins. 


SABOTAGE Department: Entertainment 
Company: OnLine Systems Sugg. Retail: $24.95 
Language: Machine Availability: 8 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 80 RELIABILITY $0 
VENDOR SUPPORT $0 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 90 
VISUAL APPEAL 85 *CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


SABOTAGE is a Hi-Res arcade game in which the computer attempts to launch a parachute assault team to blow 
up your gun position. The main brunt of the attack is done by helicopter, although the computer also attempts 
several bombing runs during the assault. The object is to defend your gun as long as possible and to accumulate the 
maximum number of points. Each helicopter downed is worth five points and each paratrooper two points. 
However, each shot costs you a point. One has a choice of steerable or non-steerable ammunition. 

While it might appear to be a trivial shoot-'em-up game, it’s not — it is addictive. The level of difficulty increases 
with your score. Soon there are six to eight helicopters simultaneously dropping paratroopers. Hope is not lost even 
when the number of paratroopers on the ground approaches what is needed to destroy your gun. Accurate shooting 
at a soldier’s descending parachute will squash a man on the ground directly below. 

The graphics are extremely well done. Detail even extends to the spinning helicopter blades. A very enjoyable and 
highly recommended game. 


SABOTAGE 





ARCADE STYLE GAMES 


RASTER BLASTER Department: Entertainment 
Company: Budge Co. Sugg. Retail: $29.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 95 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 30 PRICE/USEFULNESS RATIO 100 ERROR HANDLING 95 
VISUAL APPEAL 95 *CREATIVITY $0 *CHALLENGE so 


*only applies to entertainment programs 


The sensation of playing an actual pinball machine is now available with the introduction of RASTER BLASTER. 
Bill Budge worked for over six months to faithfully reproduce the Bally's pinball game, Firepower. His attention to 
detail is astonishing. The rubber bands on the bumpers jump and the action of the claw mechanism and the spinners 
act like their electromechanical counterparts. Tilt has even been included for those who like to shake the machine. 

The paddle buttons activate the pair of flippers. The tilt mechanism and strength of the spring ball launcher is 
controlled by Paddle 0. Tilt is somewhat awkward using paddles, but works effectively on a spring-loaded joystick. 
The ball behaves amazingly like that of a real game. Except for an occasional freaky bounce, the ball is true. Aiming 
the shot is a little harder with the flippers than in the real game. Judging the strength of a shot is nearly impossible 
unless you trap the ball with the flipper. 

The game is for one to four players with two levels of play. On “easy”, the side chutes are closed, while in the 
“hard” mode, they close after you activate two sets of center targets. Filling all six center targets enables the 
RASTER BLASTER claws. Any balls shot into enabled claws are caught and the player is given another ball. If all 
three are caught, they are released simultaneously for multiple ball play. There are lane lights at the top, a set of 
targets on the right side and, of course, a spinner. 

Budge’s Hi-Res raster graphics are superb. He has included numerous sound effects to enhance the simulation of 
the newer electro-mechanical pinball machines. It is positively the definitive pinball game for the Apple. Hopefully, 
Budge will convert other popular arcade pinball games to the Apple. 





RASTER BLASTER FLIGHT SIMULATOR 


OBERTH’S GAME ROOM Department: Entertainment 


Company: Datamost Sugg. Retail: $34.95 
Language: Integer Availability: 3 
Hardware Requirements: 48K Diskor Tape: Disk 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 85 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 75 *CREATIVITY 70 *CHALLENGE 70 


*only applies to entertainment programs 


OBERTH’S GAME ROOM is a package consisting of Hi-Res games that Chris Oberth wrote nearly two years ago. 
Some of them can be considered classics. Probably the most popular of the group is STUNT CYCLE. It is an arcade 
game in which one does wheelies over hay barrels, then jumps over a row of ever-increasing buses. One controls the 
motorcycle by paddle manipulation. Wheelies are managed by twisting the paddle backwards suddenly. Speed is 
important on the jump because one has to land on the ramp on the other side. Missing the ramp causes a crash. The 
graphics are well-implemented using a character generator. A fun game for Harley-Davidson fans. 

DEPTH CHARGE is a game where one drops depth charges from a destroyer on lurking submarines. It takes 
practice to learn the timing in order to hit the submarines at the proper time. The object is to score as many kills in 
three slow passes across the screen before they torpedo you. One will tire of this quickly. Or get torpedoed quickly. 

PHASOR ZAP is a game where one uses paddles or joysticks to shoot enemy spacecraft with lasers. Enemy ships 
enter from the sides of the screen and slowly move towards the center. If they can reach a certain point near the 
center of the screen before you annihilate them, they can return fire and damage your ship. The enemy’s main ad- 
vantage lies in your not having a gun sight, requiring you to constantly fire in order to adjust your accuracy. For 
trigger-happy captains. 

Finally, in 3-D DOCKING, one gets to try to dock with a base at the other end of an asteroid field by navigating 
through the field. It is an awkward game involving two displays, side by side. One shows a cross-section across the 
top, the other a cross-section of the side. It is a keyboard-controlled game. The challenge is to visualize the positions 
of the asteroids and not collide with them as you slowly advance. The game is not very exciting, unless you’re an avid 
tyro astrogater. 


FLIGHT SIMULATOR Department: Entertainment 
Company: Sublogic Sugg. Retail: $34.95 
Language: Machine Availability: 6 
Hardware Requirements: 32K Disk or Tape: Both* 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 95 
VENDOR SUPPORT 90 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 95 
VISUAL APPEAL 95 *CREATIVITY 30 *CHALLENGE 80 


*only applies to entertainment programs 


Sublogic’s FLIGHT SIMULATOR is a real time, 3-D program that simulates a pilot’s sense of flying a plane using 
the television monitor as the pilot’s windshield for a visual field. The flight instruments are displayed on the lower 
half of the screen. The player actually flies by using keyboard or paddle controls to interact with a 3-D data set at a 
frame rate of between three and five frames per second. The plane follows aero-dynamic equations; thus you can 
land, take off, perform aerobatic maneuvers and play a wargame against a German fighter squadron. (The Ger- 
mans always get it in these air combat altercations, don’t they?). 

The program has recently upgraded from tape to disk availability. The disk version has several added options. 
There is now a bombsite view for accurate visual bombs-away on the enemy fuel depot. There is also a low level 
altitude indicator. An often heard complaint of the tape version was that it was impossible to determine when one 
crashed. That has been corrected by a flashing crash sequence and a reset procedure to start several seconds later. 
Also, one’s plane isn’t slightly crippled in a dogfight, but is really demolished, spiralling into a tailspin. No breaks 
here. In all, an excellent program, a new standard in 3-D simulation and a deservedly popular program. 
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COPTS & ROBBERS Department: Entertainment 


Company: Sirius Software Sugg. Retail: $34.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 70 *CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 


COPTS & ROBBERS is a Hi-Res treasure-hunt game played out in the mazes beneath a pyramid. The object is to 
escape from the pyramid; however, this requires first finding four jewels and a precious vase, and then returning 
them to the vault room. They are normally buried in the coffins of dead thieves, but some of these coffins actually 
contain killer mummies. A key is required to open the coffin; a mummy may then spring forth and attack you. For- 
tunately, if you have a killer stone in your possession, you can zonk the crazed thing. Unfortunately, you can only 
carry one item at a time. There is also a ghost located on an advanced level that steals the items you are carrying and 
frequently deposits them in the walls of various rooms. Definitely a strange-acting kind of spectre. However, with 
the aid of a nifty little magnet you may have acquired, you can regain possession of these items by pulling them out 
of the walls. A neat trick. Indiana Jones would do cart-wheels over this! 

The game has a very well-thought-out scenario. On the lowest level it makes an excellent children’s game. On this 
level the maze is relatively small and remains the same for all games. It consists of four screens by four screens, with 
a wrap-a-round feature. The graphics are somewhat rough and simplistic, although the objects — other than you (a 
dot) — are drawn in Hi-Res shapes. Movement is keyboard-controlled, using the arrow keys and the A and S keys. A 
single key press moves your dot a tiny distance, while a double press keeps you moving in that direction until stopped 
by another key. The space bar is used to pick up and drop objects. 

Advanced levels of the game feature a larger maze, which tends to have many identical rooms that will cause you 
to founder about and lose your bearings. The intricate design of the maze sections require too many keystrokes to 
negotiate corners rapidly while being chased by a mummy. A reasonable solution, especially for children, would 
have been to allow the player a choice of using a joystick or the keyboard. And about the ghost . . . since it invariably 
steals whatever you are carrying or whatever is in the room you are occupying, it is nearly impossible to carry an ob- 
ject very far before that klepto wraith lifts it from you. Bad news! 

Since it becomes very frustrating to achieve even part of your objective in a reasonable amount of time, children 
will tire of this hunt very quickly. Although adults have more patience, it probably is not a game that they would en- 
joy. In summary, if a child sticks to the lowest level, it will provide a very pleasurable challenge. And if an adult can 
overcome the effrontery of that pack-rat, absconding ghost, there’s a possibility of wending your way through the 
advanced levels with the loot and surviving (no mean feat!). 


SHUFFLEBOARD Department: Entertainment 
Company: Innovative Design Software Sugg. Retail: $29.95 
Language: Machine Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 85 
VISUAL APPEAL 70 “CREATIVITY 60 *CHALLENGE 60 


“only applies to entertainment programs 


SHUFFLEBOARD, a game usually played on the decks of ocean liners, has come to the Apple system. It consists 
of a Hi-Res contest in which two players, alternating turns, shoot a puck down a playing court using a cue with the 
object of landing on numbered spots. The players have a choice of trying to score themselves or knock their op- 
ponents’ puck off the court. The package includes the “Tally All” or “Cutthroat” versions of the game. 

One or two players can compete against the computer. The court is non-standard in its perspective dimensions. 
The first to score fifteen points wins. One adjusts the cue angle with the U and D keys, then presses the space bar to 
zip the cue across the board. A moving asterisk at the bottom of the screen determines the speed of the shot. This is 
done by pressing the S key in conjunction with the position of the asterisk. It isn’t very precise, since there is a lag 
time in the response. 

The computer can assume the role of the opponent on either one of two difficulty levels. Innovative design has in- 
tentionally attempted to make the computer's game imperfect; otherwise, it could always win. As a sports game, 
SHUFFLEBOARD is not very exciting and somewhat a disappointment as implemented on the Apple. 


BAKER'S TRILOGY Department: Entertainment 


Company: Softape Sugg. Retail: $25.00 
Language: Assembly Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 75 


“only applies to entertainment programs 


This disk contains three of Steve Baker’s Hi-Res games. BUBBLES is a variation of the familiar Asteroid game. 
Each bubble when hit breaks into smaller bubbles. There are four sizes, the smallest about dot size, which is difficult 
to hit. The gun which can be aimed by paddle control is stationary in the center. This game is, well, so-so. 

In the game of BURNOUT, the object is to steer a four speed race car down a straight track without colliding with 
one of several robot cars. You’re scored for the number of seconds your car survives. Control is via keyboard;- arrow 
keys for steering, number keys for speed. The game sounds simple but the computer cars attempt to box your car into 
a collision. The strategy is to keep shifting speeds to avoid them. Can be played with five people, each taking turns. 
Individual scoring. Good game. 

PLANETOIDS is an interesting variation of the asteroid type game. The object is to shoot the planets apart before 
they collide with you and to dock with a star base that appears at random for only a few seconds. Your ship is steered 
and thrust-controlled with one paddle. The guns continuously fire automatically . Graphics and sounds during ex- 
plosions are cleverly different than most other shoot-’em-up games. 


CASTLE WOLFENSTEIN Department: Entertainment 
Company: Muse Sugg. Retail: $29.95 
Language: Applesoft ROM Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 70 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 90 
VISUAL APPEAL 80 *CREATIVITY 80 ‘*CHALLENGE 80 


*only applies to entertainment programs 


CASTLE WOLFENSTEIN is the first game to combine an adventure scenario with a real-time, arcade-type 
game. The Germans are holding you prisoner in the dungeons of Castle Wolfenstein. A dying cellmate gives you a 
gun and ten bullets. The object is to find the war plans for Operation Rheingold and escape from the castle. 

As one wanders from room to room, one encounters various chests, patrolling guards and, sometimes, SS storm- 
troopers. Some of the chests contain items you need; a German uniform, a bulletproof vest, and, at times, even am- 
munition. The chests require time to open. You can replenish your supplies by searching the dead guards. 

Your protagonist is controlled by either keyboard, paddles or joystick. The joystick provides the best control 
method. Your player can be directed with ease with the joystick and, if it is self-centering, your player will stop 
when the joystick is let go. When button #0 is pressed, the joystick aims the gun. Button #1 is used for firing. 
Keyboard control is similar; however, it uses two groups of nine keys. The center key of the block of movement keys 
stops motion. The problem with the keyboard control method is that you must make sure your fingers are always in 
the right position. If you don’t press the stop key quickly, you will crash into walls. Paddle control is simply a 
disaster. Apparently, Muse has calibrated their game to work with a particular paddle. You’re supposed to be able to 
judge the direction of movement by marking the paddle. With both the TG and Apple paddles, it doesn’t work. 
Turning them very slightly shifts movement from straight-up to diagonal-right. Consequently, one is always going 
the wrong way; this is frustrating in a real-time game. 

The game is quite good and fun to play. There is some sound implementation for the guard’s voices — German 
vocabulary, of course. There is variety in this game, too, although the castle layout will stay the same until you 
escape or you choose to generate a new and random castle before escaping. This gives you a chance to learn or map a 
particular game. If you win and advance in rank, the difficulty factor increases. 


APPLE PANIC Department: Entertainment 


Company: Broderbund Sugg. Retail: $29.95 
Language: Machine Availability: Disk* 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 95 *CREATIVITY 80 *CHALLENGE 90 


“only applies to entertainment programs 


APPLE PANIC is an intriguing arcade game that is virtually identical to Space Panic. You are in a six story brick- 
floored building. The floors are interconnected by a maze of ladders. The object is to destroy the little apples that are 
chasing you by digging holes in the brick floors for them to fall into. Once an apple gets stuck in the hole, you have to 
knock it through the hole by beating it over the head. If you get to the apple too late, it may crawl out of the hole and 
get you. 

Movement control is by the I,J,K,M keys. Keyboard control is very responsive. The A and S keys dig and fill the 
holes, respectively. The game strategy is very simple. Lure an apple into a hole by letting it chase you, fall through 
the hole to the next level without injury, then climb back up out of the hole in order to hit it over the head. Kill off all 
the apples and you advance to a harder level. A Green Butterfly, which proves difficult to kill, can appear on some 
of these harder levels. In one of these levels, you confront the Mask of Death; a real bummer. You have three lives, 
but you can earn a bonus life. The game and graphics are exceptionally well done. 


CLOWNS & BALLOONS Department: Entertainment 
Company: Programma Sugg. Retail: $19.95 
Language: Assembly Availability: 7 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 30 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 75 *CREATIVITY 75 *CHALLENGE 75 


*only applies to entertainment programs 


This program is a popular adaptation of the arcade game Circus. The object is to catch one clown on one end of a 
movable teeter-totter and bounce the clown off the opposite end in order to pop the two rows of stationary balloons 
at the top of the screen. Points are awarded for each balloon. Of course, one has to position the teeter-totter correctly 
or one has a squashed clown. Cute Hi-Res graphics. Can be addictive if one is going for a high score. 





CLOWNS & BALLOONS APPLE PANIC 
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SPACE SHUTTLE LANDING Department: Entertainment 


Company: Harvey's Space Ship Repair Sugg. Retail: $21.95 
Language: Applesoft Availability: 3 
Hardware Requirements: 48K & Applesoft in ROM Disk or Tape: Disk 
EASE OF USE 65 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 60 
VISUAL APPEAL 70 *CREATIVITY 75 *CHALLENGE 75 


*only applies to entertainment programs 


This game is a simulation of the landing of the space shuttle. Actual flight equations are used in the simulation. 
Starting conditions are either random or can be held fixed for beginners. One must adjust the stick (angle of attack) 
and speed brakes in order to land on the runway. Once on the runway the shuttle must be braked to a stop. The view 
is a Hi-Res 3-D view of the runway from the air as the pilot would see the airport. All pertinent flight information is 
displayed at the bottom of the screen. The game’s graphics or animation frame rate is slow due to slow Applesoft 
routines. The time lag for hand-eye coordination causes one to over compensate adjustments to their angle of attack. 
The game would be better if rewritten in machine code. 


TRANQUILITY BASE Department: Entertainment 
Company: Stoneware Sugg. Retail: $24.95 
Language: Assembly Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION Self RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 85 *CREATIVITY 70 *CHALLENGE 80 


*only applies to entertainment programs 


Bill Budge’s lunar lander game is a Hi-Res arcade quality game in which the user adjusts braking thrust with the 
paddle and the pitch control using two keyboard keys in order to land on the moon. The terrain, shown in three 
segments that shift if one’s lander flies off the side of the screen, has several flat landing spots scattered between jag- 
ged peaks. The view shifts for a close-up of the landing site as the lander approaches the surface. 

The object is to land as many times as possible with the given fuel supply. The game incorporates some fine 
graphics. 


VOYAGER EXCURSION/SAUCER WAR Department: Entertainment 
Company: Programma Sugg. Retail: $24.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 16K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 65 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 80 
VISUAL APPEAL 75 CREATIVITY 70 CHALLENGE 70 


VOYAGER EXCURSION is a lunar landing game using paddles for maneuvering and thrusting. The object of the 
game is to land the Voyager on level terrain at a vertical and horizontal speed near zero. Of course, one must do this 
without running out of fuel. 

The game, which is in Hi-Res, has several areas in which bonus points are given for a successful landing. The less 
fuel used, the highest score attained. As the Voyager approaches the lunar surface, the screen shifts to a magnified 
view for precise maneuverability on the final approach, A landing on a hillside will cause the lander to roll down the 
hill ergo, avoid lunar hill sides. The game is nicely done but tends to be slow. (For a faster real time arcade game, see 
“Tranquility Base”). 


SAUCER WAR is a Lo-Res shoot-‘em-up game for two people. It is a three-year-old, non-sophisticated game. 
Consider it a bonus (but not for three-year olds). 


ALIEN LANDER Department: Entertainment 


Company: Sierra Software Sugg. Retail: $24.95 
Language: Assembly Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 85 
VISUAL APPEAL 85 “CREATIVITY 60 *CHALLENGE 70 


*only applies to entertainment programs 


In ALIEN LANDER, the player navigates his spaceship for a soft landing on an alien planet. Landing is accom- 
plished by adusting his thrust to slow the ship. The view is through the window of the spacecraft and overlooks a 
very clever, 3-D view of the alien landscape. One must save enough fuel to take off again. The Hi-Res graphics are 
very nicely done. 

The lack of maneuverability other than straight-up and straight-down tends to make this a somewhat tedious 
game after several tries. It is certainly better done than its predecessors, however. Definitely intended for plebes in 
Space Academy; advanced Tom Corbetts can finesse this challenge. 


DART ROOM Department: Entertainment 
Company: Data Most Sugg. Retail: $24.95 
Language: Integer Availability: 2 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 70 RELIABILITY so 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 80 *CREATIVITY $0 *CHALLENGE 85 


*only applies to entertainment programs 


DART ROOM is a Hi-Res game in which one to four players compete in throwing darts across the room at a dart 
board. The two-dimensional perspective consists of a stick figure in a dart room. The players control the speed and 
aim of the figure’s arms with the paddle. The button releases the dart. The player's arm must be in motion when the 
dart is released, thereby adding an element of difficulty. It is a game that isn’t too easily mastered and does not lead 
to boredom. A relatively high score is normally followed by a round of low scores in repetitive play. It does take 
practice to master the technique. DART ROOM is a fun game. 


LIGH! 
WHAT A HEADACHE ! 





THRILOGY — WILLIAM TELL DART ROOM 
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BREAKTHRU/ALIEN INVASION/ 


SUPER REVERSI 
Company: Programma 
Language: Integer 


Department: Entertainment 


Sugg. Retail: $24.95 
Availability: 6 


Hardware Requirements: Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION N/A RELIABILITY 85 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 65 *CHALLENGE 60 


*only applies to entertainment programs 


This game package contains three Hi-Res games. BREAKTHRU is a variation of the classic breakout/brickout 
game. If you can get your ball to ricochet between the outer wall and the bricks, you can score a plethora of points 
before it returns through a gap in the bricks to your paddle. 

ALIEN INVASION is a space game where one battles an alien saucer by discharging a movable ground laser. It is 
a timed game, with the object of accumulating as many points as possible. Points are scored for each strike, but 
blocks of 10 seconds are lost each time your laser is blasted. The decibel level of this game is ultra-high. It might hold 
a child’s attention for awhile (or maybe that of a rock-sound freak’s). 

SUPER REVERSI is a Hi-Res version of the popular board game, Othello. It is a contest consisting of pitting the 
protagonist against the computer. The game is played on an 8 by 8 board, wherein one captures opponents’ pieces by 
flanking them on both sides (either horizontally, vertically or diagonally). In this case, the pieces aren't removed; 
they are simply transferred to your possession. The object of the game, then, is to own the majority of pieces on the 
board at game’s end. SUPER REVERSI employs excellent graphics and is easy to use, but not too challenging. (See 
review for Reversal.) 


THRILOGY OF GAMES 
Company: On-Line Systems 
Language: Integer 

Hardware Requirements: 48K 


Department: Entertainment 
Sugg. Retail: $24.95 
Availability: 9 

Disk or Tape: Disk* 


EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 30 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING so 
VISUAL APPEAL 80 *CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


THRILOGY is a three game arcade package consisting of SMASH UP, BUSTOUT and WILLIAM TELL. 

SMASH UP is modeled after the arcade game Head On, where one scores points by steering a race car down lanes 
of a squared-off track as the car passes over the dots in each of the five lanes. Points are scored. There are four gaps in 
the lanes where one switches lanes. The car can be speeded up or slowed down with the paddle controls. The 
challenge consists of avoiding a robot car which runs against you in the opposite direction and is programmed to 
move into the same lane which you occupy. When all the dots are cleared, you get a bonus plus a faster opponent. 
With two bonuses you get two slow robot cars. Three bonuses, two fast bonus cars, etc. An addictive and highly 
recommended game. 

WILLIAM TELL is a cute but simplistic shoot-em-up game whose object is to shoot three apples off the boy's head 
and two off the tree for a perfect score. As the arrow is pulled back in the bow automatically, one releases the arrow 
at the appropriate time. If you miss .. . 

BUSTOUT is a black and white Hi- Res version of Brickout/Breakout. It has better sound effects and is slightly 
more challenging than its competition. 

NOTE: The Creativity and Challenge grades given above are for Smash Up only. The other two games would be 
rated between 50 and 65. 
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AUTOBAHN INTERNATIONAL GRAND PRIX 
AUTOBAHN Department: Entertainment 
Company: Sirius Software Sugg. Retail: $29.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 75 RELIABILITY 95 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 95 
VISUAL APPEAL 80 “CREATIVITY 70 *CHALLENGE 85 


*only applies to entertainment programs 


AUTOBAHN employing NASIR’s vertical scrolling technique is the most visually exciting race car type game 
available for the Apple. It is a one player version wherein one attempts to drive three expendable cars against the 
traffic down the Autobahn as far as one can go. While not very realistic, since the oncoming traffic doesn’t attempt 
to change lanes, it does offer a challenge. Your car, placed midway down the screen, is steered side to side by either 
paddle or keyboard control. With three speed levels and a variety of obstacles, including a firetruck, oil slicks, night 
driving in a tunnel, and a narrow bridge, only rapt attention will prevent crashes. Unfortunately, it is not a game 
that will hold one’s attention very long. 


DUAL RACE & SOLO RACE Department: Entertainment 
Company: System Design Lab Sugg. Retail: $21.95 
Language: Integer Availability: 4 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION N/A RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 70 *CREATIVITY 75 *CHALLENGE 75 


*only applies to entertainment programs 


DUAL RACE is a challenging auto race game for two players. The course, which has a constantly changing land- 
scape, is in Lo-Res. Each player competes against the other for high score by using paddles for acceleration and con- 
trol. Points are lost for driving off the course and none are scored while cars are colliding with each other. The game 
is fun but the graphics techniques are a bit dated. 

SOLO RACE is the one player version of the above game. It lacks the racing spirit of competition. It is available 
separately at the slightly less expensive price of $16.95. 


INTERNATIONAL GRAND PRIX Department: Entertainment 


Company: Riverbank Software Sugg. Retail: $30.00 
Language: Machine Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 95 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 80 *CREATIVITY 85 *CHALLENGE 30 


“only applies to entertainment programs 


INTERNATIONAL GRAND PRIX is a very realistic, Hi-Res racing game on a “Grand Prix” type course. The ob- 
ject is to run the selected number of laps in the least time. One is given a choice of automobile with five speed manual 
transmission and a specific amount of fuel. The race course is displayed from the driver’s perspective, with side 
markers of the roadway trailing off in the distance. As the car negotiates, the markers move towards the screen, pro- 
viding 3-D effect. 

The driver’s instrument panel includes a speedometer (with a reading of up to 200 mph), a gear shift indioator, 
tachometer, an edge detector which shows the relationship of the car’s front and rear wheels to each other and to the 
sides of the road plus lap times. Steering, accelerating and shifting is done entirely by one paddle. Pressing the but- 
ton accelerates the car. An automatic transmission will shift to the next higher gear at a certain speed but is in- 
capable of decelerating the car rapidly on a turn. With no brakes this is not the recommended technique. The 
manual transmission has to be hand shifted. When the RPM's are varmaxed, pressing the button rapidly will upshift. 
At lower RPM’s, this technique will automatically downshift. 

Warnings for all hazards or turns are given prior to actually seeing the turn. Obviously, you can’t do a hairpin 
turn at 130 mph without spinning the car out or running off the course. Hitting the outside marker costs time in ac- 
celerating from a standstill in addition to assessing fuel penalty. Also, running the engine at the red line burns ex- 
cessive fuel. 

With a difficulty level that can be varied from a car that sticks to the road like a vacuum cleaner to one that drives 
on ice, this game can be made as challenging as your driving ability. 


RETRO-BALL Department: Entertainment 
Company: Sierra Software Sugg. Retail: $26.95 
Language: Machine Availability: 4 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION so RELIABILITY 95 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 95 
VISUAL APPEAL 85 *CREATIVITY 75 *CHALLENGE 80 


*only applies to entertainment programs 


This game brings Air Hockey (or in this case Rocket Air Hockey) to the Apple. The game is designed for two 
players or just one against the computer. Each player has control of the puck only when it is on his side of the screen. 
The object is to steer the ball into your opponent's goal and score 10 points to win. 

The direction of the puck is controlled by paddles and there are only four directions: up, down, left or right. The 
paddle button fires the rocket for the duration of the press only while it is in your court. To keep the game moving, 
there is a penalty for holding the ball more than 5 seconds. Defense is straightforward, as one can deflect the puck by 
reverse-thrusting when it enters your court. Although the game is simple in theory, it is hard to learn to control the 
ball and master the game. Early attempts using a strategy involving wild random thrusts to score successfully appear 
to be only a matter of luck. The game does require skill to play. 

The game’s graphics are superb and the action is incredibly smooth and fast, thanks to a device known as 
VIDEOSYNC.™ This technique uses a wire that connects your Video Synchronization signal to the cassette port in- 
put. The program then knows when to draw and erase the Hi-Res screen. The result is smooth, unflickering 
graphics. All video messages are also done in nice marquee style at the top of the screen. In short, the game is nicely 
done. 


ROCKET COMMAND Department: Entertainment 


Company: Programma Sugg. Retail: $24.95 
Language: Machine Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING so 
VISUAL APPEAL 85 *CREATIVITY 85 *CHALLENGE 87 


*only applies to entertainment programs 


ROCKET COMMAND is the Apple version of the arcade game Missile Command, where you defend six cities 
from an enemy rocket attack with three anti-ballistic rocket bases. The control system is a joystick-controlled cursor 
which directs the destination for any rocket fired from one of the three bases. Selection of which base is done by the 
#1, #2 or #3 keys. Each has ten anti-ballistic rockets like the arcade game; after firing the first rocket, one can quick- 
ly reposition the cursor to fire repeatedly. 

The first attack is easy but soon the onslaught accelerates and missiles begin to split or MIRV. A satellite target and 
an enemy airplane that drops several nuclear warheads are included. As you advance into higher levels, intelligent 
missiles try to outsmart your defense system by hovering over your exploding anti-missiles. There is a pause between 
each attack wave or level to display the score and bonuses. 

The graphics are quite good in this version of the game. Although it lacks much of the color of the arcade game, it 
is the closest and best implemented of the five versions that have reached the Apple market. 


MISSILE DEFENSE Department: Entertainment 
Company: OnLine Systems Sugg. Retail: $29.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 85 *CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


MISSILES DEFENSE is a Hi-Res arcade game in which where you defend your cities from nuclear attack with 
three antiballistic bases. This version is more faithful to the original arcade game than Muse’s ABM. Armed with 10 
missiles per base, one quickly aligns a sight with either a joystick or keyboard controls, then fires from one of the 
bases. Like the arcade version, after firing the first missile, one can quickly set a target for the next missile without 
waiting for the first to hit. ; 

The first attack is easy to defend but soon either your missles run out or your bases are destroyed. The game pauses 
at the end of the attack to give you a breather while displaying your score and the number of cities left. Armed with 
new antiballistic missiles, you must defend your remaining cities against a second wave that include smart missiles 
and multi-independent reentry vehicles that split and fan out toward your cities. 

The keyboard option is for people lacking a joystick. This option, using nine direction keys, takes a little practice. 
Hitting the same key twice or three times moves the target faster, but this is barely adequate on the slow attack. One 
definitely needs a joystick for the fast mode, but there is a disadvantage involved in holding the joystick with one 
hand while choosing the missile base to fire with the 1, 2, and 3 keys on the keyboard. 

While many arcade purists will prefer this game over ABM, the missiles are too predictable. The game also doesn’t 
give you a chance to knock out a missile before it splits because the split appears from nowhere rather than splitting 
from an incoming rocket. 

The graphics and sound are well-implemented. The only thing lacking is the little ship that appears in the arcade 
version. 
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PLANET PROTECTOR Department: Entertainment 


Company: Magnasoft Sugg. Retail: $34.95 
Language: Assembly Availability: 2 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 65 ERROR HANDLING 90 
VISUAL APPEAL 85 *CREATIVITY 85 *CHALLENGE 80 


*only applies to entertainment programs 


PLANET PROTECTOR is another version of the Missile Command game. The graphics in this game have a very 
modernistic flair. The cities, explosions and even the sound routines take on a futuristic flavor. The game is fairly 
similar to the arcade version and requires a joystick. It does lack some of the advanced features, such as smart 
bombs, satellites and enemy aircraft. The game seems a little slow and is the most expensive of the group. 


ABM Department: Entertainment 
Company: Muse Sugg. Retail: $25.00 
Language: Applesoft Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 95 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 80 *CREATIVITY 85 *CHALLENGE 85 


“only applies to entertainment programs 


ABM, which stands for Anti Ballistic Missile, is the Apple version of the Missile Command arcade game. Your job 
is to defend six East Coast cities against massive nuclear attack, presumably by the Soviets. Your defense consists of 
five missile bases, some armed with two-kiloton warheads; others, five-kiloton warheads. As the incoming missiles 
begin their descent, one positions a target crosshair (a joystick is almost a necessity) and fires either of the two types 
of anti-ballistic missiles. The computer, depending on the crosshair’s position and range, decides which missile ac- 
tually fires. 

The strategy is to destroy kill the incoming warheads as early as possible, since they accelerate as they get closer to 
earth. There is also the possibility that some of the missiles are MIRV’s (or multi warheads) that split as they descend 
into six or more separate warheads, each armed for different cities. The game becomes harder as you score more 
kills. The onslaught of incoming missiles becomes intense and soon some missiles change course in midstream, while 
others carrying MIRV’s split, sometimes splitting again. Soon, as city after city is destroyed in massive fireballs, 
you're left defending one lone city and maybe one or more missile bases. By then you notice that all the missiles are 
heading towards your last city. 

This game makes nuclear war almost fun. For those who are always trying to impress their friends with their latest 
high score, which may cause doubt, this game writes the high score on the disk. The program also incorporates a 
paddle-adjust routine, otherwise it could prove difficult to reach all points of the screen with your cross-hair if your 
paddles or joystick don’t have a full range. 
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SNOGGLE Department: Entertainment 


Company: Broderbund Sugg. Retail: $24.95 
Language: Machine Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 65 DOCUMENTATION 80 RELIABILITY so 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 90 *CREATIVITY so *CHALLENGE so 


*only applies to entertainment programs 


This is a Hi-Res arcade game where you steer your SNOGGLE through the corridors of a ghost-infested mansion. 
The object is to score points by eating the dots in the maze of passageways. Trouble is that the ghosts will gobble 
your puckman if they catch him. However, there are four energizers near the corners of the mansion. If a ghost is 
following you and you can reach one, your puckman imbued with Popeye-like energy, becomes the hunter for five 
seconds. Killing a ghost is worth a considerable number of points. Unfortunately, ghosts are already dead so they are 
resurrected in the central corridor. If you can clear all the dots, then you advance a level. There are seven levels to 
conquer in the contest. 

Yes, this is exactly the “Pac-man” arcade game with the same cherry, strawberry and orange bonuses. The dif- 
ference is that control is by keyboard instead of joystick. Because the display fits better sideways, the Japanese utilize 
a sidereal display. There is an option to turn a small TV set on end with a corresponding change in keyboard control. 

The instructions warn that SNOGGLE is a very difficult game to play for beginners. Since no joystick option is of- 
fered, steering effectively requires learning precise timing to make the proper turns either down the correct 
passageways or to avoid the ghosts. It becomes a strategy game to learn the movements of the ghosts which are 
predictable rather than random. Eventually, one can find the most direct route for devouring all the dots on a par- 
ticular lever. Upper levels are more challenging. 

The game’s graphics are well done. It is a very clean but difficult arcade game that will keep dedicated players oc- 
cupied for hours. 


NOTE: SNOGGLE (joystick option) is now available for $32.95. The game is much easier to play but control is 
still sluggish. 


GOBBLER Department: Entertainment 
Company: OnLine Systems Sugg. Retail: $24.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 70 RELIABILITY so 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 30 
VISUAL APPEAL so *CREATIVITY so *CHALLENGE 80 


*only applies to entertainment programs 


GOBBLER is another version of the “Pac-Man” arcade game. The object is to steer your gobbler through the cor- 
ridors of a ghost-infested mansion. You score points by eating the dots on the maze floor but lose one of your three 
gobblers if a ghost catches you. However, if you reach one of four energizer dots near the corner, your gobbler 
becomes the hunter rather than the hunted for 10 seconds. Clear all the dots and you advance a level. 

This version has a much more involved maze than the original game and on lower levels the ghosts aren't so lethal. 
Although it is keyboard-controlled by four direction keys, it is much more responsive than its competitor, “Snoggle.” 
This version, although this reviewer wishes it had a joystick option, is very playable using keyboard control. It is a 
very good strategy game to learn the movements of the ghosts, which I’m sure is somewhat more predictable than 
random. Dedicated arcaders will take to this version. 


NOTE: The latest versions of GOBBLER have a joystick option. The game is much more playable. 
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SNACK ATTACK Department: Entertainment 


Company: Datamost Sugg. Retail: $29.95 
Language: Machine & Applesoft in ROM Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 82 DOCUMENTATION 70 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 85 *CREATIVITY 30 *CHALLENGE $0 


*only applies to entertainment programs 


SNACK ATTACK is a variation of the Packman arcade game. The object is to steer a winsome whale complete 
with rotating tail through corridors of a ghost-infested maze. One scores points by eating the dots on the maze floor 
(yum yum!). There are doors located in the maze that you can go through which the ghosts can’t and doors that they 
can go through that you can’t (turn-about’s fair play). The game starts at a slow pace, but picks up as you clear each 
level. Also included in this amazing mélange are three more different mazes, one for each of the first three levels. 

The game is quite responsive using the keyboard's four direction keys. The contest is supposed to include a joystick 
option, but it wasn’t available in the preliminary version that we tested. The graphics were good and in color. The 
game seemed more challenging than “Gobbler”, but less so than “Snoggle”. Now, if one were to combine the three, 


the “Gobbler” could have a Snack Attack after munching the “Snoggle” ... double yam yum! 

HUNGRY BOY Department: Entertainment 
Company: Astar International* Sugg. Retail: $29.95 
Language: Machine* Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE $0 DOCUMENTATION 70 RELIABILITY 95 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL $0 “CREATIVITY 30 *CHALLENGE $5 


*only applies to entertainment programs 


“Pac-man” arcade aficionados will love this version. It is an exact replica except that the screen is sideways and it 
lacks some of the bonuses of the “Pac-man” version. The maze and ghosts are identical and just as tough. Control is 
precise and responsive with either keyboard or joystick. HUNGRY BOY even points in the direction of your joystick 
command as he eats the dots. which is helpful when approaching intersections. A fine game. 
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POOL 1.5 Department: Entertainment 


Company: Innovative Design Software Sugg. Retail: $34.95 
Language: Machine Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE so DOCUMENTATION 85 RELIABILITY 95 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 95 
VISUAL APPEAL 95 *CREATIVITY 80 *CHALLENGE 95 


*only applies to entertainment programs 


To simulate the game of pocket billiards accurately with 15 balls and a cue ball bouncing around the table in real 
time is an incredible feat. The programmer's attention to detail is to be commended. He offers variable friction, 
strength of shot, type of English on the ball, and four types of pool (straight pool, eight ball, nine ball and rotation). 

On the break, or after one’s opponent has scratched, one can place the cue ball into position for the shot. Aim is 
accomplished by a paddle control. A dotted line with the shape of the cue ball’s position against the target surface 
(ball or cushion) is moved about the table. Once a target is chosen, control can be shifted for a finer aim before the 
shot is taken. While there is a lot of fine adjustment for timing during close shots, it is somewhat less accurate for 
shots across the table due to the geometry of the problem. 

Those who play pool regularly will find the dynamics or physics of the game amazingly accurate. Balls strike and 
bounce off each other according to Newton’s laws of motion. By adding a choice of nine types of English for a shot, 
one can control the final resting position of the cue ball as in the real game. A nice feature is that if one is practicing a 
trick shot and misses, the shot can be tried again with all balls in the same place. 

The graphics, which are excellent, can be used on either a color or black and white screen. One can toggle be- 
tween showing the balls with their numbers or in two colors. Actually, on a black and white screen, the colors show 
up as stripes and solids depending how good your monitor is. The game's instructions can always be reached by tog- 
gling the ESCape key. The game comes with a demo mode, with which you can break with the friction set to 1 
(minimal). The balls seem to bounce around forever until almost every ball is sunk. 


PHANTOMS FIVE Department: Entertainment 
Company: Sirius Software Sugg. Retail: $29.95 
Language: Machine Availability: 8 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 30 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 30 *CREATIVITY 85 *CHALLENGE 80 


*only applies to entertainment programs 


PHANTOMS FIVE is a Hi-Res arcade game wherein the object is to bomb targets with your Phantom fighter 
while flying over the enemy’s territory. The area is defended by batteries of anti-aircraft guns and squadrons of 
fighter planes that periodically engage your planes in combat. 

The view is from above the bomber with the ground scrolling beneath it. The pilot can steer the plane by paddle 
control as he maneuvers to avoid the enemy flak and adjust his bombsite over various targets. Various lettered 
targets are worth anywhere from 20 to 100 points, but bombing a POW camp costs you half your points, while a hit 
on a red cross hospital costs all your points. The paddle button releases each bomb. 

When the enemy sends up fighters, the view shifts to a forward view of the planes engaging your bomber in com- 
bat. Machine guns can be aimed and fired with the paddle controls as fighters bob and weave and shoot back. The 
longer you hold out the faster they come. A hit from one of these realistic-looking three-dimensional planes means a 
bullseye through your windshield and a lost plane. You have five planes to complete your mission. The level of dif- 
ficulty increases (more flak, faster fighters) for every successful pass over the target area. The player’s fighter drops 
to a lower level when a bomber is shot down. 

This game has excellent graphics. Nasir, who has previously written Cyber Strike and Both Barrels, has produced 
a very playable game. The game seems to alternate nicely between bombing and fighter modes to break what might 
be a repetitious game. 
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PHANTOMS FIVE POOL 1.5 


BOXING/LASER BLAST/LUNAR LANDER Department: Entertainment 
Company: Programma Sugg. Retail: $29.95 
Language: Integer Availability: 6 
Hardware Requirements: 32K Diskor Tape: Disk 
EASE OF USE $0 DOCUMENTATION N/A RELIABILITY 85 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 62 ERROR HANDLING 85 
VISUAL APPEAL 65 *CREATIVITY 65 *CHALLENGE 55 


*only applies to entertainment programs 


Three Hi-Res games have been put together in one package. BOXING is a simplistic two player game using pad- 
dles for control. Each player attempts to knock out the other with one kind of punch. The graphics for that program 
make use of a Hi-Res character generator for animation. In LUNAR LANDER, one tries to land on the moon 
without crashing or running out of fuel. One can adjust thrust until the vertical velocity approaches zero on landing. 
No horizontal velocity adjustments are involved. This game requires minimal skill. LASER BLAST is a shoot-’em-up 
game where one steers his rocket to a certain position with a paddle, aims the gun and attempts to shoot the diamond 
targets. Square targets block your shots in this timed game. All of these games were written two years ago and are 
therefore somewhat simplistic by today’s standards, which demonstrates the quantum leaps that continue to take 
place in the game-playing field on the Apple. 


BUDGE’S TRILOGY OF GAMES Department: Entertainment 
Company: California Pacific Computer Sugg. Retail: $29.95 
Language: Assembly Availability: 7 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 81 DOCUMENTATION Self RELIABILITY 81 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 45 ERROR HANDLING 81 
VISUAL APPEAL 81 *CREATIVITY 65 *CHALLENGE 60 


*only applies to entertainment programs 


BUDGE’S TRILOGY encompasses three games, all making extensive use of the Apple’s Hi-Res graphics: (a) 
NIGHT DRIVER — interesting use of Hi-Res graphics. Uses a paddle to stay on a rapidly changing course. Of the 
seven or so people that we used to test this game, most were able to obtain a maximum score at the highest level of 
difficulty very rapidly and were not interested in playing the game again. (b) PINBALL — Fast and good Hi-Res 
graphics result in a better than average pinball game for one or two players. (c) SPACE WAR — two players game us- 
ing a combination of paddle control and the keyboard (somewhat awkward). Though the Hi-Res routines are good, 
the game is only average. 
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DEMON DERBY [Hyper Head On) 
Company: Broderbund 

Language: Machine 

Hardware Requirements: 32K 


EASE OF USE 75 DOCUMENTATION 70 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 80 
VISUAL APPEAL 85 *CREATIVITY 75 


*only applies to entertainment programs 


DEMON DERBY 


Department: Entertainment 
Sugg. Retail: $25.00 
Availability: 6 
Disk or Tape: Disk* 


RELIABILITY 95 
ERROR HANDLING 80 
*CHALLENGE 85 


HYPER HEAD ON is another “Bang-Your-Bonzos” type game where you score points by careening down lanes of 
a square track while a nihilistic robot car tries to crash your vehicle. This version can be controlled either by 
keyboard or joystick. With its super-fast speed, joystick control is a welcome relief. Has a variable speed option, as in 
“Smash Up.” Graphics are much smoother and better done than either of the other two versions. 


FENDER BENDER [Head On) 
Company: California Pacific Computer 
Language: Machine 

Hardware Requirements: 32K 


EASE OF USE 70 DOCUMENTATION N/A 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 60 
VISUAL APPEAL 85 *CREATIVITY 70 


*only applies to entertainment programs 


Department: Entertainment 
Sugg. Retail: $24.95 
Availability: 7 

Disk or Tape: Disk 


RELIABILITY $5 
ERROR HANDLING 80 
*CHALLENGE 85 


This is a rendition of the popular arcade game where a would-be Smokey the Bandit scores points by navigating 
his car down lanes of a square track. The computer's car races against you in a deliberate attempt to crash into your 
car. Fun stuff. The player can change either one or two lanes at a time in the four gaps in the course by keyboard 
control. There is no speed control as in others of this type. (See review of Smash Up.) The game is a definite 
challenge but somewhat difficult to use with keyboard controls. As an added challenge one can disconnect their pad- 
dles for the game to run twice as fast (in which case, a hearty “Go for it, Suicide Seekers!” seems an appropriate 


epitaph). 
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ACTION & BUMPING GAMES Department: Entertainment 


Company: Creative Computing Sugg. Retail: $24.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 70 *CHALLENGE 75 


*only applies to entertainment programs 


This collection of six games includes three Hi-Res action contests and three Lo-Res bumping types. Included are — 1. 
OBSTACLE COURSE: One attempts to complete an obstacle course in the least time. Course includes climbing ladders, 
running across tires, etc. You must move through the red squares (Lo-Res) without missing any. Movement is keyboard 
controlled. 2. BUMPER BLOCKS: A Lo-Res game in which you try to hit moving red squares while avoiding blue 
squares. A game lacking in challenge and imagination. 3. HUSTLE: Object is to tag colored blocks by controlling a mov- 
ing blue line with keyboard controls. Passable challenge but a public domain game previously offered by Apple. 4. 
MOTO JUMP: The object is to propel a motorcycle over several cars or busses and land safely on the other side. You con- 
trol the speed of the Hi-Res car and the angle and/or height of the ramp. 5. MINE ROVER: One must guide a land rover 
across a mine field through columns of moving mines. Your vehicle moves horizontally by keyboard control. It is a dif- 
ficult game with a time limit. 6. ROAD MACHINE: Much like Night Driver of arcade fame, one guides his car down a 
road outlined by posts. There are many skill levels but the road seems much too narrow even on the easiest level, which 
consists of the straightest course. Paddle-controlled. 

Overall, the game package is average in quality but nonetheless a good buy for a beginning game collector. 
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PUZZLE & STRATEGY GAMES 


STRATEGY & BRAIN GAMES Department: Entertainment 
Company: Creative Computing Software Sugg. Retail: $14.95 
Language: Integer Availability: 5 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 60 DOCUMENTATION 80 RELIABILITY 80 
VENDORSUPPORT 70 PRICE/USEFULNESS RATIO 90 ERROR HANDLING 65 
VISUAL APPEAL 45 *CREATIVITY 65 *CHALLENGE 70 


*only applies to entertainment programs 


This collection of 11 programs varies from simplistic memory games to clever strategic games. They consist of: 
1. CHECKERS; Lo-Res, the standard checkers game against the computer. 2. SKINK; Lo-Res, a dice game against 
the computer— pure luck. 3. UFO; Lo-Res, fight against an alien ship. Since steering one’s own missiles and 
avoiding enemy shots is not player-controlled, it is a somewhat dull game. 4. BLOCKADE; Lo-Res, the classic sur- 
round game against another player or the computer. Has a speed up option, keyboard controls. 5. GENIUS; a trivia 
quiz game. 6. NUCLEAR REACTION; Lo-Res, a clever two player board game where players alternate placing 
pieces until the number of pieces on a particular square reaches critical mass and chain reacts to the surrounding 
pieces. Object is to destroy opponent’s pieces. 7. DODGEM; Lo-Res, a game where one must move all their pieces 
off the opposite side before your opponent (either computer or player). 8. DUELING DIGITS; Lo-Res, object is to 
repeat a sequence of letters. 10. MIDPOINTS AND LINES; Lo-Res,fun with lines, not to mention midpoints. 
11. TOES; create your own music using paddles. 

Overall, this game potpourri is a fair collection of programs for the beginning game collector and a bargain at 
$14.95. 


GOLDEN MOUNTAIN Department: Entertainment 
Company: Broderbund Software Sugg. Retail: $21.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 80 
VISUAL APPEAL 65 *CREATIVITY 70 *CHALLENGE 80 


*only applies to entertainment programs 


The objective of the game is to mine precious minerals, represented by different Lo-Res colored blocks from the 
mountain without causing it and the cabin sitting on the peak to fall. Each of the minerals has a different weight and 
value and one tries to employ engineering skills to cause as many minerals to fall into their shovel each turn as possi- 
ble. When one picks a block to remove, one must determine if the half-supported block above will have enough 
weight on it to hold it in place so that the rest of the mountain remains. In between turns, bandits rob the mountain. 
If you play the game right, the bandits will be forced to remove the block which causes the mountain to fall. This 
way, you will receive a new mountain without losing one of the three cabins you are allowed each game. If you col- 
lapse the mountain you lose all the points you have accumulated that turn. The red cursor that chooses the blocks is 
keyboard control. 

Those who would approach the game impulsively would see no logic and find the game a waste of their time. But 
for those who like to think their moves out or like logic puzzles, it is a clever game. 
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ROBOT WARS Department: Entertainment 


Company: Muse Sugg. Retail: $39.95 
Language: Machine & Applesoft Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 70 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 81 “CREATIVITY 85 *CHALLENGE 85 


*only applies to entertainment programs 


ROBOT WARS introduces the fascinating concept of programming a robot to battle against other warring robots. 
Like the ancient Roman gladiator matches, ROBOT WARS is their late 20th-century equivalent. 

The robot battles become the culmination of one’s programming ability. After the robots are sent into battle, the 
player no longer has direct control over the robot's battle tactics. Each robot’s micro-computer brain, which can 
hold a maximum of 256 instructions, has been previously programmed with a battle strategy plan. Once on the bat- 
tlefield, the robots (from 2 to 5 in number) rotate turns, each executing a single robot language instruction. Obvious- 
ly, the winner is the robot that runs the most effective battle strategy program. 

A typical battle takes place on a walled-in square field 256 units long per side. Thus, the only ultimate escape is 
death, with only one winner left. The two waiting robots, represented by Hi-Res figures that show the positions of 
the radar and gun port, begin scanning with their radar as they move to some arbitrary position on the field. Robot 
A spots the other and fires a shot. Robot B, sensing immediate damage, begins moving out of fire towards a wall 
while its radar is still scanning for his opponent. The first robot begins driving for Robot B’s last known position in an 
effort to cut down the scan time on its radar. B, lacking the intelligence to avoid the wall, inflicts more damage to 
itself upon collision. However, it sets its radar on a short scan, finds A and fires. The battle continues until one or the 
other is damaged 100% and a winner is declared. Scoring points are added or subtracted and logged in the robot's 
code. Robot battles can be dull or exciting, depending on the ability of the robots. But this wasn’t meant to be a spec- 
tator sport. Only players personally involved would enjoy watching two poorly designed robots represented as a Hi- 
Res square and circle shoot at each other. 


Each robot has an accumulator in which math is performed, a pair of index registers to help control the program 
flow, 26 memory registers and 7 input/output registers. These last registers store information like X and Y position, X 
and Y speed, the aim angle of gun and radar, amount of damage and length of time before a shell explodes. There is 
also a random number, generator register. The language is somewhat like BASIC’s syntax, but in logic is more like 
machine language. Statements like 0 TO SPEED V puts 0 in the vertical speed register. BTO RADAR means to take 
what is in memory register B and put in the RADAR register. IF RADAR — 90 GOTO TRAVEL means if the radar 
register is less than 90, then jump to a location in the code starting with a label called travel. 

The code is entered in a full-screen text editor. It can be saved to a source disk initialized by this program. The 
source code is then assembled with a cross-complier into machine language instructions. One can watch the 
assembly and control the speed by turning the paddle. 

The robot is then tested on a test bench before being placed in battle. Here you can watch the micro-computer in 
action, speed it up, slow it down, stop it, and look at any of the registers. The bench displays on the right side of the 
screen the counters for horizontal and vertical position and speed, radar, gun aim, shot fired, damage, accumulator, 
program counter and which register is being watched. This last item can be changed to suit your test. The paddle 
buttons are used to simulate the presence of another robot and to simulate damage to your robot in an effort to see 
how your robot will react in an actual battle situation. 

The program’s documentation is lengthy but quite clear and understandable. The author provides some simple 
robot examples for you to study but if you watch these fight you will soon realize that a good robot is much more 
complex. There is also a list of spare parts suitable for using in your first few robots. 

ROBOT WARS has a two-fold purpose. Of course, it is also meant to be a game, but it is also intended to be a tool 
for introducing and teaching an introduction to assembly language programming. I'm sure that even those that 
know little programming but are enthralled by robots will make an attempt to learn the language. However, be ad- 
vised that this program, especially for beginning BASIC programmers or non-programmers, is not easy to use. 
Assembly language and Robot language requires exacting and careful planning. Finding and ridding mistakes even 
with the help of a good debugger like their test bench is not a simple task when values are stored and used in various 
memory and operating registers. I have no doubts that this is an excellent program but I am also inclined to believe 
that many game enthusiasts will buy this language-oriented game and never use it after watching the demo robots, 
because they may find understanding and programming robots very difficult to master. It is not a simple shoot-'em- 
up game. 


THREE MILE ISLAND [Special Edition] Department: Entertainment 


Company: Muse Sugg. Retail: $39.95 
Language: Assembly Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 75 DOCUMENTATION so RELIABILITY $0 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 30 *CREATIVITY 80 *CHALLENGE 83 


“only applies to entertainment programs 


THREE MILE ISLAND is a game involving the complex simulation of a nuclear power plant. The ob- 
ject is to run the plant both safely and economically in a speeded-up, real time operation. As in any real 
simulation, problems occur and need fixing. Equipment in normal operation either breaks down or 
needs to be scheduled for repair. The backup systems need to be switched on-line. Inability to handle 
crisis problems due to your mistakes in operational procedure can easily lead to radiation leaks or even 
“Meltdown.” 

The game has many Lo-Res views of the system. These are real-time views which show news of the 
plant; on-off status of valves and pumps, coolant levels and flow in all pipes and systems, and internal 
radiation leaks. This updated version is done entirely in machine language, so that all views are now 
switched instantaneously rather than the fifteen or so seconds that it used to take to redraw each view. 
Displays also include status of operating pressures and temperatures, electrical demand and expected 
changes, plus operating profit and loss statements. There is a real-time clock that can be stopped for 
beginners who need time to respond to system changes like increased electrical demand. 

This is a very demanding game which that requires a technical mind to understand. The documenta- 
tion is thorough and explains clearly how an atomic power plant operates. There is a demo mode and a 
fast mode which allows you to view a meltdown from start to finish. This is one of the first and best 
simulations done on the Apple. 


RUBIK'S CUBE Department: Entertainment 
Company: Software Alternative Sugg. Retail: $19.95 
Language: Applesoft Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 70 RELIABILITY 65 
VENDOR SUPPORT 65 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 90 
VISUAL APPEAL 80 “CREATIVITY 60 *CHALLENGE 80 


“only applies to entertainment programs 


If you have a Rubik’s Cube that has frustrated you in trying to solve it, this program might be your salvation. One 
can enter the random start that corresponds to your “unsolvable” cube and let the program try to align the matching 
squares. While it can’t always solve it (it takes an exceedingly long time since the algorithm is in Applesoft), it can 
save you hours of frustration. The computer will then print a solution to the puzzle. 

This reviewer entered a puzzle for the computer to solve with only two changes made to the starting cube. I quit 
waiting for a solution after an hour. The system didn’t hang because it wrote to the disk periodically. I tried again 
and after 20 minutes found it had worked out 751 moves and it still wasn’t done. Several other attempts at solutions 
by others have proved that the algorithm isn’t reliable for solving a problem cube. Rubik’s Cube, which has now sold 
millions has nine small color squares on each of its six sides. It is constructed so that any entire row or column can be 
rotated to another side. One starts out with a solid color scheme on the six sides. After the sides are mixed up ran- 
domly, one attempts to return the cube to its original state. 

One doesn't need an actual toy cube to play. The graphics mode (a color monitor necessary, although the package 
also has a text mode which is harder to visualize) displays the cube from two views, three sides at a time. One in- 
structs the computer what cube face to rotate in which direction. One can masochistically create their own problem 
or ask the program for a random start. A game can be saved at any time for later play. 
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ANDROID NIM/SNAKE EGGS Department: Entertainment 


Company: Programma Sugg. Retail: $34.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 90 *CHALLENGE 60 


*only applies to entertainment programs 


ANDROID NIM is an extremely clever and cute version of the classic Nim game for two players, or one against the 
computer. Nim is a logic game involving removal of three piles of sticks. Each player takes turns removing one or 
more sticks from any one pile. The winner is the one who takes the last stick. 

By replacing the sticks with cute-looking, animated androids and representing the two opponents as laser-armed 
androids, you have a fun game especially designed for children. The game is controlled entirely with paddles. Turn- 
ing the paddles moves the indicator for selecting a row of androids; holding the mechanism down starts the sequence 
for actually removing the androids. Releasing the button and turning the paddle back to zero completes the turn. 
Correct and incorrect responses are indicated with shakes and nods of the android’s head. This game is definitely a 
fun game for the young at heart (and android lovers). 

SNAKE EGGS is an educational game that teaches young children division and multiplication facts, while at the 
same time teaching how to count. One or two children can participate. There is a Lo-Res playing board displaying a 
winding track interspersed with color dots (a color set is a necessity). The child adjusts the paddle for the number of 
dots he wants to move ahead. Yellow dots are to be avoided, since they can send you backwards. The view switches 
to three cute, Hi-Res, animated snakes who speak and roll the eggs, which determine how far you actually advance. 
The math problem is displayed and the child has a limited time to type an answer. If correct, he advances that turn; 
if incorrect, he retreats that number of squares. The object is to reach the other end first. The game is intended for 
2nd through 4th grade-level children. 


CROSS CLUES Department: Entertainment 
Company: Science Research Associates Sugg. Retail: $29.95 
Language: Applesoft Availability: 3 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 75 RELIABILITY so 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 70 *CREATIVITY 75 *CHALLENGE 80 


*only applies to entertainment programs 


CROSS CLUES is a two player crossword puzzle game in which players compete to uncover hidden words in an 
already formed (9x9) matrix. Each player is given a chance to guess a word. If he is right he can try again. If he is 
wrong, and any of his correct letters remain in place and, in addition, he must choose a consonant clue which the 
computer will provide if the letter exists in the puzzle. Since the object is to score 21 points first, it isn’t advisable to 
choose consonant clues that might help your opponent. 

There is an adjustable time limit to each player's turn. Limits can be adjusted at the start to allow beginners and 
experts to challenge each other. If the computer, acting as referee, believes one player is too good, it will often cut 
his time in half. 

The user interface is keyboard-controlled, with the period and comma keys used for moving two arrows, one for 
horizontal, the other for vertical, to the starting position of each word. An asterisk shows the position of each letter 
to be typed. The backspace arrow erases a mistyped letter. 

There are fifty puzzles on the disk. Unfortunately, once two players solve a puzzle and learn some of the words, 
the puzzle is useless for further competition. Overall, this game is ideal for teens or adults who want to compete in an 
intellectual game requiring both skill and luck. 
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ANDROID NIM CROSSWORDS 
CROSSWORDS Department: Entertainment 
Company: Softape Sugg. Retail: $25.00 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 90 DOCUMENTATION 85 RELIABILITY 95 
VENDORSUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 95 
VISUAL APPEAL 930 “CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


The CROSSWORDS program allows the user a choice of playing any of 24 supplied Hi-Res puzzles or creating 
one’s own puzzle for others to play. The puzzles on the disk vary from 12 to 15 squares each way. A cursor can be 
easily moved around the Hi-Res display grid to the top or left position of any word. The computer supplies a clue. 
You type your answer in the correct position on the puzzle. 

Crossword puzzles can be readily created and saved to a data disk. After the program is given the size (limits are 
15 x 15), the grid is displayed for letter insertion. One uses cursor controls for correction, with the return key supply- 
ing a black space for a blank. When finished, the computer then paces through the words, prompting you for clues. 

Although the program is well done and has a nice Hi-Res presentation, entering a puzzle requires a finished puzzle 
to start with. The computer cannot help you design a puzzle from a list of given words. The program has excellent 
error checking and will prevent you from inputting words that don’t fill the space properly, and, like all crosswords, 
won't inform you that the answer is incorrect. There is a print routine to either print or display on the screen your 
completed puzzle for checking or for use by cheaters. 


CUBIC Department: Entertainment 
Company: Powersoft Sugg. Retail: $9.95 
Language: Integer Availability: 6 
Hardware Requirements: 32K Disk or Tape: Tape 
EASE OF USE 80 DOCUMENTATION 70 RELIABILITY 90 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 90 
VISUAL APPEAL 80 *CREATIVITY 81 *CHALLENGE 85 


*only applies to entertainment programs 


The author has written a very creative and challenging 3-D version of Tic Tac Toe. This Hi-Res graphics game 
consists of four planes, each plane being four rows deep and four rows wide. The object of the game is to place four 
tokens in a row or diagonally along any 3-D plane. The game may be played against the computer or another player. 
Fun complexity. 
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CARTELS & CUTTHROATS Department: Entertainment 


Company: Strategic Simulations Sugg. Retail: $39.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE $0 DOCUMENTATION 95 RELIABILITY 95 © 
VENDOR SUPPORT $0 PRICE/USEFULNESS RATIO 95 ERROR HANDLING 95 
VISUAL APPEAL $0 *CREATIVITY * *CHALLENGE 72 


*only applies to entertainment programs 


CARTELS & CUTTHROATS is a business management simulation game that is suitable for high school and col- 
lege business administration courses. The game can be played with up to six players, five of which can be computer 
players managing their own companies. 

Each player, acting as company president, is expected to make decisions on eight aspects of company operation — 
units of production, units of raw material to purchase, selling price, advertising and research costs, new loans and 
whether to build new factories. Memorandums advising you of possible wage strikes, availability of new loans at 
better interest rates, time saving production costs, etc., must also be acted upon. 

Numerous economic and company reports are available to help make decisions. These reports can either be 
viewed by all players simultaneously, each player individually during his turn, or sent to a line printer for classroom 
or hemework distribution. The game can also be saved at the end of any quarter. 

The summary news wire lists the Gross National Product and Consumer Price Index in addition to the number of 
units sold, price and total revenues for each company in the industry. Each player additionally receives a profit and 
loss statement, a balance. sheet, sales report which covers sales, performance and consumer preferences, a produc- 
tion report explaining costs and inventory, and finally a market summary comparing all the company’s sales. A year 
end annual report is generated to enable you to compare your success or failure for each business quarter. 

Numerous business scenarios can be chosen that range from beginning to advanced. One can choose a business 
climate where the economic savings, inflation and raw material costs are relatively stable or one where prices swing 
dramatically. One can choose a product type that ranges from necessities through mixed goods to luxury goods. Also, 
the levels of chance can be specified. In addition, players can choose their level of difficulty. A beginner is not 
penalized against advanced players, but is actually given hints to improve his profits. 

The game is excellent for developing business strategy since all the drudgery of calculations has been removed. It 
teaches through immediate feedback which policies are successful. The bottom line is market share and net profit. 

The game was designed by a systems simulation expert and a holder of a Masters in Business Administration. The 
model includes the relationships between economic environment, production management and market forces. It in- 
cludes the laws of supply and demand, price elasticity, market price equilibrium, advertising and product differen- 
tiation’s effect on sales, inflation, the GNP, CPI and disposable income factors. 

CARTELS & CUTTHROATS is exceptionally well presented through extensive documentation which serves as a 
primer for business theory. It is worth reading as a solid base for making your own decisions during the game. All 
reports are presented in a pleasing font on the Hi-Res screen. They are readable and well-formatted. In all, an ex- 
cellent game. 


GOMOKU Department: Entertainment 
Company: Softape Sugg. Retail: $19.95 
Language: Both Availability: 7 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 75 RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 75 *CHALLENGE 77 


*only applies to entertainment programs 


The object of GOMOKU is to place five of your markers in a row either horizontally, vertically or diagonally on 
the board provided. Playing against the computer, you choose from the following levels: beginner, intermediate, or 
advanced. The aforementioned procedure may seem simple, but don’t be deceived by the directions. The player 
must play defensively as well as offensively against the computer. The program provides a challenging game by forc- 
ing you to set up the appropriate moves. GOMOKU is a game that provides much mental stimulus. 


354 


WALL STREET Department: Entertainment 


Company: CE Software Sugg. Retail: $24.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K, ROM Applesoft Disk Drive (3.2 or 3.3) Disk or Tape: Disk* 
. EASE OF USE 60 DOCUMENTATION 70 RELIABILITY 80 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 70 *CREATIVITY 60 *CHALLENGE 55 


“only applies to entertainment programs 


While there are several quite good Public Domain stock market programs, this one offers several unique features, 
such as selling short, inside tips, leverage, and the ability to borrow against one’s net worth. Stock Market permits 
one to nine players to race each other in being the first to parlay his initial $10,000 worth of investment funds into 
$1,000,000 by buying and selling on the market each day of the trading week. The solitaire version isn’t played 
against the computer, but can nevertheless be an interesting game. Any game may be saved at the close of business 
on each Friday, after all loan interests, tip fees, and brokerage commissions have been paid off. 

This all-text game presents a “daily” financial paper consisting of five pages, plus an additional page for each 
player for specifying his portfolio and current status. The four pages of stock listings are grouped into six types of in- 
dustries, and can be printed on hard-copy on a daily basis so that players can plan their strategy in advance; a good 
idea, since one indecisive player can slow the game down to an agonizing crawl. Players alternate in making their 
decisions, always getting at least one chance to buy or sell during each day, and usually enough opportunities to 
complete all the transactions they wish. (The game would be better-structured if each player made ALL his transac- 
tions before passing control to the next player in order to speed play.) 

The only significant shortcoming in this otherwise pleasant-enough game is that, in a one-or-two person game, a 
player has too much leverage with the stocks that he has bought or sold and, therefore, can seldom go wrong. On the 
other hand, in a multi-player game, such leverage and the 100% of net worth borrowing power will soon result in an 
aggressive player's winning a permanent seat on the stock exchange, while the others must turn in their keys to the 
executive washroom. 


DYNAMAZE Department: Entertainment 
Company: Powersoft Sugg. Retail: $14.95 
Language: Integer Availability: 5 
Hardware Requirements: 32K Disk or Tape: Tape 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 80 *CHALLENGE 85 


*only applies to entertainment programs 


DYNAMAZE is a two-person real time game where the object is to maximize your score by bouncing as many balls 
into your goal as possible. To help guide the balls, one controls the motion of a cursor which builds or erases walls 
that deflect the balls. If the cursor moves across a blank area, it builds a wall, while if moved across a wall, it erases 
it. A good strategy would be to build walls that form a guideway towards your goal. Unfortunately, your opponent 
would erase your walls before you finished. 

The scoring system penalizes you for randomly drawing walls. You lose a point for each unit of elapsed time your 
cursor was in motion. You also lose a point for each unit of elapsed time. Thus, to maximize your score, one should 
try to capture as many balls (100 pts. apiece) in the minimum amount of time with a minimum of wasted motion. 

This Hi-Res game has a variable speed control. It also has a reversible mode to allow the players to either review 
portions of the game or restart the game at an earlier point to explore alternate strategies. This is an easy game to 
play but a hard game to play well or even master. 


ASTRO-WORD SEARCH Department: Entertainment 


Company: Program Design Inc. Sugg. Retail: $14.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 16K Diskor Tape: Tape 
EASE OF USE 75 DOCUMENTATION : 75 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 80 
VISUAL APPEAL 65 *CREATIVITY 60 *CHALLENGE 70 


*only applies to entertainment programs 


This is an “imbedded” word game. Its object is to find the names of countries that are mixed up in a maze of let- 
ters. The words can be found either horizontally, vertically, diagonally, and forwards or backwards. 


ULTRA BLOCKADE Department: Entertainment 
Company: Powersoft Sugg. Retail: $14.95 
Language: Integer Availability: 5 
Hardware Requirements: 32K Disk or Tape: Tape 
EASE OF USE so DOCUMENTATION 80 RELIABILITY 85 
VENDORSUPPORT 70 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 75 “CREATIVITY 50 *CHALLENGE 60 


*only applies to entertainment programs 


ULTRA BLOCKADE is a two-player, real-time strategy game wherein the players control the construction of a 
growing wall via four direction keys on the keyboard. The object is to avoid crashing into walls or the edge of the 
screen. The strategy is to force the opponent out of maneuvering room; in other words, surround him. 

This version, in Hi-Res, can also be played against the computer at three different levels. The speed of the game 
can be varied by paddle controls. The program also has a reversible mode for reviewing portions of the game, or 
starting over from a particular point to try an alternative strategy. The game is nicely done but lacks a scoring 
feature for a series of games. 


VALDEZ Department: Entertainment 
Company: Dynacomp Sugg. Retail: $14.95 
Language: Applesoft Availability: 4 
Hardware Requirements: 16K Disk or Tape: Tape 
EASE OF USE 65 DOCUMENTATION 55 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 65 ERROR HANDLING 85 
VISUAL APPEAL 35 *CREATIVITY 65 *CHALLENGE 70 


*only applies to entertainment programs 


VALDEZ is a computer simulation where one navigates a super tanker through the straits of Valdez to the 
Alaskan Harbor in order to pick up crude oil. Using engine speed, rudder control and a simulated radar screen one 
maneuvers his ship through the narrow passages, past oncoming super tanker traffic and floating icebergs. The 
simulation takes into account tidal flows, currents and ship dynamics. The simulation is keyboard-controlled and 
not in real time. The program should be reworked to use graphics screens instead of using text characters to form the 
display map. 


WORDSEARCH MACHINE & 


CRYPTO MACHINE Department: Entertainment 
Company: Shaffer Software Sugg. Retail: $40.00 each 
Language: Applesoft Availability: 2 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT #80 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 70 
VISUAL APPEAL 60 “CREATIVITY 65 *CHALLENGE 75 


*only applies to entertainment programs 


WORDSEARCH MACHINE allows you to solve or create puzzles where words are embedded or hidden among a 
block of letters of at least 16 rows by 16 columns. Words are hidden horizontally, vertically or diagonally and either 
forward or backward. The object is to find all the words. 

The program offers simplified input since the cursor can be keyboard manipulated with the I,7,K,M keys. Pressing 
the S key signifies the start of the word. Once the cursor is traced to the end, the E key completes the word. The com- 
puter evaluates if the traced answer is an embedded word and if so puts the word in inverse. A printer option is of- 
fered for hard-copy enthusiasts. There is no scoring and unfortunately no way to ask for the correct answers when 
you are stuck. 

One can enter word lists and allow the computer to generate a puzzle. They recommend 15 words for a 14 x 14 
puzzle and they warn you that using more words will cause lengthy construction time; as long as 30 minutes. There 
is no way of using the program to look at old word lists, although they allow you to ask for the list. One can also enter 
a favorite magazine puzzle, letter by letter, if one knows where all the hidden words are located. 

Calling up puzzles or word lists can sometimes be a problem. Word lists and puzzles are not differentiated in the 
catalog. In fact, error checking is deficient when requesting a file name not on the disk, as a new file is opened and 
written to the disk, resulting in confusion in determining which is the valid file in the catalog. 


CRYPTO MACHINE manipulates text for the purpose of creating and interpreting cryptograms. The program 
does NOT solve cryptograms, nor does it present alternative solutions for you to pick from. Only letter substitution 
types of puzzles are accommodated; numbers are not handled. 

If you are in the mood to solve a cryptogram, the program will create one from quotes in a file on disk. You may 
specify the level of difficulty from one to five, where level one gives you letters grouped as words with a 10 minute 
time limit and level five gives you groups of five letters each and no time limit. The instructions specify that the pro- 
gram goes to great lengths to make certain that the letter substitutions are really random. You are not likely to see the 
same combination of letters on the same quote twice in a row. There is, however, one situation where this is not the 
case. When the quote file was replaced with a file containing only one quote, the same cryptogram was produced, 
regardless of the level of difficulty picked or whether the solution had been revealed! 

You are also allowed to add quotations to the file and fix (change) quotations already on the disk. The program 
comes with nine quotations in a file. You should add many more to give the program more from which to choose. 

Finally, you are allowed to type in your own cryptogram and use the Apple display as a scratch pad for solving it. 
In this mode, the cryptogram is shown on the screen with a row of dashes under it. As you decide on a letter substitu- 
tion, you are required to replace a dash with that letter, after which all like letters will also be substituted. Once you 
have entered a letter, you may change it; however, you cannot change it back to a dash in case you made an error 
and want to start over. 

The only real complaint one could have about the operation of the program is its speed. All operations are quite 
slow and, since Applesoft character manipulation is used, garbage collection further takes its toll. 

This is an interesting program which could probably be made better by adding some of the solution rules into the 
logic; (i.e., allowing the program to be more than just a scratch pad). This should spur the crypto-programmers 
towards producing more diversified and challenging cryptograms. 
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MISSION ESCAPE Department: Entertainment 


Company: CE Software Sugg. Retail: $24.95 
Language: Applesoft Availability: 4 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 30 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING so 
VISUAL APPEAL 75 *CREATIVITY 75 *CHALLENGE 85 


*only applies to entertainment programs 


MISSION ESCAPE is a Hi-Res strategy game in which you attempt to escape from a ten-level, highly-guarded 
security station or prison. You're equipped with laser-absorbing armor, a laser gun, ten rapid fire charges, and ten 
missiles. As you advance into a level, you must defeat a squadron of storm-troopers, drones and robots. 

The game is run partially in real time. You alternate turns with the computer; on your turn you have three moves 
or ten seconds, whichever comes first. The commands are all keyboard-controlled. 

The game is definitely more strategy-oriented than the arcade type; therefore, you must understand how the com- 
puter opponent plays. The latter is explained thoroughly in the documentation. The game is fairly challenging, 
becoming more difficult as you advance from level to level. The five highest point scores are stored on the disk. 


MIMIC Department: Entertainment 
Company: Instant Software Sugg. Retail: $7.95 
Language: Integer or Applesoft Availability: 7 
Hardware Requirements: 24K Diskor Tape: Tape 
EASE OF USE 80 DOCUMENTATION 75 RELIABILITY 80 
VENDORSUPPORT £60 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 80 
VISUAL APPEAL 75 *CREATIVITY 65 *CHALLENGE 75 


“only applies to entertainment programs 


This fast action memory game includes five different versions of increasing difficulty played on a 3 x 3 grid of 
squares. A sequence of figures are flashed in different squares. The player must quickly press the corresponding keys 
within three seconds. MIMIC is a simple idea with challenges presented to the participant. However, for each ver- 
sion, the author could have created different figures. There are numerous sequences, objects such as an apple, but- 
terfly, etc., are used throughout the game. The more difficult versions such as “Reverse Mimic” and “Super Mimic” 
are thorough and the computer increases the speed of the flash slightly everytime you answer correctly. There is 
value in it for children in regard to memory skills. Documentation is adequate and the price is suitable to the 
package. 
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PERSONAL ENLIGHTENMENT 


ASTROSCOPE Department: Entertainment 
Company: AGS Software Sugg. Retail: $30.00 
Language: Applesoft Availability: 4 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 30 DOCUMENTATION 80 RELIABILITY 95 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 70 
VISUAL APPEAL 75 *CREATIVITY 80 *CHALLENGE N/A 


*only applies to entertainment programs 


Astrology programs define the mathematical relationships and patterns of planetary bodies in our solar system at 
the time of one’s birth. Its premise is that there is a connection between planetary locations at birth and the way in 
which an individual’s life unfolds. As to why there is such a connection is unknown, but several astrologers have pro- 
ven statistically through the study of charts of successful doctors, scientists, artists, sports figures, soldiers, business 
executives and politicians, that the locations of Jupiter, Mars, Saturn and the moon were not randomly positioned at 
birth. While this does not prove that astrology works, it is something more serious than the “stuff” you see in daily 
newspaper columns. 

Being essentially mathematical in nature, astrology lends itself ideally to the computer. The computer's accuracy, 
combined with Steve Blake and Robert Hand, two of the best authors of astrology books, have produced the best in- 
troduction to astrology that this reviewer has seen to date. 

ASTROSCOPE will calculate a horoscope given a person's exact time and place of birth for the years 1880 to 2000. 
It is accurate to 1/10th of a degree. It calculates the house positions and aspects, then tells you what they all mean in 
1500 or more words. 

The documentation is excellent and includes charts of latitutes and longitudes for major cities. There is also a list 
of birth information for famous people whose charts you can try. 

The interpretation is “cookbook” in style. By that, I mean that each explanation is treated separately as opposed to 
being synthesized as a professional astrologer would do. Therefore, in order to see the forest through the trees, 
reserve judgment until you've read all the material. 


ASTRO APPLE Department: Entertainment 
Company: Quality Software Sugg. Retail: $20.00 
Language: Applesoft Availability: 5 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 60 DOCUMENTATION 50 RELIABILITY 75 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 80 
VISUAL APPEAL 60 *CREATIVITY 80 *CHALLENGE N/A 


*only applies to entertainment programs 


ASTRO APPLE is an elementary astrology system. The program calculates a natal horoscope showing the location 
of the sun, moon and planets at the time of one’s birth. The calculation can be considered accurate enough for the 
amateur astrologer but not for a professional. The program provides a general interpretation of the subject's 
horoscope. It also will do a generalized party-type interpretation for a particular month and compare the com- 
patability of two people's horoscopes. 

The program is entertaining but should not be taken too seriously with regards to potential future decisions, unless 
they are party-type ones. 


ASTROSCOPE [Printing Version) 


Department: Entertainment 


Company: AGS Software Sugg. Retail: $200.00 
Language: Applesoft Availability: 1 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 30 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 30 
VISUAL APPEAL 80 *CREATIVITY N/A *CHALLENGE N/A 


*only applies to entertainment programs 


This version of ASTROSCOPE requires a licensing agreement for marketing the output commercially. It is 
primarily used by professional and semi-professional astrologers to cast accurate horoscopes (accurate to 1/10 
degree). It calcuates the house and planetary positions plus their aspects, prints the person’s chart in one of four 
house systems, then tells what it all means in a 1500 word report. 

The program comes on two disks, one containing the program, and the other text files for the report. Unfortunate- 
ly, since the program and text files won't fit on one disk, AGS requires two disk drives. We feel that this is unfair to 
the end user since the program’s interaction with the text file is minimal. The only time it uses the second drive is 
during the 1500 word report stage. Having only one disk drive, I changed line #31730 back to Drive #1. It worked 
perfectly if I swapped disks just after the calculations. AGS should put in an option for a single drive with a simple 
pause statement for the user to swap disks at the appropriate time. 

Our version was configured to run on an IDS 560 printer (Paper Tiger). Output takes approximately 12 minutes. 
It also runs on other printers in the 132 column mode with little or no change. A slower printer like the Epson will 
take 17-18 minutes for a complete printout. 

The program is well documented with simple user instructions. It also has an editing routine to correct inputs for 
the average astrologer who knows nothing about computers. 


SUPERPROGRAM Department: Entertainment 
Company: AGS Software Sugg. Retail: 200.00 
Language: Applesoft Availability: 1 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY 90 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 85 
VISUAL APPEAL N/A *CREATIVITY N/A *CHALLENGE N/A 


*only applies to entertainment programs 


SUPERPROGRAM contains four separate astrology modules, (AGS 1, 5, 9, and 10) that are sold for $30 less than 
if the programs were bought individually. The package includes a NATAL HOROSCOPE, PROGRESSED 
HOROSCOPE, SOLAR RETURNS, and LUNAR RETURNS. 

These programs are designed especially for the professional astrologer. They are very technical in nature. The 
NATAL HOROSCOPE will cast a person’s chart at the time of their birth. If one has a printer, the chart will be plot- 
ted; otherwise, one will have to copy the data from the screen. Accuracy is generally within one minute of arc for the 
planets and two seconds of arc for the sun and moon. Charts can be formed for any of seven house systems. 

The program generates a text file of the person’s natal horoscope so that the other programs can use the data in 
their calculations. Given any current date, one can calculate a progressed chart or even do a solar or lunar return. 
They include a chart transfer program free for those who buy the complete package. Again, the documentation ex- 
plains all input routines in great detail on the premise that astrologers are computer novices. 
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SEX-O-SCOPE Department: Entertainment 


Company: AGS Sugg. Retail: $30.00 
Language: Applesoft Availability: 4 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 90 DOCUMENTATION 85 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 65 ERROR HANDLING 85 
VISUAL APPEAL 70 *CREATIVITY 80 *CHALLENGE ° 


“only applies to entertainment programs 


SEX-O-SCOPE will cast an accurate horoscope for any person, after which, assuming one’s life and particularly 
one’s sexual life is influenced by the stars, interpret it. The program will display (screen only) a 1500 word essay that 
is bound to make you blush. The text is written by John Townley, author of “Planets in Love.” The program is meant 
to be lots of fun and fodder for parties. 


KNOW YOURSELF Department: Entertainment 
Company: Creative Computing Software Sugg. Retail: $11.95 
Language: Integer Availability: 5 
Hardware Requirements: 16K Disk or Tape: Tape 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 80 
VISUAL APPEAL 75 *CREATIVITY 70 *CHALLENGE N/A 


*only applies to entertainment programs 


KNOW YOURSELF ostensibly includes five creative programs; however, only four of the five are listed on the 
cassette. Included in the documentation are adequate descriptions of the games, which are as follows: LIFE EX- 
PECTANCY — A quiz consisting of 20 questions designed to estimate your life expectancy based on lifestyle, 
hereditary factors and environment. PSYCHOTHERAPY — A 20 question test designed to help you determine 
whether counseling would be helpful. COMPUTER LITERACY — One is able to find out how much he knows 
regarding the history of computers. Timed tests are presented with feedback upon termination. ALCOHOL — This 
program is designed to estimate the effect of alcohol on your behavior. This test can give a reasonable estimate of 
your alcohol limit. SEX ROLE — The sex role inventory determines whether your personality has masculine, 
feminine or androgynous characteristics. All of the above programs are entertaining and enlightening. However, 
their usefulness on a continuing basis is limited. Once you have taken the tests the first time, it would be unlikely 
that you would take them again (unless you’re a sex-driven alcoholic involved in psychotherapy concerning your life 
expectancy in the area of computer literacy, in which case this package would be of obvious inestimable value). 


APPLEROOTS Department: Entertainment 
Company: CDSCorp. Sugg. Retail: $39.95 
Language: Applesoft Availability: 5 
Hardware Requirements: 32K, Applesoft ROM & Disk Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 80 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY N/A *CHALLENGE N/A 


“only applies to entertainment programs 


APPLEROOTS is a program designed to organize Genealogy or Animal Breeding information. The program 
allows you to store, depending on you how configurate your system, 260 to 350 individual records which the com- 
puter can sort and print. The program is quite flexibile in that one can configurate the system to fit his needs. An ad- 
ditional feature, “Delete Text Files,” is offered so that if at first you want to experiment, you can do so and then pro- 
ceed to remove those records. 

Documentation is excellent and the program is quite useful for those individuals interested in their family history 
and/or animal breeding records. The program includes a four generation pedigree chart. 


HANDWRITING ANALYSIS PROGRAM Department: Entertainment 


Company: Micro-Lipps Sugg. Retail: $19.95 
Language: Applesoft Availability: 2 
Hardware Requirements: 48K, ROM Applesoft, Disk Drive Disk or Tape: Disk 
EASE OF USE 75 DOCUMENTATION 60 RELIABILITY 85 
VENDORSUPPORT WN/A PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 80 *CREATIVITY 85 


*only applies to entertainment programs 


This is a rather interesting and surprisingly accurate handwriting analysis program. In six test cases performed on 
friends by this reviewer, the dominant majority of the personality profiling statements were qualitatively correct. 
The output is stated positively and in non-patronizing terminology. 

It is intended as an ice breaker for parties and for general amusement, and in this regard it succeeds quite well; it 
is the first program that one Apple wife of 18 months standing has become sufficiently interested in to want to learn 
how to boot the system so that she can run it for her friends! 

The program is quick and simple to use. Get a brief handwriting sample, answer 22 multiple choice questions on 
it, and receive a 500 word analysis, either on your screen or on your printer. (The bothersome double-spacing can be 
fixed by deleting the statement “IF SL THEN PRINT” in lines 35003 and 35012). The use of Hi-Res graphics to show 
various handwriting characteristics is well done, and the simplistically written instructions are quite adequate 
although somewhat lacking in graphological background or analysis techniques. 


INTERLUDE Department: Entertainment 
Company: Syntonic Software Sugg. Retail: $24.95 
Language: Applesoft Availability: 3 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 80 
VENDORSUPPORT 60 PRICE/USEFULNESS RATIO 81 ERROR HANDLING 80 
VISUAL APPEAL 65 *CREATIVITY 85 *CHALLENGE ' 


“only applies to entertainment programs 


If the cover of the booklet that accompanies this program doesn’t tip you off, the program itself certainly will. 

This is definitely X-rated material. 

Interlude starts out by having the participants answer questions based on their sexual preferences. Using this in- 
formation, the program suggests one of some 99 “Interludes” included in the program. Each interlude sets up a dif- 
ferent romantic or sexual situation for the participants to enjoy. 

Certainly a unique use for the Apple computer. 


seX-RATED Department: Entertainment 
Company: Noname Software Sugg. Retail: $24.95 
Language: Applesoft Availability: 1 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 90 DOCUMENTATION 70 RELIABILITY 85 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO N/A ERROR HANDLING 85 
VISUAL APPEAL 80 *CREATIVITY N/A *CHALLENGE N/A 


*only applies to entertainment programs 


seX-RATED is an unabashedly pornographic disk containing seven animated sexual acts, each lasting twenty to 
thirty seconds. The animation, which is accomplished by ping-ponging between two Hi-Res screens, is accompanied 
by the sounds of the disk drive recalibrating while its head moves back and forth rhythmically. Although it would be 
in bad taste to describe any of these erotic epics, they range from “Lonely Lady” to “Bondage.” Classy stuff ... . 

The graphics is black and white Hi-Res with graphics tablet quality. The program was reputedly done by a 
teenager imbued with hyperactive hormones. One hesitates to judge its price/usefulness ratio because certain types 
of computer fauna are willing to pay through the nose for this type of entertainment. One might state, concerning 
this package, that this item will never make it as a demo at Disneyland. 
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MISCELLANEOUS 
ENTERTAINMENT 


SPACE & SPORTS GAMES Department: Entertainment 
Company: Creative Computing Software Sugg. Retail: $14.95 
Language: Integer Availability: 5 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 70 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 70 *CREATIVITY 70 *CHALLENGE 75 


*only applies to entertainment programs 


This collection of eight games takes four of Bob Bishop’s best Hi-Res programs and adds four other Lo-Res games. 
1. ROCKET PILOT: Hi-Res; requires maneuvering a rocket from one canyon to another using paddles to control 
vertical and horizontal thrust. 2. SAUCER INVASION: Hi-Res; shoot down the flying saucer by positioning a 
missile launcher with a paddle. 3. STARWARS: Hi-Res; same game included with Apple II System, (requiring a 
joystick). 4. DYNAMIC BOUNCER: Hi-Res; a color graphics game demo where walls of different colors appear 
and disappear randomly while a ball bounces around. 5. BASEBALL: Lo-Res; a two person game of baseball with 
hitting, pitching and fielding, using both paddles and keyboard. 6. TORPEDO ALLEY: Lo-Res; a game where a 
submarine torpedoes passing ships— must use paddles. 7. SLALOM: Lo-Res; a game where a skier runs a slalom 
course as fast as possible— must use paddles 8. DARTS: Lo-Res; a game where one throws darts the appropriate 
dart board. 

Overall the game pak is a fair collection of programs for the beginning game collector. 


BEST OF MUSE Department: Entertainment 
Company: Muse Sugg. Retail: $39.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY $0 
VENDOR SUPPORT 80 PRICE/USEFULNESS RATIO 85 ERROR HANDLING so 
VISUAL APPEAL 80 *CREATIVITY 80 *CHALLENGE 30 


*only applies to entertainment programs 


This package contains four entertainment programs. Two games, MAZE GAME and ESCAPE, are puzzles. In the 
first, the computer generates a maze of user-defined size. The viewpoint of the player is from inside the corridors as 
he navigates from one end to the maze exit. This three-dimensional effect is done in Lo-Res and is quite adequate. 
The lost player has the option of leaving retraceable footprints on the floor or being able to view a map which shows 
the corridors he has been in. Yes, we have been able to get out of the maze; at least, small mazes. However, 
ESCAPE, which is similar, has false maps, clues, and a policeman who patrols the halls. Our reviewers haven't 
found a way out, yet. 

TANK WAR is the classic confrontation of two enemy tanks on an open battlefield. The tanks, which are always 
in motion, are steered by using paddle controls. Shooting is either single shell or machine gun. Machine gun firing 
not only stops your tank’s motion, but causes your tank’s gun temperature to rise. A lull in the action allows the 
enemy tank to repair quickly. Victory comes only if you can inflict enough damage quickly. Having played many 
tank games, this is not a good version. Tanks can go right through each other and they move too fast. Damage repair 
on enemy tanks occurs much too rapidly. 

MUSIC BOX allows you to perform tunes on your Apple. The disk also features a slide show module to allow you 
to sequence through a group of Hi-Res screens automatically. 


AVANT GARDE — GAMES Department: Entertainment 


Company: Avant Garde Sugg. Retail: $9.95ea. 
Language: Applesoft Availability: 4 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 60 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 70 *CREATIVITY “se *CHALLENGE = 


*only applies to entertainment programs 
* *Due to wide range in ratings, see each program separately. 


Avant Garde has a philosophy to teach even while playing games. They believe everything has a rela- 
tionship, that there are negative and positive attributes for any situation, that by changing some things, 
other things are affected by those changes and you are responsible for the consequences of your actions. 
They also believe one shouldn't sit back and be a spectator, but should be in control of his own destiny. 

While all games teach these kinds of relationships in a very subtle way, Avant Garde tries to drum it in 
through lengthy instructions. At times, in several programs, they go overboard and the player may 
abort the instructions to try to work the commands out by trial and error. As to the games themselves, 
some are entertaining and challenging while others are too simplistic to be worthwhile. All are program- 
med in Hi-Res. Perhaps the best thing about them is the price, $9.95 per game on a disk — or all five on 
two disks for $29.95. 


ANIMAL BINGO Creativity 70 Challenge 80 


Fifty animals of 10 types are arranged randomly on a bingo board of 96 squares. Your job is to move your man 
around the board, pick up animals and deposit them elsewhere. If you can line up 5 in a row you get 1,000 points; 
however, there are penalty points for disturbing the animals, deliberately wiping one out and even moving the 
animals. You may have nearly as many penalty points as the bingo is worth. 


JUNGLE SAFARI Creativity 75 Challenge 65 


As a big game hunter your job is to either kill or capture animals depending on whether the animals are good or 
bad. The animals appear randomly either in front or behind you as you wander. You have to be quick because the 
animal will attack or vanish. Of course, you lose points if you kill animals meant for capture and also if you are at- 
tacked. And you must ship your animals to the zoos before they escape. Entertaining! 


SPACE DEFENSE Creativity 45 Challenge 40 


SPACE DEFENSE is a game where you defend your starship from alien spacecraft and satellites with lasers and 
photon torpedoes. A dull, mediocre, shoot-’em up game with a lot of sound effects. 


SKY WATCH Creativity 40 Challenge 40 


This is a game where you try to spot and record in your logbook objects (comets, UFO's, shooting stars) that are 
seen in the heavens at night. After an object is heard, you press N, S, E, & W keys quickly until you find the object 
and line up a cross hair for identification. You must do this before the object vanishes. Your logbook is displayed at 
the end of the game but there is no point score. A boring game. The least desirable of the five games. 


AIR TRAFFIC CONTROLLER Creativity 70 Challenge 70 


As Air Traffic Controller, each player is responsible for the safety of all planes flying within the radar area of an 
airport. At the same time, he must guide planes which request landing permission to a safe landing on the runway. 
There are 10 to 12 Hi-Res aircraft on the radar screen at any one time. Unfortunately, at times, some appear to be on 
a collision course. You have to check the status of all planes by position and altitude and if some are too close, radio 
new instructions to a plane to avoid collision. Sometimes a plane radios that a hijacker is aboard while at other times 
a message appears that a plane has lost its engine. 

While the game itself is interesting, there are problems. The game requires that you touch down at a point east of 
the runway when landing west, but there is no requirement that you fly a landing pattern. One can change direction 
instantaneously from east to west and back again to use up altitude during touchdown. When trying to determine if 
two planes are about to collide on the chart, it is often difficult to determine which two planes you are looking for in 
a list of 12 sets of X and Y coordinates. The planes on the radar map aren't numbered. Also, too many planes are be- 
ing hijacked and losing engines. The instructions which are listed to your monitor are long and tedious. They should 
be supplied in written form instead. 


5 MORE GREAT GAMES Department: Entertainment 


Company: Avant-Garde Creations Sugg. Retail: $29.95 
Language: Applesoft Availability: 3 
Hardware Requirements: 48K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 65 RELIABILITY 90 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 85 
VISUAL APPEAL 65 *CREATIVITY 55 *CHALLENGE 50 


*only applies to entertainment programs 


5 MORE GREAT GAMES continues the philosophy of explaining the relationships between good and bad. As in 
Avant-Garde’s first game pack, this is a mixed group of games; some good, some bad. 

Perhaps DEEP SEA TREASURE is the best and most fun of the five games. You're a diver who tries to retrieve a 
treasure from the bottom of the sea. The boat lowers the winch while you fight off killer sharks, octopuses and 
enemy submarines. The diver, who is animated, swims up and down. You're armed with a laser. You must protect 
yourself and the line. The game is key-board controlled. The best of the five games, it deserves an 80 rating. 

DEPTH CHARGE is the usual submarine-versus-your-destroyer chase game. Since your ship doesn’t move, all 
you can do is set depth charges at specified levels to kill subs. Dropped charges can also be used to block torpedos. 
The worst submarine game yet, it can be given no higher than a 40 rating. 

The object of MYSTERY CODE is to find the characters that make up a word by moving around a game board 
filled with letters and numbers. Clues are given by sounds that indicate how far one is from one of five correct 
characters. There is a time limit. Since there is no penalty for guessing wrong, it is probably faster to systematically 
move around the board and try to guess what the character is at each position unless you think you know what the 
word itself is. This game can only be given a 45 rating based on its one-dimensional challenge. 

TURN EM LOOSE is a game where in you sneak around a zoo and release caged animals. Watch out for the 
patrolling guard who tries to shoot you. Its simplistic approach deserves only a 50 rating. 

THE MINE FIELDS OF NORMALCY is a game wherein one arranges symbols in a certain order on the game 
board. Initially, the symbols are arranged at random, One picks them up, moves elsewhere by paddle, then puts 
them down. There are mines on the field and an occasional ‘tornado’ that rearranges parts of the board. Because the 
game is slow (Applesoft), the computer sometimes doesn’t respond to your paddle inputs. One can therefore over- 
shoot his destination, possibly into a mine. Because of its lack of response, this game can only be given a 50 rating. 


BEST OF BISHOP Department: Entertainment 
Company: Softape Sugg. Retail: $39.95 
Language: Machine Availability: 6 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 70 RELIABILITY 90 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 75 ERROR HANDLING $0 
VISUAL APPEAL 80 “CREATIVITY 75 *CHALLENGE 65 


*only applies to entertainment programs 


Bob Bishop wrote some of the first Hi-Res programs available for the Apple II in 1978 when the technique was still 
a mystery and the Hi-Res routines weren't available. Several of his programs became classics. This disk contains nine 
of his early programs, five of them being games. 

His games include ROCKET PILOT, SAUCER, INVASION, STAR WARS, SPACE MAZE, and BOMBER. The 
object of ROCKET PILOT is to guide your ship over the mountains before your fuel runs out. Using paddles for 
thrust and direction, it requires good hand-eye coordination. In BOMBER, one bombs a moving tank. The game 
lacks scorekeeping and requires little skill. SPACE MAZE requires a joystick to maneuver a rocket through a maze 
without hitting the walls. The remaining two are simplistic but classic shoot-’em-up space games. 

TALKING CALCULATOR may be of interest for young children just learning math. This graphic calculator does 
addition and subtraction. It audibly repeats number inputs from the keyboard, then says the correct answer. 

MUSIC KALEIDOSCOPE is a Lo-Res graphics demo that takes the musical output from a cassette recorder and 
produces a display in step with the music. APPLE VISION has a little man do an animated dance to a tune for in- 
troducing the Apple Computer. There is also APPLE MOVIE, which produces a slide show of several Lo-Res 
screens. 
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GAME PACK /1 THROUGH /4 Department: Entertainment 


Company: Beagle Bros. Micro Software Sugg. Retail: $24.00 each 
Language: Applesoft & Integer Availability: 3 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY so 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 70 ERROR HANDLING $0 
VISUAL APPEAL 70 *CREATIVITY 75 *CHALLENGE 60 


*only applies to entertainment programs 


Each of these four game packs in general are professionally done text or Lo-Res games. The text games are either 
amusing party games or are very cleverly animated by shifting text about the screen. However, the Lo-Res games are 
technologically behind the times. At least one of these three games on a disk is a well done logic game puzzle for one 
or two people. Another is a game more suitable for children. Each of the game packs includes an 11 x 17 inch Apple 
Command Chart and an Apple Tip Book. 


#1 Text Train, Sub Search, Pick-a-Pair 
In one of the most creative text games this reviewer has seen, one commands a train pulling lettered box cars 
around the freight yard. With real-time track switching and coupling, one must form a text-train with the correctly 
ordered letters in a word and drive that train to the station. This contest is simply a race against the clock. Sub 
Search is a Lo-Res variation of the old battleship game where one must find the enemy ships before running out of 
fuel or oxygen; an average game at best. Pick-a-Pair is the game of concentration where one uncovers two different 
squares while looking for a symbol match. This is a good memory game for two children. 


#2 Wowzo, Elevators, Quick Draw 

Wowzo is a text maze game where two people compete to capture five letters that make up a word which is ran- 
domly scattered in a maze. On each turn one can change the position of a gate in the maze in addition to moving one 
of four directions. The strategy is to foil your opponent's next move by blocking him with a closed gate. Elevators is a 
race against the clock where you command four Lo-Res elevators that pick up passengers on upper floors and deposit 
them on lower floors. Suitable for children. Quick draw is a game for children where two gunmen shoot it out. The 
variation on this type of game is that the firing signal is determined by matching a symbol displayed on the screen. 
So-So. 


#3 Magic Pack, Slippery Digits, Oink 
Magic Pack is a clever four trick text package. A card trick is performed and the way the computer always wins is 
rather amusing. Slippery Digits is the Lo-Res version of the 15 number game where one moves the digits around until 
you get the 15 numbers in sequence. One can play the invisible version for an added challenge. Oink is a dice game 
where one gets the points if you don’t roll doubles, in which case you lose all the points for that turn. You are given a 
choice when to to stop. The first to get 200 points wins. So-So. This is an average children’s game. 


#4 Buzzword, Triple Digits, Corn Game 
Buzzword is a comical story creator. The story stops for an adjective and you choose a letter. The computer 
chooses a word from its vocabulary that starts with that letter. You can make your own stories. Triple Digits is a two 
player text logic puzzle where you attempt to place trios of numbers on unoccupied squares. Each player can block 
the other. Corn Game is a children’s game where one guesses which animal will eat how much corn. If the choice is a 
correct one, you accumulate points. 


SMART ART Department: Entertainment 
Company: Programma Sugg. Retail: $15.95 
Language: Applesoft Availability: 7 
Hardware Requirements: 16K Disk or Tape: Tape 
EASE OF USE 95 DOCUMENTATION 80 RELIABILITY $0 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 90 
VISUAL APPEAL 90 *CREATIVITY 80 


*only applies to entertainment programs 


SMART ART is a program for creating modern art type pictures on the Hi-Res screen. Many of the patterns create 
moire interference patterns. The user has a choice of 19 keyboard controlled commands and once one command is 
activated it can be stopped anytime while it is drawing by pressing a key. Since one can't choose which Hi-Res color 
it will draw with, one can repeatedly start the command until you get the color you want (it cycles through the col- 
ors). Commands include — cross hatch, full sweep, hourglass from top or side, oval frame, diagonal sweep, etc. The 
space bar gets you back to the command menu at any time. The user can save his picture at any time. A fun drawing 
program. 


MICRO-PAINTER Department: Entertainment 


Company: Data-Soft Inc. Sugg. Retail: $39.95 
Language: Integer or Applesoft Availability: 5 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 80 RELIABILITY so 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 95 
VISUAL APPEAL 85 *CREATIVITY 80 


“only applies to entertainment programs 


MICRO-PAINTER by Bob Bishop is a draw-and-color graphics package that uses the “coloring book approach” to 
create colorful illustrations on the Apple. Using a program called Micro Draw and a joystick, one can create simple 
white line outline drawings. Then using Micro-Painter, the artist can invert the picture (white lines on a black 
screen), and, by positioning the cursor on any section of the drawing to be colored, pick one of 21 colors, push the 
paddle button and have the program automatically fill in a color to the black line boundary. Unfortunately, the 
routine doesn’t allow one to repaint a section if a wrong color is chosen. The color strip feature deletes all the colors 
from the screen, including (sometimes) portions of the original drawing. 

A rather unique feature which can be used for highly detailed corrections of any Hi-Res picture is Micro Option. 
The space bar toggles a magnified view (23 dots wide) of the Hi-Res picture. The image is essentially a Low-Res view 
of the Hi-Res dots around the cursor’s position. One can easily move this cursor by keyboard control and color in- 
dividual dots with any of the six Apple Hi-Res colors. 

The program comes in a box complete with crayons and magnifying glass and an instruction book which appears 
to be designed for a child’s use. One of the intents of the program is to allow children to familiarize themselves with 
computer operations while they create beautiful pictures. The identical line drawings that are stored on the program 
disk are presented in the instruction book to allow the child or adult to color before attempting to do it with the pro- 
gram. The program is a novel idea which uses some very unique Hi-Res graphics techniques. It also has some serious 
uses. 


APPLE BARREL Department: Entertainment 
Company: Computer Data Systems Sugg. Retail: $24.95 Tape or Disk 
Language: Applesoft Availability: 6 
Hardware Requirements: 16K for tape/32K for disk Diskor Tape: Both 
EASE OF USE 85 DOCUMENTATION 88 RELIABILITY 87 
VENDOR SUPPORT 86 PRICE/USEFULNESS RATIO 88 ERROR HANDLING 88 
VISUAL APPEAL 70 *CREATIVITY 80 *CHALLENGE 80 


*only applies to entertainment programs 


The APPLE BARREL is “full” of a collection of programs that run the gamut from mortgage payments, to black 
hole, to chase, to music utility. In short, there is probably a program in here for almost anybody. While no in- 
dividual program could be classified as superior there are a lot of them (25) and for the money it represents a good 
value. The documentation is very well done and attractive and the vendor, Computer Data Systems Corp., supports 
their product well and seems to be generally interested in servicing both dealers and users. A brief summary of the 
programs in the Apple Barrel follows: (1) Mortage Loan (2) Days between Dates (3) Calendar (4) Addition, Subtrac- 
tion (5) Metric Conversion (6) Apple Lemons (7) Think (8) Mountain (9) Black Hole Chase (10) Demolition Derby 
(11) Tic Tac Toe (12) Savings (13) Checkbook (14) Dynamite (15) Luna C. T. L. (16) Alien (17) Hi-Res Text Writer 
(18) Music Utility (19) Shape Builder (20) Plot (21) Menu Utility (22) Screen Print (23) Pacifier (24) Inverser, and 
(25) Big Letters. 

NOTE: All programs worked for us without problems. 


APPLE-LIS’NER Department: Entertainment 
Company: Softape Sugg. Retail: $29.95 
Language: Integer Availability: 8 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 70 DOCUMENTATION 75 RELIABILITY 75 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 75 
VISUAL APPEAL 65 “CREATIVITY 80 *CHALLENGE N/A 


*only applies to entertainment programs 


APPLE LIS'NER is a software package designed to allow you to build a table and input up to 31 words through 
the cassette input port. Each “word” can be up to 5 seconds long. These “words” can then be appended to your own 
program. The Apple can then “recognize” these words when you speak into your recorder microphone. 


THE VOICE Department: Entertainment 


Company: Muse Sugg. Retail: $39.95 
Language: Assembly Availability: 5 
Hardware Requirements: Apple ll or Apple ll & 48K Disk & Tape Disk or Tape: Disk* 
EASE OF USE 50 DOCUMENTATION 75 RELIABILITY 61 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 75 ERROR HANDLING 80 
VISUAL APPEAL 75 *CREATIVITY 65 *CHALLENGE 75 


*only applies to entertainment programs 


THE VOICE is amusing as well as useful if you're interested in voice simulation from your Apple. I found it to be 
somewhat cumbersome to enter new words into the vocabulary but once loaded very easy to work with. For the pro- 
grammer, THE VOICE could be very useful as a voice synthesizer, however, one should not expect accurate 
reproduction of speech. The speech quality is comprehendable but could be better. It allows you to speak from any 
basic program by using print commands. One can store 80 words on a data disk. 


FORTE Department: Entertainment 
Company: Softtape Sugg. Retail: $19.95 
Language: Machine Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 95 RELIABILITY 90 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 90 
VISUAL APPEAL 70 *CREATIVITY N/A *CHALLENGE N/A 


*only applies to entertainment programs 


FORTE is a music program that has its own interpretive language devoted to the playing of music. It has writing, 
editing and debugging modes. Generated music can either be played through the Apple Speaker or directed to a Hi- 
Fi System via the cassette output port. Programs can be saved to either disk or tape. It features the unique capability 
of including the lyrics for display as the single-line melody is played. 

The language itself is fairly easy to learn. There are seven octaves available with four different voices. Timing and 
tempo can be varied. One enters a series of notes in a line number. Like Basic, these line numbers are sequenced in 
ascending order. Several notes can be entered on any line number and one can reference a line number as a 
subroutine for repeated musical phrases. For example, a simple entry of a middle C quarter note is entered as C3/4. 

The program is throughly documented. Like any language, the program has a series of error messages for invalid 
entries. It is definitely a well thought-out program, although it lacks graphics. FORTE is a good program overall for 
music buffs. 
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COMMANDS 
F - FOOD A - ADD SOMETHING 


S - STOP R - REMOVE 





MUSICOMP ACQUARIUM 
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MUSICOMP Department: Entertainment 


Company: Apple Sugg. Retail: $45.00 
Language: Integer Availability: 8 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE 80 DOCUMENTATION 80 RELIABILITY 80 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 80 
VISUAL APPEAL 85 “CREATIVITY N/A *CHALLENGE N/A 


*only applies to entertainment programs 


MUSICOMP allows the user to compose tunes via electronic sheet music on the Apple Hi-Res screen. The 
keyboard, acting as a piano, covers a four-octave chromatic range. The sound, which can be varied over a three 
“voice” and four “timbre” tonal range, allows one to arrange as well as compose. The sound is more suggestive of an 
electronic synthesizer than the usual Apple sounds. The output, through the cassette output jack, can be sent to one’s 
own stereo system. 

The program's main appeal involves viewing your musical tunes or any of 24 preprogrammed classical pieces as 
they are paraded across your screen in the form of moving sheet music with each note drawn in step with the musical 
sound. The program is easy to use and is well documented. It doesn’t require any additional hardware. 

Each note, as it is chosen for input, is displayed on a music staff centered on the screen. One sees the musical sym- 
bol as the computer produces the corresponding sound. If the note is correct, the A key accepts the note in memory. 
One can later edit the composition and save the music to disk. 

After using the program extensively to input dozens of songs from sheet music, I’ve found several drawbacks. With 
no speed control you sometimes have to literally translate the lengths of the notes throughout the song to maintain 
the correct speed. For some reason, they did not include a dotted 16th note. This creates some musical headaches. 
Some music just doesn’t sound right when entered. Also, several mistakes in the editing routines caused problems in 
early copies of the program. 

In spite of the drawbacks discussed above, this program is one of the better non-musicboard programs on the 
market and the only one to use graphics. 


MULTIMUSIC Department: Entertainment 
Company: Sonora Computing Sugg. Retail: $25.00 
Language: Applesoft Availability: 5 
Hardware Requirements: 32K Disk or Tape: Disk* 
EASE OF USE™ 65 DOCUMENTATION 75 RELIABILITY 85 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 85 
VISUAL APPEAL 65 *CREATIVITY 70 *CHALLENGE os 


*only applies to entertainment programs 


MULTIMUSIC is a program for composing and playing back musical compositions. Either single voice melodies 
or harmonic chords may be entered in multiple voices. The tonal range is a full seven octaves. 

Since the Apple’s speaker system can only play one single note at a time, MULTIMUSIC introduces the sonic illu- 
sion of harmony by strumming the notes of the chord very rapidly. This reviewer finds the sound very muddled on 
the Apple speaker, but it does reproduce music more clearly when it is sent out to the cassette jack on your stereo. 
However, it sounds like an Hawaiian guitar organ with all speaker systems. 

Musical notation is very straightforward involving the notes themselves. “F#2”, for example, is an F sharp note in 
the second octave, and the notes of a chord are ended by a period. However, the length of a note or chord played is 
more complex and hard to grasp even with clearcut examples in what can be considered clear documentation. One 
must tell the program how many times to strum the chord and at what speed. Much experimentation is needed if the 
lengths of the chords vary. It is not simple to master the notation if one is a beginner. Expect many mistakes. 

The display is a Lo-Res graphics bar graph representation of which harmonics are being sounded during play. The 
program has a built in editor for deleting or inserting notes or chords and includes several well known examples like 
“Happy Birthday” and “My Bonnie Lies Over the Ocean”. 
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APPLETALKER Department: Entertainment 


Company: Softape Sugg. Retail: $29.95 
Language: Integer Availability: 8 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 70 DOCUMENTATION 75 RELIABILITY 75 
VENDOR SUPPORT 75 PRICE/USEFULNESS RATIO 70 ERROR HANDLING 75 
VISUAL APPEAL 65 *CREATIVITY 80 *CHALLENGE N/A 


*only applies to entertainment programs 


With APPLETALKER, you may, through the cassette input part of your Apple II computer, build tables of words 
that can then be played back through the Apples owh speaker. These words can be incorporated into your own pro- 
grams for some interesting effects. 


TIC TAC TALKER Department: Entertainment 
Company: Softape Sugg. Retail: $29.95 
Language: Integer Availability: 7 
Hardware Requirements: 16K Diskor Tape: Tape* 
EASE OF USE 70 DOCUMENTATION 70 RELIABILITY 60 
VENDOR SUPPORT 70 PRICE/USEFULNESS RATIO 50 ERROR HANDLING 70 
VISUAL APPEAL 70 *CREATIVITY 75 *CHALLENGE 60 


*only applies to entertainment programs 


A “talking” TICK TAC TOE game that requires a cassette recorder with a microphone or a separate microphone. 
Voice recognition is fair. “Talking” ability is nice for a couple of plays but you rapidly lose interest. At $29.95 it’s 
rather expensive. 

For those interested in voice recognition methods there is a program on the other side of the tape called SPEC- 
TRUM ANALYSIS that uses voice recognition. Software to produce an eight band audio frequency analysis 
historgram of spoken words. 


AGUARIUM Department: Entertainment 
Company: Cross Educational Software Sugg. Retail: $25.00 
Language: Applesoft & Machine Availability: 2 
Hardware Requirements: 48K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 80 
VENDOR SUPPORT 60 PRICE/USEFULNESS RATIO 60 ERROR HANDLING 85 
VISUAL APPEAL 85 *CREATIVITY 80 *CHALLENGE 50 


*only applies to entertainment programs 


The strange uses people program Apples to do never ceases to amaze me. Programma offers a program to simulate 
life in a Hi-Res aquarium tank. One can put a variety of fish (Zebra, Angel, Siamese Fighting, Neon and Guppy) in- 
to the tank, some food, and watch the fish as they swim and feed. Baby guppies are quite vulnerable to larger fish 
and rarely grow to adulthood. The parameters for adjusting speed and survival are documented in the instructions, 
so one can custom design their own display. There are two versions: Applesoft and Machine. While the Applesoft 
version is too slow, the Machine version is fast enough to keep your attention watching the big fish chase and devour 
the baby guppies. The program is great for apartment dwellers who aren't allowed to keep pets. Since most TVs look 
like fish tanks your neighbors will take a second look. 

When you soon get tired of watching your Apple Aquarium you can play some of the fishing games. One can 
lower bait on a line to catch smaller fish, but you must be careful not to hook a larger fish which will break your line. 
Many skill levels. There is a guppy chase game where the male tries to impregnate a female who would rather re- 
main a virgin. In another game, Fish Food Race, two fish race to see who can stuff themselves. The program is cute 
and suitable for young children. 
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PRO FOOTBALL & COLLEGE FOOTBALL Department: Entertainment 


Company: System Design Lab Sugg. Retail: $26.95 
Language: Applesoft Availability: 5 
Hardware Requirements: 16K Disk or Tape: Disk 
EASE OF USE 80 DOCUMENTATION 85 RELIABILITY 70 
VENDOR SUPPORT 90 PRICE/USEFULNESS RATIO 80 ERROR HANDLING 80 
VISUAL APPEAL 85 *CREATIVITY 80 *CHALLENGE N/A 


*only applies to entertainment programs 


These are not games in the normal sense, but prediction programs for professional football and college football 
games that touts some rather fantastic results. A data file from the previous season is also included. The program will 
predict the winner of chosen games and indicate the winning point spread. 

To get down to cases, some rather flamboyant and extravagant claims adorn the PRO FOOTBALL package. To 
wit: “1978: BOOKIES ENRAGED! 1979: L.A. TV COVERAGE! 1980: WON 73% AGAINST VEGAS!” This 
smacks of promotion that might fall under the scrutinizing eye of David Horowitz if it ever attains that distribution 
level among computer-oriented consumers. 

The track record of the PRO FOOTBALL predictor software package for the total number of correctly-predicted 
games in beating its own generated spread in 1979 and 1980 is as follows: in 1979, 97 games beat or tied the spread 
for a 43.4 percentage; in 1980, 100 games beat or tied the spread, resulting in a 47.2 winning percentage. Up to the 
time of this review, the fifth week of the season shows these results: 27 of 80 games have come out on top for a 38.6 
winning percentage, using the new Applesoft version vs. the previous Integer Basic edition (which, by the way, was 
run devoutly every week for the preceding two years. The only apparent difference between the two versions is that 
the Applesoft package breaks down the point-spread into tenths of a point). 

One of PRO FOOTBALL’s jacket blurbs concerning that 1980 73% winning prediction claim is further explained 
in the documentation. However, in doing so, more questions are raised than answered. In essence, the claim is made 
based on “certain games” which the program predicts more accurately than others and which fall into the “upset” 
category as applied against the Las Vegas Line. What “certain games’? How does this pragmatically apply to the 
user of this system? Who would be so dauntless as to make wagers based upon empirical won-loss, home-field-only 
factors? Although these questions are addressed in the documentation, they are not satisfactorily answered therein. 
This reviewer is not a gambling type; if he were, based upon this system, the only “ENRAGED” bookies and “TV 
COVERAGE” he would have to contend with would result from his exposure as a betting buffoon. In all fairness, 
however, this contributor does admit to being somewhat fanatically addicted to the predictive vagaries of this 
package, else why would he keep a weekly record for two-and-a-half years on its results? Worse yet, why would he 
be running both the older Integer Basic PRO FOOTBALL programs and the recent Applesoft version in parallel for 
comparative results (which results, by the way, have been identical up to this writing)? 

In summary, this system (like all other systems involving gambling) should be used advisedly as a recreational 
pastime, lest you say goodbye to your shirt. And please, SDL, could you tone down your instructional text on both 
the cover and pages 10 and 11 of the documentation a degree or two? 


WIN AT THE RACES Department: Entertainment 
Company: System Design Lab Sugg. Retail: $39.95 
Language: Applesoft Availability: 6 
Hardware Requirements: 32K Disk or Tape: Disk 
EASE OF USE 85 DOCUMENTATION 85 RELIABILITY 90 
VENDOR SUPPORT 85 PRICE/USEFULNESS RATIO 85 ERROR HANDLING 30 
VISUAL APPEAL 80 *CREATIVITY N/A *CHALLENGE N/A 


“only applies to entertainment programs 


WIN AT THE RACES is not a game, but a serious attempt to use the Apple’s computing power to analyze factors 
that users believe are important in determining the outcome of a horse race. The program is based on the well- 
known book by Dr. William Quinn titled, “Winning at the Races.” We can’t vouch for its actual track record, but it 
looks like it might be worth a try by the serious handicapper. 

The program is completely menu-driven and has excellent error trapping. Forty-six major tracks are included with 
the program, as well as a provision for four tracks of your own choosing. The documentation accompanying the pro- 
gram is clear and inclusive. The typical eight horse race takes only about 15 minutes to completely handicap. 
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APPLE HARDWARE 


Z80 SOFTCARD 


The Softcard by Microsoft adds not only the power of the Z80 microprocessor to the Apple, but gives the user ac- 
cess to a vast amount of powerful software. The Softcard may be plugged into any vacant slot except slot zero. The 
slot that is recommended is slot four. The minimum requirements are a system with 48K of memory and at least one 
disk drive. If you own a language card, the available memory on the language card can be used to provide a system 
with 56K of memory. The CP/M version that is provided with the card is Version 2.2. This is the latest one available 
from Digital Research Inc. The Softcard is initially disabled when the Apple is turned on. To turn on the Softcard, 
all one has to do is boot a CP/M disk, and the CP/M boot on the first two tracks of the disk will turn the card on. 
There is an LED mounted on the card to indicate if the card is on and has replaced the 6502 microprocessor on the 
mother board. If the user wishes to switch back to the original 6502 Apple, the Apple must be turned off and back on 
again, or a program called BOOT may be run which disables the Softcard and will pause until the Return key is 
typed. 

There are two disks supplied with the Softcard. One is a 16-sector and the other is a 13-sector. This allows the Ap- 
ple owner that has not upgraded the Apple to DOS 3.3 the ability to use the Softcard. If you have not upgraded your 
system, you may decide that now is the time. 

The disk storage capabilities of your Apple will be limited if you have not upgraded. The CP/M program is an 
operating system for the 8080 and Z80 microprocessors. It has built-in commands similar to DOS. The only dif- 
ference is in the syntax used. For example, to list the contents of the disk, you would type DIR, which stands for 
“directory”. To delete a file from the disk, the command is ERA for “erase”: To rename a file the command is REN. 
As you have probably noticed, most commands consist of only three letters. For those of us who are not typists, this is 
a blessing. Besides the standard use of these three commands, you may include a wildcard character for multiple 
matches. For example, if you wanted to list all files on the disk that started with the letter A, the command might 
look like: 


DIR A*.* 
DIR *.ASM would list all the files that had an extension of .ASM. 
DIR would list all files on the disk. 


The ERA command is similar to the DIR command in that it allows the use of wildcards. 
ERA TREK.BAS would erase the file TREK.BAS. 


ERA *.* would erase all files on the disk. The system asks the question ALL(Y/N)? to confirm this ac- 
tion. 
ERA *.BAS would erase all the files that have an extension of .BAS. 


The RENAME command is used to change the name of a file on a disk. For example: 
REN A.B=C.D would change the name of the file C.D. to A.B. 

Besides the three built-in commands described above, there are three more built-in commands called SAVE, 
TYPE and USER. The SAVE command will save the contents of memory to disk. The TYPE command will list an 
ASCII file to the console or the printer. The user who has a printer simply types CTRL-P and all output will be sent 
to the printer. The USER command allows files to be saved in a separate directory or a subdirectory of the main 
directory normally used. A subdirectory may include a user number of 0 to 15. This can be useful if more than one 
person is using your computer. CP/M can support up to four disk drives. The disks are referred to as A:,B:,C:,D:. 
After the system is booted up, disk drive A: is referred to as the logged disk. To change the logged on disk, you would 
type B: or C: or D:. This allows all commands from this point on to reference the new drive. This is the same as ad- 
ding a ,D2 in DOS to specify drive two. 

DIR B: would list the contents on drive B without changing the logged disk. 

There are eight other programs on the disk to aid in working with CP/M. They are STAT, ASM, LOAD, DDT, PIP, 
ED, SUBMIT and DUMP. The PIP program is used to transfer a file from one disk to another. Besides the ability to 
transfer one file, the PIP program may transfer an entire disk or part of a disk by using the wildcard character “*”. The 
STAT program is used to report the size of each file and the available space on each disk. The STAT program is also used 
to set files to a “read only” status. This is similar to locking a file with DOS. The STAT program enables the user to change 
device assignments. For example: 

STAT LST: =CRT: would change the list device from the printer to the console so that all output normally sent to 
the printer can be viewed on the screen; this is useful if you do not have a printer. 

The STAT program also allows the user to declare any file as a system file. This prevents the listing of the file with 

the DIR command. 

For example: 
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If a directory contained the following programs STAT, DUMP, PIP, INVENTORY and you declared STAT, PIP, 
DUMP as system files, then by using the command DIR, the only files that would be listed would be INVENTORY. 
If the user specifies a file as having a system status, it can only be listed by a STAT, not a DIR command. The pro- 
gram may be called in the same manner as a normal program if it isn’t declared as a system type. The ASM program 
is an 8080 assembler for use in writing assembly language routines. The LOAD program will read a file that is in hex 
format and create a memory image file that may be executed directly. The LOAD program is used mainly with the 
assembler. The DDT program is a dynamic debugging program that will allow you to look at and change memory or 
set break points, move memory blocks around, fill memory, and much more. The ED program is a text editor for 
creating assembly language routines and general program construction. Microsoft Basic programs are entered 
directly, just as you do when you enter Applesoft programs. The SUBMIT program allows you to build a file con- 
taining system commands and execute the file instead of retyping the system commands each time. This is a useful 
startup feature for the system. The DUMP program supplied with CP/M permits a binary file to be dumped to the 
screen or printer. 

Microsoft provides some programs of their own on the disk. One of these is their Basic Interpreter. Microsoft’s Basic in- 
cludes most of the features found in Applesoft but with many more powerful statements, one of which is a Chain state- 
ment to call another Basic program. A Print Using statement is also provided for writing to the screen or printer using a 
formatted output. Microsoft’s Basic includes built-in disk commands, so there are not any hidden Control-D’s for disk I/O. 
It also includes a While/Wend statement to allow a structured approach. A built-in edit command with some very power- 
ful options such as “find”and “replace” features and an auto-line command that generates lines numbers after each car- 
riage return is included. Microsoft's Basic also has incorporated many statements to make use of the high-resolution 
graphic screen, paddles and speaker, some of which are: 


BUTTON(O) For determining if a paddle button has been pushed. 

BEEP Will generate a tone of specified pitch and duration. 

HSCRN(X,Y) For determining if a specific point on the high-resolution screen has been plotted. 
VPOS(O) This statement will return the vertical cursor position. 


GR, COLOR, PLOT, VLIN, HLIN, SCRN, HGR, HCOLOR and HPLOT are also included in Microsoft's Basic. 

Some statements that are not included in Microsoft's Basic are FLASH, ESC edit features, STORE, RECALL, 
SHLOAD, XDRAW, DRAW, SCALE and ROT. The LOMEM and HIMEM statements are not included in Microsoft 
Basic, but Microsoft allows an “M:” option to be added when loading the Basic interpreter from disk for specifying the 
highest memory to be used by the program. If your system includes an 80-column card, then there are no modifications 
needed, as the CP/M system will check the slots. If it locates one, then it will use it; if not, then the Standard Apple display 
of 40 columns is selected. 


Besides the CP/M system programs on the disk, Microsoft included some excellent utilities of their own, each of which is 
described briefly below: 


FORMAT This program will format a disk for use as a CP/M disk. 

COPY This program will copy an entire disk or will copy only the CP/M system off the disk to another 
disk. 

CONFIGIO This will configure the system for different hardware and allows you to redefine some of the keys 
on the Apple keyboard. 

RW13 This will allow you to read and write a CP/M 13-sector disk if you are using the 16-sector system. 

CPM56 This will configure your system to 56K if you own a language card or one of the new 16K memory 
boards. 

APDOS This will allow you to transfer a text or binary file from a DOS disk to your CP/M disk. 

DOWNLOAD This will allow an Apple to transfer CP/M files from one system to another. 


There is little doubt that most of us, while looking through a number of microcomputer magazines, have noticed all the 
excellent software available for the CP/M user. Now, the Apple owner can have the best of both worlds with the Softcard. 
In the few months that I have used it, I feel the Softcard at $350.00 is an excellent buy. 
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CP/M ——— THERE ARE ‘‘HIDDEN COSTS”’ 


by 
Tom Simondi 


CP/M (Control Program/Microprocessor) is the newest buzz-word for the Apple computer. In 
many of the current ads, the advantages gained by using CP/M-based programs promise the 
world — and, in many cases, they deliver much of what they promise; however, there are “hid- 
den costs,” of which the buyer must be made aware. 

The most obvious cost of adding CP/M to your Apple is, of course, the investment in the 
Microsoft Z-80 board (or other competitors’ versions that probably will appear soon). You simply 
cannot run CP/M programs without it, since these programs are based on use of the 8080 (or Z-80) 
microprocessor. 

CP/M is a very flexible disk operating system. It can handle multiple drives at the same time, 
which means that very large programs can be written that exceed the capacity of available RAM, 
using disks for manipulation of data blocks. This accounts for the great flexibility that can be at- 
tained with CP/M-based programs; the larger the program in RAM, the more flexible it can be (as 
a general rule). However, the price exacted is that many CP/M-based programs depend on at least 
TWO disk drives, and some demand multiple disk swapping if only two drives are available. In 
some cases (like the new SpellStar program), you cannot get by with just one disk drive. So if you 
are going to take advantage of your new CP/M system, plan on having two disk drives (i.e., a 
“hidden cost”). 

If you own a 48K Apple, you can acquire a semi-useful version of CP/M. Because many of the 
CP/M-dependent programs were designed orginally for a 64K machine, they may be only 
marginally useful on the Apple with just 48K and its requirement for retaining some 6502 coding 
in page one memory. One example is WordStar. All of its features cannot be used on a 48K Apple 
because of memory limitations. An obvious solution is to purchase one of the new 16K cards (enter 
another “hidden cost”). The formatting of CP/M, expanded to a 56K system as provided by the 
card, is highly recommended. 

The final “hidden cost” has to do with learning the new system. Time is required to become 
knowledgeable in CP/M and, indisputably, in this field, time is money. There are both large and 
subtle differences between the Apple systems and CP/M-based systems. Just one example: you 
must let the CP/M system know whenever you change a disk in any of the drives if you want to 
write to disk. CP/M stores some of the directory information in RAM and, if you change the disk 
without re-booting the system by entering Control C, you get unceremoniously disconnected 
from the system — it’s not forgiving at all. Many other examples, too numerous to mention, exist. 

Lest this begin to sound too negative, let me end on a positive note. CP/M is great! This 
reviewer loves it and the programs that it makes available for the Apple II. The sole purpose of 
this article is to point out that there are costs associated with using CP/M that initially may not be 
apparent. As in all things, do your homework beforehand — read THE BOOK. 


377 


PRINTERS FOR YOUR APPLE 


After you have purchased your Apple, filled it up to 48K of memory and added your first and probably your se- 
cond disk drive, the next logical step is to add a printer. 

Since the Apple can be “hooked up” to almost any printer, the potential purchaser is presented with a very wide 
variety from which to choose. In view of that, “The Book” has chosen some of the more popular printers and presents 
below a brief chart of their various characteristics to assist you in your deliberations. 

We hasten to point out that this is a very small sample of the number of printers available. However, in terms of 
price/performance, they are among the best. 

The chart only refers to dot matrix printers; i.e., the characters are formed by a series of dots— normally the 
higher the matrix, the better the appearance. 

CPS = Characters per second 
CPI = Characters per inch 
Feed = T=Tractor F=Friction P=Pin feed 


DOT MATRIX PRINTERS 











IDS 445G IDS 460G EPSON ANADEX Tl CENTRONICS 
SPECIFICATIONS PAPER PAPER MX-80 DP 810 737 
TIGER _—‘TIGER 
SPEED (CPS) 710 160 80 80/132 160 80/50 
BI-DIRECTIONAL YES YES YES YES YES NO 
MATRIX TYPE 5x7 9x9 9x9 9x9 5x7 7x8 
GRAPHICS YES YES YES YES NO NO 
ADJUST LPI 6.8 6.8 6 6.8 6.8 6 
8.5 CPI YES YES YES YES NO NO 
40 CPI YES YES YES YES YES YES 
43.5 CPI YES YES YES YES NO NO 
16.5 CPI YES YES YES YES YES YES 
ASE 
saecannenat YES YES YES NO YES 
FEED T T T T T FP 
4-10 

eanucamesry a = t 7 8 6 
4-10) PRICE PER- 

Vonanne RATIO 8 S 10 8 4 6 
APPROX. RETAILPRICE $895 $1295 $645 $1695 $1895 $995 


WHOLE CHARACTER PRINTERS 


A whole character printer is one whose characters are formed like a typewriter; the text looks just like a 
typewriter. There wasn't time to do an in-depth comparison of these printers; but, in general, this quality doesn’t 
come cheap. The three major whole character printers are: 

(1) NEC SPINWRITER 5510/5520 

(2) DIABLO 

(3) QUME 

Each of these printers retail for about the same price (i.e., $2900-3500). The NEC and the DIABLO both have 
receive-only and keyboard models. All three can be used with either a tractor feed or single sheet. The NEC, follow- 
ed closely by the DIABLO, appear to have excellent reliability combined with a solid reputation. 
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VIDEO MONITORS 


One of the nice things about the Apple II computer is the fact that for visual display, either 
black and white or color, it can be simply “hooked up” via a modulator to a television set. 
However, there are a number of applications for which a television set may not be adequate: 


(1) 


(7) 


(8) 
(9) 


If the computer-based application requires the user to stare at the screen for more than a cou- 
ple of hours at a sitting, then a monitor should be considered. The picture resolution of a 
typical television set is normally not sufficient to form crisp, sharply-defined characters. This 
lack of definition can lead to eye strain if the user has to view a screen full of text for any ex- 
tended period of time. 
If the user wishes to use an 80 character generator board for his Apple, then a monitor is a 
must. The following are suggestions to consider in purchasing a monitor: 
When shopping for a monitor, the user should determine whether to use a black and white, 
green-phosphor or color monitor, as well as deciding on the screen size and price range. 
eA black and white monitor is suitable for most 40-character text work, as well as for ade- 
quately displaying 80 characters, if such a board is used. 
¢Green-phosphor monitors are preferred by many people for their high quality text display 
and because green-phosphor is normally easier on the eye. 
eColor monitors provide better high-quality color definition than a normal television set; 
however, they are not necessarily the best choice for text work because of color diffusion. Ad- 
ditionally, with one exception (see individual descriptions), they are not very suitable for 
80-character boards. 

The following list does not mention every monitor available, but is comprised of those 
monitors that are most commonly used with the Apple II computer. 


Suggested 
Retail 

Sanyo 9” B/W monitor Model UM 4509 _ $235 
This is a sturdy compact monitor. Good display, though probably not the 
best for a 80-character board because of screen size. 

Sanyo 12” B/W monitor model DM5012CX $340 
Nice display, good 80-character resolution. Somewhat bulky. 

Sanyo 12” green monitor model DM5112C4 $360 
Same as above, but green-phosphor. 

Amdek 12” B/W monitor model 100 $179 
Nice display, convenient size and good for 80-column work. 

Amdek 12” green monitor model 300 $249 
Same as above, but green-phosphor. 

Amdek 13” color monitor model I $449 


Nice color display — text is good in normal 40-column mode, though not 
for 80 column work. 
Amdek 13” color monitor model II $999 
Superb high-resolution color graphics and also one of the few color 
monitors that can be used with an 80-character board. 


NEC 13” green monitor $325 
Highest quality for 80-character display. 
BMC 13” green monitor $325 


Same as above. Any difference is strictly subjective. 
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SYNERGY-CARD Department: Hardware 
Company: Spies Laboratory Sugg. Retail: $195 
Language: Synergy Card with 16K RAM 

Option #1 — Adds Parallel Printer Port, Serial Port, Two Interval Timers and Software $59.00 

Option #2 — Adds Clock/Calendar $49.00 

Option 43 — Adds BSR X-10 Ultrasonic Interface $39.00 


The SYNERGY-CARD is one of a new generation of peripheral cards that combines the functions of many dif- 
ferent features on a single board in a single slot. Its advantage is that it frees slots in an already crowded Apple and 
uses substantially less power than the cards that it replaces. This card combines the functions of a 16K RAM card, a 
clock card, serial and parallel ports, two interval timers, and a BSR X-10 Ultrasonic Interface. While this may in- 
clude more functions than most people need, it can be purchased as a 16K RAM card with the options desired. 

The SYNERGY-CARD, regardless of options, functions normally as a 16K card. It obviously replaces either an 
Applesoft or Integer firmware type and expands the Apple’s memory from 48K to 64K. It is completely compatible 
with Pascal, 56K CP/M, FORTRAN, and PILOT languages. It also supports the extra memory usage of programs 
like “Visicale” and “Lisa”. One can also use memory management systems to load normal DOS on the card so that an 
extra 10.5K of memory can be accessed sequentially in normal memory. Additionally, both languages are made 
available by using the normal INT & FP commands without loading the alternate language in the 16K card for those 
who have firmware cards installed in Slot #4. 

The first option available for the basic 16K card adds two interval timers, a serial port, and a parallel printer port. 
This is possible because of an electronic chip called VIA, or the Versatile Interface Adapter. Timer #1 on the chip 
can count Apple’s 1.0205 MHz clock signal on a 16-bit resistor. Timer #2 keeps track of a 1,024 Hz for a time base. 
This can range from one microsecond to 64 seconds. Thus, either of these two timers can be programmed to produce 
interrupts. Essentially, one could do multi-processing, such as executing a program while simultaneously printing 
the output (spooling). The card includes a “dump” terminal program as a working example of interrupt program- 
ming. 

The serial port can drive either a serial printer or modem. The signals available are data out, data in, and status 
in. The software allows one to specify the proper handshake signal for your printer. Transfer rates range from 50 to 
9600 baud for printers and 50 to 300 baud for modems. In addition, full- or half-duplex operation is selectable for 
“dumb” terminal operation. The serial interface will work for IBM Selectrics at 134.5 baud as well as for the Qume 
and Diablo printers. The serial interface is accessed with a PR#9 command. While most commercial modem pro- 
grams can be modified to accept this command, users may have some trouble with others. 

The parallel port on the card is a powerful and economical way to hook up most printers. Although the driver soft- 
ware is in RAM instead of ROM and can therefore be customized, the need to do a PR#8 or a DOS command PR#1 
from Synergy-modified DOS can create problems when using software requiring its own DOS. Normally, if a pro- 
gram uses its own operating system, it will call a slot from one to seven through an address like $C100. The printer 
card, however, is located in Slot #0. Spies Laboratories has provided a permanent solution for this problem with its 
compatibility card. This card sits in Slot #1 and its 256 bytes of RAM can be programmed for compatibility. It cer- 
tainly isn't the most economical way to go at $75, but if lack of card slots is your problem, it is the answer. 

The majority of users will find no problem running their printers with Synergy DOS. There are exceptions involv- 
ing programs using their own operating systems. Of the assembler packages, “Lisa” has no problem; however, the 
family of assemblers including “Tool Kit”, “Ted II +", “Big Mac”, and “Cosmac” can’t be patched. The most 
popular word processor, “Apple Pi", can be fixed by giving the address $A23D for a driver in the formatter con- 
figuration program. Although “Visicalc” can't be patched, the files can be dumped to disk and then printed by a pro- 
gram supplied on the Synergy DOS disk. Users of “DB Master” and some other protected pieces of business software 
will have trouble using the parallel port without a compatibility card. 

The second option available with the card provides the use of a real-time clock. One must have option #1 with its 
interval timer for this to work. The time-of-day clock is based on the OKI MSM5832 integrated circuit. It uses two 
size AA alkaline batteries to keep the clock running when the Apple is turned off. Since the clock only draws 40 
microamps, the battery is expected to last over a year. The chip keeps track of the day of the week, month and year 
(even leap year), and the time of the day to milliseconds. Software has been provided so that easy access is available 
from either machine language or BASIC. 

The clock is accessed from DOS by either of two commands. The first and most powerful is IN #10. The string is 
returned in the form, W MO/DD/YY HH;MN;SS.XXX . W is the day of the week, YY is the last two digits of the 
year, and XXX is milliseconds. Since the above format does not meet the standard set by the Mountain Computer 
Apple Clock, a second string is returned by specifying IN#11. This string is in the form MO/DD HH;MN;SS.XXX . 

The clock comes with a nice demonstration program called “Hires Clock”, which provides a time display. It also 
demonstrates the capability of reading the clock from BASIC. There is also a DOS auto-file date feature that allows 
you to store the date and time when the file was created or saved to disk. The date/time fields are automatically at- 
tached to the end of the catalog name. Since this string takes 14 characters, this leaves room for a 16 character name. 
Incidentally, DOS is patched so that the date/time is ignored when accessing a file. 


The third option available allows control of a BSR Ultrasonic Controller. This will permit the Apple to control 
lamps or appliances automatically via signals sent over the house’s wiring. The controller is accessed through the 
ultrasonic port via a PR#12. The commands are sent as single ASCII characters. One can turn electronic devices 
on/off, dim or brighten lamps, or even schedule items such as coffee-makers by accessing the clock. The interface is 
not hard-wired; the ultrasonic signal is emitted via a microphone. 

Quality construction is used throughout. Glass epoxy is used in the PC board, while a green solder mask prevents 
solder shorts and provides a more reliable card. Gold plating is used on the edge connector and the highest quality 
chips are used for RAM. 

In summary, the SYNERGY-CARD heralds a new generation of multi-function peripheral cards. It saves slot 
space, power, and money. It was meant to do a lot for very little money. Unfortunately, the design causes some com- 
patibility problems with slot number accessing of various peripherals, especially on the parallel port in conjunction 
with a printer. The compatibility card will solve this problem for a little more money and two slots; however, a more 
permanent solution (although a much more costly one) would be to install chips that could handle what is called 
“phantom slots” assignments. 

The card’s DOS is very versatile, since it is configured for almost any combination of systems. The source code is 
even provided for easy modification. However, there is no standard operating system on the Apple. Software ven- 
dors have created their own version for their particular needs, thus creating problems for the card. The card con- 
stitutes a very good investment for users who need a 16K card and a serial card for a modem, or even for those who 
want to add a clock. However, it is strongly recommended that you use or retain your own parallel printer card and 
thus avoid the pitfalls mentioned above. 


16K CARDS 


Memory expansion and Alternate language capability for your Apple 


As the sales of the Apple Computer Model II and II + continue to grow at an explosive rate, the growing market 
for expansion hardware has lured a host of peripheral manufacturers into the field to the great benefit of Apple 
owners old and new. One of the most beneficial devices to come out of Apple and from other producers is the 
Language Card (or 16K Ram Expansion Card, if you will). As of this writing, this reviewer knows of three alter- 
native cards to the Apple pioneer. They will be discussed here in a non-technical vein to help answer some of the 
many questions that a new or less experienced user of the Apple will encounter in choosing an expansion card. 

Some of the more basic questions that confront a potential purchaser are: What benefits do I gain by adding the 
expansion card? Will I have 16K more memory to use when programming in Basic? What other languages are 
available to use on the Apple with the addition of the card? Can I run Apple Fortran on a non-Apple card, or Pascal, 
for that matter? Do I gain anything from the card when I am using a Microsoft Z80 card? 

I hope to answer these and a few other questions in the following descriptions and ratings of these four products, 
based on my experience with these boards the last few weeks. 

First, let’s start out with some facts on Apple’s two BASICS. Apple Computer's first language was Integer Basic, a 
product that took up about 8K of ROM space on the mother board. This left ROM sockets DO and D8 empty. The 
INTEGER F8 monitor offered, besides its monitor abilities, a “Mini-Assembler” (actually a mnemonic loader), some 
math routines, and the “Sweet 16” routines. 

The empty D8 and D0 sockets were provided to allow for future growth and it wasn’t too long before Apple re- 
leased the Programmer's Aid chip. The PA was to fit into socket DO and gave the user some useful utility routines, as 
well as High Resolution Graphics in ROM (they had to be loaded from cassette originally); this still left socket D8 
open for futher expansion. 

When Apple saw that sales on their machine were taking off, with so many people having a need for floating point 
BASIC, they released APPLESOFT BASIC. APPLESOFT takes up about 12K within “Autostart Rom”. Autostart 
Rom gives the user an automatic booting capability that puts the user in BASIC when the machine powers up. It also 
gives the user better program editing facilities with the use of ESC I, J, K, M keys; however, this could not be 
achieved without the loss of other features. Apple removed the “Sweet 16” routines and the “Mini-Assembler”. 

The Apple ][ now came in two flavors, the ][ and the ][ +. The user now had his choice of which facilities and 
routines he wanted to use with his initial purchase or he could buy them all with an Integer machine and an Ap- 
plesoft Firmware card. This way, he could have the best of both BASICS and all of Apple’s useful routines. That is, 
he could until the Language system came along. Something had to be sacrificed. The Language Card had an 
Autostart ROM on board and could give the ][ owner the new routine while not losing the others. The ][ + owner, 
however, couldn't have the Programmer's Aid chip (no room) and if he wanted the “Mini-Assembler”, et al., he had 
to buy an old F8 monitor and replace the Autostart ROM on the mother board, since he now had two Autostarts. 
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What about the user that wanted to be able to get into the monitor and examine some of the new programs that 
came out after the advent of the Autostart? Some of those clever programmers now were trapping the reset vectors 
and the CTRL-C key, thereby keeping you out of their programs. I personally like to look at program listings and 
don’t care for the auto-booting process, but I do like the editing features of the Autostart. How could I get all these 
features in one machine? Maybe one of the alternative 16K cards would prove to be the answer to my prayers. This, 
to my chagrin, was not to be. In order to get all the desired features, I had to implement a modification published in 
the Carolina Apple Corps newsletter by Joe Budge. It is called the “Monitor Mixer” and can be acquired by con- 
tacting the Carolina Apple Corps. 

From a hardware point of view, all of the 16K cards offered for sale look the same to the 6502 and check out the 
same with the Apple Dealer Diagnostics diskette, so they will all operate identically with the software that is written 
to utilize the Language Card. Two of the expansion cards come with an Autostart Rom, while the remainder are 
missing that feature. 

One last hardware point to cover is how the 16K is utilized and/or structured on the cards. Control codes are used 
to select certain memory addresses on the 16K cards. These codes are used to do three things: 1) write-protect or 
write-enable the RAM on the 16K card; 2) select or deselect RAM read; and 3) bank select the first or second 4K of 
RAM for the address space $D000-$DFFF. Apple claims that this bank select procedure is necessary because the ad- 
dresses $C000-CFFF are used by input-output devices and routines, with the result that only 12K of accessible space 
($D000-FFFF) is left in addressing 16K of RAM. Two 4K banks of RAM in address space $D000-DFFF and is located 
and switched between them. This allows 8K of memory to be addressed with 4K of space. The remaining 8K section 
($E000-FFFF) is used without bank selecting. 

The cards available and their sources are as follows: 

1) Apple Language System — Apple Computer Inc. of Cupertino, CA — Suggested retail, $195.00 — includes 
the UCSD Pascal operating system and the Autostart ROM. 

2) Andromeda 16K expansion Board — Computer Data Services — Suggested retail, $195.00 — hardware 
switch to select mother-board ROM or card resident Basic on reset. No Autostart ROM. 

3) Microsoft Ramcard — Microsoft — Suggested retail, $195.00 — LED display of RAM Read enable, RAM 
Write enable and BANK | select. — No Autostart ROM. 

4) Super RAM II — RH Electronics — Suggested retail, $180.00/$170.00 — Two models available — IN- 
TEGER model has an EPROM with the autostart routines programmed in and the APPLESOFT model that 
has no ROM onboard. — Jumper-selectible operating configuration. 

As you can see, there are five cards to choose from and therein lies the problem of selection. Of the five, Apple's is 
the only one to include UCSD Pascal and, though the other boards claim to be compatible with Pascal (and they 
are), they don’t mention how one goes about obtaining Pascal to use legally. 1 won't take the space here to go further 
into this matter, but let the buyer be made aware of the fact that in most cases, the acquisition of Pascal from other 
than Apple is an infringement of copyright laws. Another form of Pascal can be obtained from Microsoft but one 
must also use Microsoft's Z80 card to use it. To add further to the dilemma, Apple Fortran will not run as purchased 
from Apple. One must already own Pascal, since-the Fortran diskettes must have Pascal operating system files 
transferred to them in order to run the language. 

Now to answer some of our earlier questions. One does gain an additional 12K of usable RAM when one uses a 
language other than BASIC with the 16K card. When you are utilizing BASIC, the language is addressed in the same 
memory locations as the 16K card. I won't be presumptuous enough to state that it can’t be done (as new techniques 
are discovered every day), but a person would be hard-pressed and quite good in assembly language in order to 
bank-select the memory in order to utilize the extra RAM space on the card with BASIC. The advantage gained is 
that you can have another BASIC available to you without the need of buying a firmware card. When in BASIC, the 
16K card acts just as the firmware card does. 

The method of loading the needed Basic is well documented with all the cards, but if one wants the easiest out, 
just boot your system with the Pascal Basics disk or the DOS 3.3 Master and it will be done for you, since the greeting 
program contains a language card finder routine and both Basics as binary files to load. If you have a DOS 3.2 
system, you would require a friend to give you a 3.2 version by using NIFFUM to convert from DOS 3.3. However, 
this would preclude your using Pascal and Fortran. Apple’s language system comes with the Disk Controller ROMs 
you need to use DOS 3.3. 

With the addition of the 16K card (from any manufacturer mentioned), you may run Apple Pascal, Fortran and 
Pilot, provided you figure out how to obtain them legally. If perchance you also own a Microsoft Z80 card, you gain 
12K additional memory for system use through some clever addressing by the designers. This gives you more 
programming space in both MBASIC and GBASIC, as well as in the other languages that Microsoft is marketing. 

Another benefit to be gained with a 16K card is that “Visicalc”, being a machine language program, recognizes 
the additional 12K of memory on the card and allows you to build larger models. Whether this is true with other 
machine language programs or not has yet to be determined. “Visicalc” was mentioned here, as its use involves some 
of the most often-asked questions. 

Since the cards are operationally the same, what criteria should be used in selecting the appropriate card? 
Everyone has their own priorities to consider, so I will attempt to give a rough grading of each card and let the 
reader make his own selection from the following table for comparison. 


App And Mic SRII(I) SRII(A) 


Price $195 $195 $195 $180 $170 
Quality of ; 

Gi censtensitins V.G. Fair V.G. Exc. Exc. 
Warranty 90 days 90 days 90 days 2 yrs. 2yrs. 
Support Exe Good Exc V.G. V.G. 
Autostart Yes No No Yes No 


The Andromeda card has a switch on it which is supposed to allow one to select which Basic will be accessed on 
resetting the system: the mother-board ROM or the Basic loaded on the card. Neither I nor another owner that I 
talked to could set the switch to function as advertised; the documentation is sketchy on the matter. 

As mentioned, the Super Ram II has four jumpers on board that are supposed to give you similar options, which 
include the option to use an EPROM of your own design, the manufacturer’s EPROM or Apple’s ROM. When I tried 
to jump the SR II to utilize an Integer F8 on the motherboard and the Autostart on the card so that I would get a 
monitor prompt on power up, it also failed to perform as advertised. 

Using any other criteria, I would have to rate the cards equally; all of them are available at local computer stores 
with the exception of the Super Ram II. Information on the Super Ram II can be obtained from R H Electronics, San 
Luis Obispo, Calif. (805) 541-1193. 


An 80 Column Display for the Apple: A Reality or a Fantasy? 


by Keith Harrell 
19 Salem Rd. 
New Providence, NJ 07974 


Soon after purchasing the Apple and using the 40-character display, I soon realized any lengthy or complex pro- 
gramming in Basic would be somewhat difficult. The answer to the problem seemed simple at that time. Either 
spend $700 or more for a display terminal or live with 40 characters. However, three months later, after purchasing 
the Pascal system and using the Ctrl-A feature to display the left and right 40 columns, it proved to be too much. The 
decision was made to upgrade my Apple, but with what? The sum of $700 still seemed like a steep price to pay for an 
80 column display terminal. So I was left to search for a board to plug into the Apple that would give the same 
display as a terminal. At this time, there are three manufacturers of a plug-in display board for the Apple: M&R, 
DOUBLEVISION and VIDEX. After talking to dealers and friends about the three, I soon discovered each board 
provided different features. The facts below were obtained after evaluating each board. Each version was tested for 
resolution using a 9-inch Sanyo monitor. 


DOUBLEVISION 

The first board to be covered is the one from Doublevision. Perhaps the most unique feature with the Doublevi- 
sion type is that the driver software is on the disk. My first impression was that all I needed was more disks to load to 
bootup the system. After reading and trying the board I found that this is, for the most part, a one-time operation. 
For Basic, the software can be incorporated into the “HELLO” program so that booting up with Basic is still a single 
disk bootup. One disadvantage with this type of software driver is you lose 1.5K of user program space. For Pascal, 
you must first replace the file on APPLEO called SYSTEM APPLE with the new SYSTEM.APPLE supplied. After 
that, booting Pascal is accomplished in the same manner as before. There is no loss of user memory space when using 
the card with Pascal. An excellent sysgen program is provided to allow specific features to be changed in the driver 
software for Basic and Pascal. To achieve the shift key function, you must type “ESC Ctrl-A” to initiate lower case. 
Once this is performed all letters typed will be in lower case. To capitalize a single letter type “ESC” once followed 
by the letter to be capitalized. All letters following will be in lower case. To perform an upper case lock, type “ESC”, 
“ESC”. A single wire mod is described in the manual to use upper and lower case with the shift key. One final note 
about the Doublevision software is that the driver is compatible with the new DOS 3.3 version. Doublevision is also 
compatible with Microsoft's Z80 card. 


M+R 

The next board to be covered is one from M + R Enterprises. The character set uses true descenders to enchance 
the readability of the screen. 

The installation of the board requires the removal of one of the IC’s from the mother board and the insertion of an 
adapter board in the vacant socket. There are two adjustments possible on the board itself. One controls the signal 
strength and the other controls the video signal balance. All the software that is needed to run the board is included 
in the firmware on the board. This is also true for Pascal. To achieve the shift function with the board, you need to 
press CTRL-A to set the board mode to lower case. While in the lower case mode simply press CTRL-A once and 
then the character to be capitalized. The board will still remain in lower case for the next letter. To get upper case, 
lock type CTRL-A, CTRL-A. All letters typed now will be in upper case. A one wire modification will allow normal 
operation of the shift key. This mode is described in the manual in detail. 


The SUP-R-TERMINAL allows the user to define character sets to reside on the 3k of ram on the board. This 
should provide for some interesting application. The board incorporates a synchonous operation with the Apple, 
meaning the board uses the clock from the Apple. This results in a flicker free updating of the screen. The display 
window can be changed by using CRTL characters to change the display size from 80 x 24 (the standard) to a smaller 
size. This should provide only part of the screen to scroll. Also included in the manual is a short program for using 
the apple as a terminal to communicate with other computers. This program is available from M&R on disk at no 
charge. 


VIDEX 

The board supplied for evaluation by Videx was their new revised board with a reduced clock frequency and some 
other changes to the use of the character generator. The reason for the changes was that some monitors would cause 
the display to spill off the screen. This board showed no problem using the 9-inch Sanyo monitor I own. The 
character set includes descenders, which makes for an easy-to-read display. The 7 x 9 standard font used by Videx 
produces a very sharp and nice looking display. The board has provisions for an extra EPROM to be installed that 
may contain an optional character set. Videx offers a variety of EPROMS that contain different font types. Some of 
the fonts available are Katakana, APL, SUPER & SUBSCRIPT, and a reduced intensity font that contains the stan- 
dard character set but at a reduced intensity. This is useful because some monitors tend to blur characters if the 
brightness is turned too high. The alternate character set can be used by typing “Ctrl-Z-3”. The manual included 
with the board covers everything from the installation of the board to a chapter on creating graph characters that 
may be used in building forms for keyed input on the screen. Provided in the manual is the complete theory of opera- 
tion of the board. To use the shift key feature you must type Ctrl-A to switch between upper case and lower case. 
Videx will be offering a keyboard expander to add to the Apple. This board will add the Ctrl-RESET protection 
found in the newer Apples and will allow the use of the shift key as a normal upper and lower case shift. The most 
important feature will be that you will be able to display upper and lower case on the standard 40-column Apple 
display. Videx is making available a character set editor that will allow you to create or modify a character set in Hi- 
Res graphics. It can then be saved with the use of the “Romwriter” from Mountain Hardware. 

One final note about using any of the 80-column boards with Pascal is that Apple Pascal system will recover the 
1K, 40 column text page that is not being used any more by the system. The end result is that 1K more of memory is 
available for user programs. When selecting an 80-column board for your Apple, evaluate the board for yourself at a 
local dealer and try not to listen to rumors about boards from other people. 
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An 80 Column Display for the Apple: 


A Reality or a Fantasy? 


Doublevision Sup-R-Term Videx 
Price $295 $395 $345 
Display All boards showed about the same resolution. Each board should be evaluated for 


Quality yourself at a local dealer as each board uses a different font that may be easier for 
you to use and read. 
Pascal 
aE Yes Yes Yes 
Firmware Supplied on disk 2k prom 1k prom 
Descenders No. Yes Yes 
Character 
Set 128 128 256 
Character 5x7 7x8 7x9or7x12 
Matrix 
Light pen No No Yes 
Graphics No Semi-graphics Yes 
Ram Memory , 
Required 1 .5k/Basic None None 
Signal ; : 
Gateick Composite Composite Composite 
Documentation Good Good Very Good 
Full 80 col Full 80 Col Up to 40 col 

Support Full 80 col Up to col 40 Up to col 40 
HTAB Poke 36,col# Poke 36# 

for full 80 for full BO 

tab tab 


ESC for single cap 


Ctrl-A for single cap 


Ctrl-A 


Shift ESC,ESC for shift Will toggle between 
lock upper and lower 

Cursor type Programmable Programmable Programmable 

Software revision 2.0 2.2 2.0 

Source Yes No Yes 

listing 

Warranty 90 days 180 days 90 days 

Compatible 

Softcard Yes Yes Yes 

Schematics No No Yes 


*This article is re-printed with the kind permission of the author, Keith Harrell from the Vol. 2/No. 1 issue of the 
excellent publication for Apple owners, Nibble Magazine by permission of the publisher, Mike Harley. 


As an aside, we highly recommend this magazine to all Apple computer owners. 


NIBBLE 
Box 235 
Lincoln, MA 
01773 
(617) 259-9710 


The MICROMODEM and the APPLE-CAT 

You're probably wondering what a hardware review is doing in a software book! Well, as in the case of most com- 
peting peripherals for the Apple, both the MICROMODEM and the APPLE-CAT possess some similarities that 
allow software written for one to be run on the other. 

Normally, when a product has been on the market for some time and is more or less accepted as a standard, a com- 
petitor will strive to make his product “emulate” its predecessor’s, so that it can take advantage of the software that 
came before it. Since the usefulness of hardware products is in effect limited by the available supply of software, you 
should consider whether or not there is a program already on the market to make that new product do what you 
either want it to do now or may want it to do in the future. 

Unfortunately, the Apple-Cat design is not based on the same 6850 chip that is used in both the Micromodem and 
the Apple Communications Card; further, neither chose to emulate the same types of registers anywhere on the 
card, so the increasing supply of software written to run on the Micromodem will not necessarily run on the Apple- 
Cat. Also, since there is currently no on-board ROM; it doesn’t even support normal IN#, PR#, PRINT or INPUT 
commands. If you plan on writing your own software for this card, you may be in for a surprise; the manual men- 
tions only that such information is “available on request”. So far, the information we have received would probably 
not enable the average programmer to even begin to tackle the job. 

Let’s take a look at this surge of interest in modems and the recent availability of many new and exciting services 
for the home computer hobbyist. Several years ago, Apple Computer released an Apple Communications Card 
which was marketed in conjunction with an acoustic coupler to make the Apple act as a dumb terminal for a variety 
of applications. Later, Apple released a couple of packages to let users access the Dow Jones stock quotation services. 
Around that same time, a variety of computerized bulletin board systems (CBBS) were springing up all over the 

- country. With the release of the Hayes Micromodem II and its auto-answer feature, it was discovered that similar 
programs could be written to run on the Apple. Companies such as the Source and CompuServe began to package 
services that previously had been available only to larger corporate users but were now priced and marketed for the 
individual. With auto-dial features, programmers could now write programs that could free users from the nuisance 
of dialing or even logging onto the various systems they wished to use. 

Sometime this past year, rumors began to circulate about a new, more powerful modem for the Apple that would 
run at 1200 baud! Imagine all the time and, therefore, money that could be saved! But wait — why didn’t this new 
1200-baud modem work with a time-sharing service? The larger time-sharing systems in this country are generally 
hooked up to one of two major competing digital networks — either Telenet or Tymnet. Corporations, universities 
and government agencies contract with these networks to provide local access to their large main-frame computers. 
When calling the Source, for example, you are calling either through a local Telenet or Tymnet number, where your 
call is multiplexed with those of.a lot of other users communicating with many other systems around the country; 
consequently, since your messages are able to share cross-country lines with those of other users, the cost is generally 
much lower than if you were to monopolize a single voice-grade, long-distance line. 

Both networks support the Bell 103 standard (110/300 baud) as well as the Bell 212 or Vadic standards (1200 
Baud) from many locations. However, neither network supports the Bell 202 standard — the 1200 baud standard 
Novation selected for the Apple-Cat! Since no one can type at 1200 baud (approximately 1200 words per minute), 
we would probably find this higher baud rate most useful when calling another intelligent system, which could then 
spit out its information at a much faster rate! The Apple-Cat comes with software to let it transfer files to/from 
another Apple-Cat at the 1200 baud rate, but it doesn’t support a terminal mode at that speed, Therefore, even if 
you found a Bell 202 compatible time-sharing system, it would probably not do what you wanted it to do. 

Some speculation has been raised as to whether the digital networks would modify their hardware to accom- 
modate a large number of 202 users. The question is really one of relative size. If there was a possibility of increased 
revenue for these services, they might consider accommodating an additional type of modem. However, I would 
suspect it would take far more volume than would be generated by all Apple users of time-sharing services, since 
they are used to working with a much broader base of customers. 

The following chart will provide you with a comparison of the current features of the Micromodem and the 
Apple-Cat. The features in the Apple-Cat column labeled as “not currently available” will probably be incorporated 
in the modem in the near future, most probably at an additional expense. 


In summary, both modems will currently give you the same basic function — the ability to call various time- 
sharing services, bulletin boards, ad infinitum, at 110/300 baud. The Apple-Cat supports Touch-Tone dialing which 
can be useful with Sprint, Execunet, City Call, and various banking and billpaying services that require Touch- 
Tone. The Micromodem’s pulse-dialing feature will work from almost anywhere, since almost all phone lines accom- 
modate both. The Apple-Cat’s 1200-baud feature is of little value except between itself and another Apple-Cat. The 
Apple-Cat’s use of a new design that is not downward-compatible (and therefore cannot accommodate software 
already on the market) may be a real problem until such time when there is a ready supply of software to do those 
things that you require (or desire) or until further programming information is available to enable you to write your 
own programs. At the present time, my money is still on the Micromodem — hopefully, soon I will have a chance to 
evaluate features described but not currently available, at which time I may have more reason to adopt a more 
positive view. 


Features 


Direct-connect 
FCC approved 
Auto-answer 
Auto-dial 
Parts 


Off-hook indicator 
Firmware 

Supports IN#/PR# 
Supports INPUT/PRINT 
Deaf TDD compatible 


Bell 103 compatible 
Bell 202 compatible 


Bell 212 compatible 
(1200 baud standard 
used by most major 
timesharing services) 


Software Support 


Programming Support 


Manufacturer: 


List price: 


MICROMODEM II 


Yes 
Yes 
Yes 
Yes (pulse) 


Single board plus 
Microcoupler 


Pilot light 
Onboard ROM 


Yes 
Yes 
No 


Yes 
No 


Variety of programs 
already available 
from a number of 
different vendors. 


Comes with manual, 
programming instructions, 
and diskette, with 
LISTable programs 
showing sample 
applications 


Hayes Microcomputer 
Products, Inc. 


$ 379.00 


APPLE-CAT II 


Yes 
Yes 
Yes 
Yes (pulse/Touch-Tone 


Single board plus 
optional Expansion 
Module 


Only via software 


Optional at extra cost; 
not currently available 


With optional ROM; 
not currently available 


With optional ROM; 
not currently available 


With optional firmware; 
not currently available 


Yes 


Data transfer only; 
terminal mode not 
supported in current 
software 


With optional accessories 
at undisclosed price; 

not currently 

available 


Only one program 
currently on market and 
it requires CPM (Z80 
card) 


Comes with undocumented 
object code driver on 
diskette and comments 

in manual. Information 

is provided on how to 
progam the APPLE-CAT 
II. A description of 

this material is available 
“on request.” 

Information provided so far 
does not show how to dial, send 
or receive data from within 
your own programs. 


Novation Inc. 


$ 389.00 
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Software distribution in the near future may take on a radically new look as computers are linked to other com- 
puter systems by modem. One of the first companies to take advantage of this new technology is the Telephone 
Transfer Connection. They offer programs for sale over the telephone. The procedure is quite simple. Once credit is 
approved on the user’s account number, programs are purchased and automatically transfered to the user’s own 
computer where they can be saved to disk. 

Many of the programs offered for sale are communication programs that are used for communicating between 
machines. They even offer a chess program for play between two people on separate machines. 

The following programs from Telephone Software Connection have not been reviewed but should be of interest to 
those who have the D.C. Hayes Micromodem. 


#4 ANSWERING MACHINE $35.00 


Automatically answers a Modem telephone line with your name — takes messages — gives outgoing messages to 
friends when they call in — owner can retrieve messages or exit program to basic from remote terminal — displays 
or prints detailed system log — includes sophisticated secuity routines — requires Micromodem - works well with 
Mountain Hardware Apple Clock. 


#5 WRITE — EDIT & SEND $20.00 


Lets you enter a 16-line message — edit and save it — then automatically calls various ABBS Systems — logs you 
on and plays your message into the system(s) — saves repeated typing — cuts your long distance charges — requires 
Micromodem. 


#7 TELEPHONE TRANSFER PROGRAM $45.00 


Transfers Applesoft, integer or binary files from one Apple to another — after about one minute, sets up then 
sends 1800 BYTES/MIN (using tokens) — streamlined operation — automatically saves — only sending side needs 
copy of program — can be operated remotely. 


#8 PICTURE TRANSFER PROGRAM $35.00 


Watch Hi-Res Graphics pictures as they are sent from one Apple to another — about 1 minute, sets up then sends 
picture in 4.5 minutes — automatically saves to disk — requires 48K on send side. 


#98 GO-MOKU $20.00 


Play this Hi-Res game over the phone with another Apple owner. Try to get 5 in a row in any direction on board 
(11 x 18). Only one side needs copy of program — requires ROM Applesoft (or language card) on each side with 
Micromodem on your side. 


#12 CHESS CONNECTION $35.00 


Play Hi-Res chess with a friend over the phone! 
Each move instantly displayed on both Apples — can save or load previous games — built in chat mode — only 
one side needs copy of program — requires Micromodem & ROM Applesoft (or language card) on each side. 


#13 PHONE SECRETARY $25.00 


Give it a name, then let it find and dial either the home or office number, time the call and keep a log to compare 
with your phone bill! Holds over 1000 names, two numbers each. Prints alphabetical, up-to-date phonebook 
whenever desired. Can time calls with or without Mountain Hardware Clock. Requires Micromodem. (For voice 
calls only.) 


#14 LUNAR LANDER Il $12.00 


Test your skills by landing on the surface of the moon while fighting gravity, centrifugal force, comets and guided 
missiles. Use your game paddle to steer and fire retro-rockets; try to land safely within four different Hi-Res skill 
levels. 


#15 DESK CALCULATOR II $30.00 


Tired of explaining to your friends why you need both a computer and a calculator? Then use our 98 functions: 
Hex to decimal, Trigonometric, Metric, Statistics, ete. Includes ten memories and much more. Calculations and 
results can be output to your printer (optional). 


#17 SPELLING TUTOR $20.00 


Patiently quizzes your children repeatedly on their school spelling words. Easy entry of new words. Old words are 
added to their review list. Keeps running progress chart for each child. Uses tachistoscopic technique. 


#19 SHAPE BUILDER $25.00 


Been waiting for a better way to create Hi-Res shapes/symbols to liven up your own game or display programs? 
Then use our simple keyboard commands to move, plot, draw lines, vectors or circles and save your shapes for easy 
inclusion in your next program. Requires ROM Applesoft (or language card). 


#20 SHAPE EDITOR $15.00 


Create new Hi-Res shape tables for shapes you select from previously saved tables or from enclosed pre-defined 
shapes for all printable characters. Requires ROM Applesoft (or language card). 


#22 DOUBLE DOS $18.00 


Lets you switch back and forth easily between DOS 3.3 and 3.2. From Applesoft, specifying ‘&’ will put you in 
the opposite DOS! Allows single drive transfer of files from 13 to 16 or 16 to 13 sectors. Requires 48K ROM Applesoft 
(or language card), DOS 3.3 (with proms), and copy of DOS 3.2 system master. 


#24 TERMINAL PROGRAM $35.00 


Memorizes and repeats your log on to most systems! 16K capture buffer can be reviewed/printed while on/offline. 
Upload text easily. Supports upper and lower case, keyboard macros, non-typeable characters with or without an 
adapter. Formats display for 40-column screen. Requires micromodem & ROM Applesoft (or language card). 


#25 MATH TUTOR $25.00 


Generates random mathematic (+ -— x /) drills based on user's ability level. Student profiles can be easily 
modified to challenge any age level. Encourages mastery of math facts by limiting response time. Displays and main- 
tains progress charts on each user. 


MAGAZINES 


SOFTALK 
There is a truism that says, “You get what you pay for” or, “If it’s for nothing, then that’s what 

it is worth”. This magazine is definitely the exception to that rule. Softalk Magazine is free to all 
Apple owners. It covers new products, software reviews, industry happenings, a “Top 30 Soft- 
ware List,” programming advice, etc., et al. For your free subscription, send your name, address 
and Apple serial number with a request for subscription to: 

Softalk Circulation 

11021 Magnolia Blvd. 

North Hollywood, CA 91601 

(213) 980-5099 


NIBBLE MAGAZINE 
Not free, but worth the $17.50 for 8 issues. Nibble concentrates on new products and useful 
programming listings plus techniques to help you more fully realize your Apple’s potential. 
Nibble Magazine 
P.O. Box 325 
Lincoln, MA 01773 


RECOMMENDED READING LIST 


There is probably no other individual device in your possession that has more practical poten- 
tial than your Apple II Computer. However, in order to fully realize that potential, you must 
make the effort to learn as much as possible about it. To assist in that endeavor, we recommend 
the following books: 


TITLE PUBLISHER APPROXIMATE 
RETAIL 
(1) Apple II User’s Guide Osborne/McGraw-Hill $15.00 


As well done as any of the booklets 
that come with your Apple II Com- 
puter. This guide is a must for every 
owner. Buy it! 


(2) 6502 Assembly Language Program- 
ming Osborne/McGraw-Hill $16.99 
Not a beginners book for assembly 
language programming, but a good 
second step. 
(3) | Apple Pascal McGraw-Hill $13.95 
A good introduction to Pascal Pro- 
gramming on the Apple. 
(4) 32 Basic Programs for the Apple II _Dilithium Press $17.95 
Assumes a working knowledge of 
Basic. Good practice. 


(5) Using 6502 Assembly Language Datamost $19.95 
The best introduction to 6502 
Assembly Language programming 


available. 
(6) Pascal Programming for the Apple $12.95 
Good introduction. 
(7) Programming the 6502 Sybex $12.95 


A fair intermediate book on 
machine language programming. 
(8) 6502 Games Book Sybex $12.95 
A very good book for practicing 
programming techniques after 
learning the fundamentals of 
machine language programming. 
(9) Beneath Apple DOS Quality Software $19.95 
Not for the novice; but if you are 
serious about learning about the Ap- 
ple disk operating system, this book 
is an absolute must. 
(10) Apple Machine Language Prentice-Hall $12.95 
An easy yet simplistic introduc- 
tion to 6502 Assembly Language 
Programming available. 
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SOFTWARE HOUSES 


Aardvark Software 

783 North Water St. 
Milwaukee, Wis. 53202 
(414) 289-9988 


Advanced Management Strategies, 
Inc. 

1935 Cliff Valley Way 

Suite 200 

Atlanta, Georgia 30329 


Adventure International 
Box 3435 

Longwood, FL 32750 
(305) 862-6917 


AGS Software 

217 Rock Harbor Road 
Orleans, MA 02653 
(617) 255-0510 


Alladin Computer Corp. 
8929 Complex Dr., Suite C 
San Diego, CA 92123 


Andromeda Incorporated 
P.O. Box 19144 
Greensboro, NC 27410 
(919) 852-1482 


Apple Computer Inc. 
10260 Bandley Drive 
Cupertino, CA 95014 
(800) 538-8400 


Apple Jack 
P.O. Box 51 
Cherrey Valley, Mass. 01611 


Artsci 

10423 Burbak Blvd. 

North Hollywood, CA 91601 
(213) 985-2922 


Astar International 
5676 Francis Avenue 
Chino, CA 91710 
(714) 627-9887 


Aurora Computer Enterprises 
2040 E. Washington Avenue 
Madison, WI 53704 

(608) 249-5875 


Automated Simulations 
1901 Old Middle Field Way 
Mountain View, CA 94043 
(415) 964-8021 


Avalon Hill 
4517 Harford Road 
Baltimore, Maryland 21214 


Avant Garde Creations 
P.O. Box 30161 
Eugene, OR 97403 
(503) 345-3043 


Beagle Brothers 

4315 Sierra Vista 

San Diego, CA 92103 
(714) 296-6400 


BPI Systems 

1600 W. 38th St., #110 
Austin, Texas 78731 
(512) 454-2801 


Broderbund Software 
#2 Vistawood Way 
San Rafael, CA 94901 
(415) 456-6424 


Budge Company 
428 Pala Avenue 
Piedmont, CA 94611 
(415) 658-8141 


C.D.S. Corporation 
695 East 10th North 
Logan, UT 84321 
(801) 753-6990 


Captain Software 
P.O. Box 575 

San Francisco, CA 
(415) 841-6500 


Cavalier Computer 
P.O. Box 2032 
Del Mar, CA 92041 
(714) 755-5392 


CE Software 

801 73rd St. 

Des Moines, IA 50312 
(515) 224-1995 


Co-op Software 

P.O. Box 432 

West Chicago, IL 60185 
(312) 231-0912 


Computer Data Systems 
50 North Main Street 
Logan, UT 84321 

(801) 753-6990 


Context 

23864 Hawthorne Blvd. 
Suite 101 

Torrance, CA 90505 
(213) 378-8277 


Continental Software 
16724 Hawthorne Blvd. 
Lawndale, CA 90260 
(213) 371-5612 


Creative Computing Software 
39 East Hanover Avenue 
Morris Plains, NJ 07960 

(800) 631-8112 


Cross Educational Software 
P.O. Box 1536 

Ruston, LA 71270 

(318) 255-8921 


Crystal Computer Co. 
12215 Murphy Avenue 
San Martin, CA 95046 
(408) 683-0696 


Dakin 5 Corporation 
P.O. Box 21187 
Denver, CO 80221 
(800) 631-8112 


Data Security Concepts 
P.O. Box 986 
Manchester, MO 63011 


Data Transforms Inc. 
906 E. 5th Avenue 
Denver, CO 80218 


Data-Soft Inc. 
16606 Schoenborn St. 
Sepulveda, CA 91343 
(213) 894-9154 


Datacope Co. 

P.O. Drawer AA 
Hillcrest Station 
Littlerock, AR 72205 
(501) 664-2715 


Datamost 

19273 Kenya St. 
Northridge, CA 91326 
(213) 366-7160 


Discovery Games 
936 W. Highway 36 
St. Paul, MN 55113 


‘Dynacomp 


1427 Monroe Avenue 
Rochester, NY 14618 
(716) 442-8960 


Eastern House Software 
3239 Linda Drive 
Winston-Salem, NC 27106 
(919) 748-8446 
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Edu-Ware 

22222 Sherman Way 
Suite 102 

Canoga Park, CA 91303 
(213) 346-6783 


Educational Programming 
1328 Baur Blvd. 

Sant Louis, MO 63131 
(314) 991-0300 


FCI Incorporated 
1407 Clinton Road 
Jackson, MI 

(517) 782-2132 


Ferrox Microsystems, Inc. 
5881 Leesburg Pike 

Falls Church, VA 22041 
(800) 336-4766 


Galaxy 
Dept. LP2, P.O. Box 22072 
San Diego, CA 92122 


Galfo Systems 

6252 Camino Verde Drive 
San Jose, CA 95119 

(408) 226-2377 


George Earl 
1302 South Gen. MacMullen 
San Antonio, TX 78237 


H & H Trading Co. 

111 Cleaveland Road, #20 
Pleasant Hill, CA 94523 
(415) 937-1030 


Harvey’s Space Ship Repair 
Box 3478 University Park 
Las Cruces, NM 88003 
(505) 522-1482 


Hayden 

50 Essex Street 

Rochelle Park, NJ 07662 
(800) 631-0856 


High Technology Inc. 
P.O. Box B-14665 

8001 N. Classen Blvd. 
Oklahoma City, OK 73106 
(405) 840-9900 


Highland Computer Service 
14222 S.E. 132nd St. 
Renton, WA 98055 

(206) 228-6691 


Howard Software Service 
6713 Vista Del Mar 

La Jolla, CA 92037 

(714) 454-5079 


Information Unlimited Software 
281 Arlington Avenue 

Berkeley, CA 94707 

(415) 525-9452 


Innovative Design Software, Inc. 
P.O. Box 1658 

Las Cruces, N.M. 88004 

(505) 522-7373 


Insoft 

259 Barnett Road Unit 3 
Medford, OR 97501 
(503) 779-2465 


Instant Software 
Peterborough, NH 03458 
(603) 924-7296 


Kinetic Systems Inc. 
3056 Zeeland 
Baton Rouge, Louisiana 70808 


Magna Soft 

5068 Princess Ann Road 
La Canada, CA 91011 
(213) 790-9817 


Malibu Micro Computing 
23910 A Deville Way 
Malibu, CA 90265 


Masterware Software 

15 Dapplegray Lane 

Rolling Hills Estates, CA 90274 
(213) 530-3063 


Mathware 

4040 Palos Verdes Drive N. 
Rolling Hills Estates, CA 90274 
(213) 541-3377 


Med Systems Software 
P.O. Box 2674-P 
Chapel Hill, NC 27514 
(919) 983-1990 


Micro Data Base Systems Inc. 
Market Square 
Lafayette, IN 47902 


Micro Lab 

2310 Skokie Valley Road 
Highland Park, IL 60035 
(312) 433-7550 


Micro Power & Light 
1108 Keystone Park 
Dallas, TX 75243 


Micro Products Co. 

30420 Via Rivera 

Rancho Palos Verdes, CA 90274 
(213) 541-5131 


Micro — Lipps 

2210 Wilshire Blvd. 
Suite 705 

Santa Monica, CA 90403 
(213) 459-3177 


Microcom Incorporated 
89 State Street 

Boston, MA 02109 
(617) 367-6362 


Micromotion 

12077 Wilshire Blvd. #506 
Los Angeles, CA 90025 
(213) 821-4340 


Micropro International Corp. 
1299 4th Street 

San Rafael, CA 94901 

(415) 457-8990 


Microsoft 

400 108th Ave. N.E. 
Bellevue, WA 98004 
(206) 454-1315 


Milliken Publishing Co. 
1100 Research Blvd. 

St. Louis, MO 63132 
(314) 991-4220 


Muse Software 

330 N. Charles St. 
Baltimore, MD 21201 
(301) 659-7212 


Mytopia Gameware Institute 
P.O. Box 625 
Sioux City, IA 51102 


Noname Software 

8618 Reseda Blvd. Suite 115 
Northridge, CA 91326 

(213) 885-1955 


On-Line Systems 

36575 Mudge Ranch Road 
Coarsegold, CA 93614 
(209) 683-6858 


Personal Business System 
4306 Upton Ave. So. 
Minneapolis, MN 55410 


Personal Computer 
1221 Conory St. 

New Orleans, LA 70115 
(408) 745-7841 


Personal Software 
1330 Bordeaux Drive 
Sunnyvale, CA 94086 
(408) 745-7841 


Phoenix Software 

64 Lake Zurich Drive 
Lake Zurich, IL 60047 
(312) 438-4850 


Piccadilly Software 
89 Summit Avenue 
Summit, NJ 07901 


PowerSoft 

P.O. Box 157 
Pitman, NH 08071 
(609) 589-5500 


Program Design (PDI) Inc. 
11 Idar Court 

Greenwich, CT 06830 
(203) 661-8799 


Programma (Hayden) 
50 Exxex Street 

Rochelle Park, NJ 07662 
(800) 631-0856 


Quality Software 

6660 Reseda Blvd. Suite 105 
Reseda, CA 91335 

(213) 344-6599 - 


Rainbow Computing 

Golden Plaza Shopping Center 
9719 Reseda Blvd. 

Northridge, CA 91324 

(213) 349-5560 


Retail Sciences Inc. 

Suite 700 Corporate Square 
Atlanta, GA 30329 

(800) 241-3649 


Riverbank Software 

P.O. Box 128 

Denton, Maryland 21629 
(301) 479-1312 


RTR Software 

1447 Baltimore Drive 
El Paso, TX 79912 
(915) 544-4397 


S-C Software 

P.O. Box 5537 
Richardson, TX 75080 
(214) 324-2050 


S.S.R. Corporation 
320 South Avenue 
Rochester, NY 14620 


Science Research Assoc. 
155 No. Wacker Drive 
Chicago, IL 60606 


Sensible Software 

6619 Perham Drive 

W. Bloomfield, MI 48033 
(313) 399-8877 


Sentient Software 
P.O. Box 4929 
Aspen, CO 81612 
(303) 925-9293 


Shafer Software 

465 So. Mathilda Ave., Suite 202 
Sunnyvale, CA 94086 

(408) 730-0179 


Sierra Software 

536 E. Sahara Ave. 
Las Vegas, NV 89104 
(702) 647-2673 ° 


Sirius Software 

2011 Arden Way #2 
Sacramento, CA 95825 
(916) 920-1939 


Siro-Tech 

6 Main Street 
Ogdensburg, NY 13669 
(215) 393-2640 


Small Systems Engineer 
(Address Unkown) 


Softagon 

P.O. Box 774M 
Morristown, NJ 07960 
(201) 539-3770 


Softape 

10432 Burbank Blvd. 

North Hollywood, CA 91601 
(213) 985-5763 


Software Alternatives, Inc. 
4020 Elmhurst Road 
Toledo, Ohio 43613 


Software Emporium 
P.O. Box 3232 
Tulsa, OK 74101 
(918) 745-0062 


Software Publishing Co. 
2021 E. Landings Dr. 
Mountain View, CA 94043 
(415) 962-8911 


Software Resources 

44 Brattle St. 
Cambridge, Mass. 02138 
(617) 495-5900 


Softworks 
(Address Unknown) 


Sonora Computing 
P.O. Box 4841 
Albuquerque, N.M. 87196 


Southeastern Software 
6414 Derbyshire Drive 
New Orleans, LA 70126 
(504) 246-7937 


Southwestern Data Systems 
P.O. Box 582-S 

Santee, CA 92071 

(714) 562-3670 


Spies Laboratories 
P.O. Box 336 
Lawndale, CA 90260 
(213) 644-0056 


Stoneware 

50 Belvedere Street 
San Rafael, CA 94901 
(415) 454-6500 


Strategic Simulations 

465 Fairchild Dr. Suite 108 
Mountain View, CA 94043 
(415) 964-1353 


Sublogic Communications Corp. 
Box V 

Savoy, IL 61874 

(217) 359-8482 


Sympathetic Software 
9531 Telhan Drive 
Huntington Beach, CA 92646 


Synergistic Software 
5221 - 120th Ave., S.E. 
Bellevue, WA 98006 
(206) 226-3216 


Syntonic Software 

10635 Richmond Avenue 
Houston, TX 77042 
(713) 974-6529 


System Design Lab (SDL) 

2612 Artesia Blvd., Ste. B 

Redondo Beach, CA 90278 
(213) 374-4471 


Telecomputing Corp. 
1616 Anderson Road 
McLean, VA 22102 
(703) 734-7500 


Telephone Software Connection 
P.O. Box 6548 

Torrance, CA 90504 

(213) 516-9430 


United Software of America 
750 3rd Avenue 

New York, NY 10017 

(213) 682-0347 


Western Micro Data 

P.O. Box 633 Postal Station G 
Calgary, Alberta, Canada 
(403) 247-1621 
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NAME (Company) DEPARTMENT 

ACE. se csca aes sae ieee OSE NO Utilities 
AD SDL ers sassseairaieny saeco s wararecuplsermts 4 Utilities 
Pee OLD oan scr Srtonseany Bus Oo Gav itah Hee ciagniatens eels Utilities 
IBM iki Gis heen ascents SOMOS S Entertainment 
ANAT cain aursicyersiereaiestcajaiiets, siala’e wetia ahate Business 
ASCUL Express U0 ooo vecqveorncrsecssconveseue'senaens + Utilities 
ASSMITED 1.0) co, ciccessciosigaispieieaeas & Utilities 
Accounting Assistant..............0.00- Business 
Account Payable — Continental......... Business 
Accounts Receivable — Continental...... Business 
Accounts Receivable — BPI Systems...... Business 
Action & Bumping Games......... Entertainment 
Action Sounds & Hi-Res Scrolling ........ Utilities 
Address: Book.:... sisi neces scien siads Business 
Adventure — Adventure Int. ...... Entertainment 
Adventure — Apple Co. .......... Entertainment 
Adventure — Microsoft........... Entertainment 
Adventure in Time............... Entertainment 
Adventure: Book of Hints ..... ....Entertainment 
Advertising Techniques ....... ....... Education 
Airflight Simulator .............. Entertainment 
Pale Dra ES cx acciaiewxsis)sincetans viaeusererais Entertainment 
Alien Invasion .................. Entertainment 
Alien Gander: sass osceve acscicaorsneis one Entertainment 
Alten Typhoon ...:<jscicc-ecscssesedia-o-osareen Entertainment 
Alkabeth i eiasienanda cuir was. oes Entertainment 
Analyzers siassstasadagreawnes cute sonrs Business 
Android Nim/Snake Eggs ......... Entertainment 
Apple) ssiicastvaes wana seis oa Entertainment 
Apple Bartel sicissccox sanca asaecereoee Entertainment 
Ale BVO) oeiepace wi aiert ctkeeays afnscarengveie Entertainment 
Apple Galaxian ................. Entertainment 
Apple Gradebook .............-..... Education 
Apple II Utility Pack ................... Utilities 
Apple Music Theory ................. Education 
Apple Panic? wise sacs wires owarnscee Entertainment 
Apple Pie 2.0... x sree nyecare svecee eceieiaisiarieie estas Business 
Apple Pilothscissics sean secs sak. Bess Education 
Apple PlGtwinssccsmpasienisswieen eins es Utilities 
Apple Portfolio Evaluator .............. Business 
Apple Tool Kit Assembler............... Utilities 
Apple World: 6. sisconsca soos ween ore ams Utilities 
POO WEI OR opis onesie cients Seles s Business 
Apple-Doe vseccsuaosssmeaas nae sue Sa Utilities 
ADDICTS NER oso siete si misana areata Entertainment 
Apple-Oids <5 .scidssiieeiotic ota’ Entertainment 
Applepost si... 6.5:6:3 ssigea sia waists iwierare aes eais « Business 
PVPN OTIS 5 555.0.0.-5) 5000) 843 soioipsaarssayona Entertainment 
Applesoft Compiler.................... Utilities 
Applesoft Optimizer ................... Utilities 
Appletalkers iicccsicacs ceineeasends Entertainment 
Applewriter Graphics .................. Utilities 
Aquarltimy.....i05 «as osseous Entertainment 
Aristotle's Apple ...............0005 Education 
Asteroid Field.................4 Entertainment 
ASLETON: 5:iSWiAairelela UM Riew alate es Entertainment 
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66 
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165 
372 
168 
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154 
313 
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NAME (Company) DEPARTMENT 

Astro Apple 3:03 ecccsdes serie is Entertainment 
Astro-Word Search .............. Entertainment 
ASUORCOPE sin: n sissy osecs picceeporsieraiarsions Entertainment 
Astroscope (Printing version) ...... Entertainment 
AUtODSbM s53:5 <soiea-scaarsinerwrsrestars Entertainment 
PA UORET IIA ys dere ‘sha arousnevaleisetasatausrs hectare etsniBeon Utilities 
Avante Garde — Games.......... Entertainment 
Baker's Trilogy 21 2:c:ss even seen Entertainment 
Basic Math (System H) ........... Entertainment 
Battle Cruiser Action............. Entertainment 
Battleship Commander ........... Entertainment 
Battlestar I/Star Voyager ......... Entertainment 
Beneath Apple DOS — Bag of Tricks... ... Utilities 
Beneath Apple Manor ............ Entertainment 
Beneath the Pyramids ............ Entertainment 
Best of Bishop 223 s.ccowieiie Sets.c a Entertainment 
BestoOl Muse):; s:s-c iyccinirostases aes Entertainment 
Bill Budge’s Space Album ......... Entertainment 
Birth Control sis55.65 boci.ceaeceeann Education 
Blister Ball & Mad Bomber ........ Entertainment 
BZ IC Oni srsconaesutisnoy shots eostearerite Entertainment 
Blood Pressures. .o.<.c.c:.o0: <n ¢speleilacesneys Education 
Bloody Murder.................. Entertainment 
BOUPBAECEIS 5. sae crustersias awe cere Entertainment 
Bowling Data System .................. Business 
Boxing/Laser Blast/Lunar Lander . . Entertainment 
Breath i scc ccsevtsamagaanae oases Entertainment 
Bre Oo. nt as cispcts toy pasee orousis: oxsiern Entertainment 
Bridge: Partner: aaiiiscsiek vies ORsH Entertainment 
Bridge Tutor’ sicasscucnesonas was Entertainment 
Budge’s Trilogy of Games ......... Entertainment 
Bug AtaCK crininswauiarions aeuts Moe's Entertainment 
CAI ProgramsI&II...............4.. Education 
COADIMS fied qoacsicranntmieesas nae aiceees Business 
Cartels & Cutthroats............. Entertainment 
CashiChies:: seca seeacaveaewewa wae" cased Business 
Castle Wolfenstein............... Entertainment 
Chambers of Xenobia ............ Entertainment 
Checker King? s:icscsissicses wees cots Entertainment 
Chem Lab Simulations #1 ............ Education 
Chem Lab Simulations #2 ............ Education 
Circulation: .. sreniaccasnsemeny sri sax Education 
Client Billing System .................. Business 
Clowns & Balloons............... Entertainment 
Complete Graphics System, The ......... Utilities 
Complex! Math sin 0% izes Gove cere eres Utilities 
Compu-Math Arithmetic Skills ........ Education 
Compu-Math Decimals .............. Education 
Compu-Math Fractions........... Entertainment 
GGOMPUsROAG 7 jn grces- cxerice serie) aiiens eases Education 
Compu=Tracii 2 caciesiiale teats woe aiaes Business 
Computer Air Combat ........... Entertainment 
Computer Ambush .............. Entertainment 
Computer Baseball .............. Entertainment 
Computer Bismarck.............. Entertainment 
Computer Conflict .............. Entertainment 
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360 
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NAME (Company) DEPARTMENT 

Computer Napoleonic............ Entertainment 
Computer Quarterback........... Entertainment 
Context Connector .................... Business 
OTE ONCR ooo tcicsctrhercnl cadeonm ved encnasaranenses Business 
Convoy Raider.................. Entertainment 
Copts & Robbers ................ Entertainment 
Cosmac (Merlin) ..................005- Utilities 
Cosmic Collision ................ Entertainment 
County Balt: ci. sicinascace sews aes Entertainment 
Cranston Manor................. Entertainment 
Craps 5:S5cs aR Neh ee Es Entertainment 
Crazy Eights: to-s.ccccwisiers scat, thoes Entertainment 
Creature Venture................ Entertainment 
@ribbage sc: cc.ccineowis aes wens Entertainment 
Cross Clues: «. cicaveaainvercastecsac sieves Entertainment 
GQrOSSWORES a5. is cccuscacharaevens eaters Entertainment 
Crown of Arthain ............... Entertainment 
Crush, Crumble and Chomp ...... Entertainment 
Crypto Machine................. Entertainment 
GUDIC icons carn arnauaraemonreernemevimen Entertainment 
CY Ber Str he iii. 05,oisisinexoapsune ers Entertainment 
DB Masten ise os.ai. cOae Sala ASTOR AS Business 
DOS BOSS sis ssresiscsaasisnarcs agate voles Utilities 
DOS GOL Rib i cssnssahszov aces isiacgionsse wstrag: ioheecere Utilities 
Dart ROOM: «a'sioicaia ceca ieialere eatea% Entertainment 
DatAd eK we cae cae ssied omscawaanmcagcs Business 
Data Capture 3.0.........0:c.erie cece sence eens Utilities 
Data Factory Version 4.0............... Business 
Data Manager. c.iccs cscs vaceriarercrasrsuereraas Business 
Date FIO 5 cccimets:cissvarssausiesnsarrseisdsicas Saansts Utilities 
Datestones of Ryn ............... Entertainment 
Deathmaze 5000 ................ Entertainment 
Demon Derby .........0.:...000 00080 Entertainment 
Desk Calculator IT............-.0e eee Utilities 
Desk Calendar Msi. istic. ancatcanrstnacaaes Business 
Desktop Plan dD cc cane seceeeasiwan 6o92 Business 
Dinosailrsince, secacuwe Ge uidsmencoe Education 
Disk Organizer seis ciccisucwasciawssirows waives Utilities 
Die Prep os scoucracukicnuientenleas seen Utilities 
Disk Recovery ............---+eeeeeees Utilities 
Dogtight .s.0jcsccniessugecacaad Entertainment 
Doom Cavern/Sorcerer’s Challenge . Entertainment 
Dow Jones News & Quotes Reporter ...... Business 
Dragon Bive: sicccccucinsamiisxinsinas Entertainment 
Dragon's Ey€ ssj6 4:0 cccqse.ecieseeen Entertainment 
Draw Poker’ ss:sc2s0.cstewess tous Entertainment 
Drinking & Drugs ................... Education 
Dual Race & Solo Race ........... Entertainment 
Dungeon Campaign ............. Entertainment 
Dynamaze so sas:2 cei sisiawianes eae Entertainment 
BZ DIAS Sir osiet espe mines vtars bictes stots Utilities 
Easywriter Version2 ..............+... Business 
Basywriter 50:65, s.ccens serrivass/asieaee tan Business 
Ecology SimulationsI................ Education 
Ecology Simulations II ............... Education 
SOSO SUA COR sass ccsarstnicis acs trssye salers She leters Utilities 
Electronic Card File................... Business 
Elementary Math ................... Education 
Engineering Math ..................-.- Utilities 
Epoch 6 sais scare sas! oars cab Ra Entertainment 
Executive Secretary ................... Business 
Expediter U0 isccis. one. sickens rentals Utilities 
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129 
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68 
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NAME (Company) DEPARTMENT 

FalGons:s cnncaemacscomienras ares wraee Entertainment 
Fast Gamiinm ce soicreccsarecigsee era. sisses Entertainment 
Federal Income Tax Preparation......... Business 
Fender Bender .................. Entertainment 
5 More Great Games ............. Entertainment 
Flight Simulator................. Entertainment 
Forecaster 11, The <csesinwesiceg raeaneins Utilities 
MOF LG ys) scieesns anise atseansi pune ewer Entertainment 
Ort UD cee ereriet canes ioe des seicseieus orsuernaavenens Utilities 
Forth Verodil cccncnpuaiaewas oeskaweas Utilities 
POTS x5 soe aor couse Sen ace eee Utilities 
PPA COST e514: 9h.0 sn cerns tyerteneerneiaene Entertainment 
Nunction Plot}; ssasesccsers aca diswnran Utilities 
Galactic Attack ................. Entertainment 
Galactic Empire................. Entertainment 
Galactic Quest 323.5061. csececsawss Entertainment 
Galactic Revolution.............. Entertainment 
Galactic Trader ................. Entertainment 
Galactic Wars: ss5 6sc4 seweteeeeas Entertainment 
ASalaKY. Gates. osx ciscere mamorxecn cise Entertainment 
Galaxy Space WarI.............. Entertainment 
Galaxy Warsciceinsnas sucar conrad Entertainment 
Game Pack #1 through #4......... Entertainment 
Gamma Goblins................. Entertainment 
Gammon Gambler............... Entertainment 
General Ledger — BPI Systems.......... Business 
General Ledger — Continental.......... Business 
General Math iisccsicass cic caeewiens weed Utilities 
Geometry & Measurement............ Education 
German Vocabulary Drill ............ Education 
Global: War cscieosaccsna sacs aoe Entertainment 
Gobbler. é. osinc-ceranamamenrwtiax ov Entertainment 
Golden Mountain................ Entertainment 
Goll sacs Bee aeoe New see ces Entertainment 
Gomokile: scan awn catia otis Entertainment 
Goes pel ie .ecsis ecaselo stanecnacnaiaritey traeoraine Business 
Gorgon & snecisainwiaras. ees Entertainment 
Graphics Editor . .......... 0:00 cee ee scenes Utilities 
GAPE iscsi eins cr epner neerruereiaeiereleniie Utilities 
Growing Ups cs sce osweseaiesuiegnes Education 
Guided Missiles ................. Entertainment 
H.M.S. Impetuous............... Entertainment 
Handwriting Analysis Program .... Entertainment 
Haunted House ................. Entertainment 
FICATEATAGKS 65 rss weer wit econaipescees omens 8m Education 
HG Ants wis pet Waa Oe eR aR TES Entertainment 
Hellfire Warrior’................. Entertainment 
Hi-Res Baseball ................. Entertainment 
Hi-Res Cribbage ................ Entertainment 
Hi-Res Football ................. Entertainment 
Hi-Res Graphic Charting ............... Utilities 
Hi-Res Graphic Printer................. Utilities 
Hi-Res Playground .................... Utilities 
Hi-Res Soccer «6.06.66 ssi cece eens Entertainment 
Higher Graphics II ..............2..... Utilities 
FUIGHOEILORE | 5: orcas aap scoossopipners, aes Entertainment 
Home Accountant, The ................ Business 
Home Money Minder, The.............. Business 
Household Finance/Inventory........... Business 
HUNT: BOY oo ence sevve a eiensananiaeens Entertainment 
Hyperspace Wars................ Entertainment 
Improving Memory Skills............. Education 
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212 
112 
111 
114 
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279 
151 


NAME (Company) DEPARTMENT 

INFOING, PDO scn ce cscs aincieniears Entertainment 
Information Master ................... Business 
FT OEORY sou 2 jos avers (wsatey« siewrares ese aitebatis atone Business 
Integer Basic Compiler ................. Utilities 
Interlideuwner cee eases ees Entertainment 
International Grand Prix ......... Entertainment 
ENVESION OFriOnis 2.5 0:6 gsc sueusvansinisone Entertainment 
Invoice Factory, The .................. Business 
JOUINEY 2 iisa sais wrens camer Entertainment 
RSHQUOLER cd cocks tenuis vircioapesinneminaded Business 
Kaves of Karkhan................ Entertainment 
Know Yoursel€ a sonasusccwnntarnnee Entertainment 
L.A. Land Monopoly............. Entertainment 
ISAS sce taicivaie Paw SEES CRIED We Utilities 
Legal Accounting . ....60..s00sssee0008 Business 
Life Dynamic Transformation......... Education 
PAnker ce Haren Oe Ae eR SOS OB Utilities 
TASCASEOE  cesaaxerrnuroesccnesesrennt cutee a Utilities 
TOPS GERALD 5) 53 cecarsrssaewiecapens casi « Entertainment 
MDBS.DMS/MDBS.DDL .............. Business 
Madventure: snsiessccacciarneeeraaye greats Entertainment 
Magi Wain oo sctesc ac. ciarscesaniajaisoeerateseurts Business 
Magic Window. os:.s.c;c.nawoasearans.: Business 
Mailiierge icc. caccsascesasunuaeeny sawed Business 
WATSON oa racemes esta sich iScccuperveutura' Business 
Mandala Supreme................-..5- Utilities 
Map Reading .4:5:0c0e scan. cave neces Education 
Market Charter sc 020. 0'serewcom afeconinagen:s Business 
WMasterdshinoicsccsvecssccsecsia, na, nie rainn eb alo ais Utilities 
Masterd0s)sasscicieercioncsaw ssn semen Utilities 
Math Sequences.............00000055 Education 
Math Tutor! ....... «sc. scrcevb ie ie a'eees Education 
Math Tutor 10) esc sau se mearavetuani Education 
WERE IE ETI VER € tonsicrs swore evasts sveuh xeeeteenue ats Utilities 
Memory Management System ........... Utilities 
Memory Myth sisicisciscsaces ose die Education 
Meteroids in Space...........---. Entertainment 
MUTT V G8 C os cis csscacoseic cxsessasad dees eee Education 
Micro DSSIP’ csanietis wats esas Business 
Micro League Baseball ........... Entertainment 
Micro:Memo: ......> «0:03 .is8 anivessawees. es Business 
Micro: Couriers < sicsccnareasiente sa ose sre Utilities 
Micro-Invaders .............+.55 Entertainment 
Micro-Painten  5.¢i56-s)0ee saae sie oS Entertainment 
Microchese IE 56:60 scsessjsacnw sacle oe Entertainment 
MicrogammonlI] ................ Entertainment 
Microproducts 6 Char. Assembler ........ Utilities 
Midway Campaign .............. Entertainment 
MSN GSEO INES. 5 cay orcs oesseeterel oaees etkeyer'ems Entertainment 
Mimic caivwsianiendtpsns eae BESTE Entertainment 
Mini CPOSSWOEE «66sec: ccarresimeareeccare § Education 
Missile Defense................-. Entertainment 
Mission Escape ................++ Entertainment 
Mission: Asteroid ..............-- Entertainment 
Modifiable Database ..............-... Business 
Monty Plays Monopoly ........... Entertainment 
Monty Plays Scrabble ............ Entertainment 
Moonlighter Tax Guide .............-.-. Business 
Morloc’s Tower ............-++-: Entertainment 
Multi Disk Catalog III ................. Utilities 
MLE ISIO areas ooo eystasioernesss Entertainment 
Multiple Regression.................+.. Utilities 
MuUsicOm p o:ccxisie cssareseccsiwsss einem nave Entertainment 
My CHeSS 5 sic iesccissrauisions, aiegsveresooasers Entertainment 
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288 
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240 
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201 
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289 


NAME (Company) DEPARTMENT 

Mystery House ................-. Entertainment 
INGEWORKS xyoc oars seareirice ete reat Entertainment 
NOUNS Hess ccesieh haiouaies aerek eee Education 
Nuclear Bomber................. Entertainment 
NGKewWat cen. eccsteacsesomradinidngens Entertainment 
Oberth’s Game Room ............ Entertainment 
Odyssey — Powersoft ............ Entertainment 
Odyssey — Synergistic............ Entertainment 
Oldolf’s Revenge ................ Entertainment 
Olympic Decathalon.............. Entertainment 
OO TOPOS sa.s. Sea osineaercidicemieieeucs Entertainment 
Operation Apocalypse............ Entertainment 
Optles Sic cansinceicss otters cretevelbienrmuenens Education 
OFDUTOD: oseidr< sro vecsiv wpewrccdivrstenne verete Entertainment 
PFS: Personal Filing System............. Business 
PES: Report wisi. necarseiancsmnin ears eee Business 
Paddle-Graphies' vsicoa ssid onan vonwinnsars Utilities 
Palace in Thunderland ........... Entertainment 
Pascal Animation Tools................. Utilities 
Payroll — Broderbund ................. Business 
Payroll — Continental ................. Business 
Payroll System 140 — Peachtree ......... Business 
Pegasus accisscrnniscacwnis ews anes Entertainment 
Perception Package.................. Education 
Personal Finance Manager.............. Business 
Personal Finance Planning............ Education 
Phantoms Five .................. Entertainment 
Planet Miners................... Entertainment 
Planet Protector ................. Entertainment 
Plsnetolass osc caccen seas aie nee Entertainment 
Planets & Sirius, The................. Education 
Planning Cash Flow ................. Education 
PHOROR  fatccrttesttic aaota atone seein milena Utilities 
Pokenavascerswien.cmas atinn con qasaile Entertainment 
Poker SIG siiic asian es tists be SRA Entertainment 
Poker Tournament............... Entertainment 
POOL LS waissiosas iSes, Fee ee ieee Entertainment 
Power Eqitor Hossc sisnisaiwsinwcnaarewaieea'as Utilities 
BPrisQHiGts UMG : 055i sores ocrarersup axsrorwiats Entertainment 
Pro Football & College Football... . Entertainment 
Pro Golf & Golf Architect ......... Entertainment 
Program Line Editor................... Utilities 
Programming AidsI& II ............... Utilities 
Property Management ................. Business 
POS at a asns aie ane ence ererateree Entertainment 
QOS Reversi 5 s243 occ. yea cecer e's Entertainment 
RAF: Battle of Britain ............ Entertainment 
Raster Blast 5.5.0 oreiee saretaseccnenceneite Entertainment 
Real Estate Analysis ................... Business 
Real Estate Analyzer................... Business 
Relationship Life Dynamic ........... Education 
Rescue at Rigel .................. Entertainment 
Retros Ball 6 ice worsen serciaroraiecoseagiere Entertainment 
Reversal! 226 wae ees anneeswens Entertainment 
RODOU Wares inca sina spienrmemeans Entertainment 
Rocket Command ............... Entertainment 
Roulett? saus.csisre csicawscasaaerce's Entertainment 
RGD SCO on o.oo editor cer paae Entertainment 
S-C Assembler II Version 4.0 ............ Utilities 
SSE CUCALOR Ls dorssaic sintin censors acone Education 
Sabotaget ccc. cemciovsinacenmoineres Entertainment 
Sahara Warriors................. Entertainment 
Santa Paravia & Flumaccio ....... Entertainment 
Sargon (Discs, cos cwaeswiasveaels Entertainment 
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151 
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NAME (Company) DEPARTMENT 

Savage Island — PartI ........... Entertainment 
Scientific Method ................... Education 
Scott Adam’s Adventure Series ..... Entertainment 
Screen Machine .................20005 Utilities 
Screen Star sic seus Soe elon verte. Utilities 
SONGGNOES se sreustsiscsinacen taut mesesrnerse sc Education 
Sex-O-Scope ..........--...0000 Entertainment 
seX-Rated iia. cccuscsagees ogee oes Entertainment 
Shape Builder. ..:6:. cis cis seisigaewiw sates Utilities 
Shape Bair” soi. —eicsceo.3 race erssteiewcatyee rd « Utilities 
Shape Magician, The .................. Utilities 
Shell Games: .:0/0sccseavecasommaaresinags. ins Education 
Shuffleboard ................... Entertainment 
Single Disk Sort sc: Sisicucncceraeaateeen's Utilities 
Six Micro-Stories ................ Entertainment 
Skybombers ...................-. Entertainment 
SmartArt so agate see aed Seahens Entertainment 
Shack Atack? ssacscsse cuscaas aiarararoare Entertainment 
SOAK OTS os posture caraosnesamees orn cere Entertainment 
Snoggle. ssosnany aaa <teis coe aot Entertainment 
Social & Economic Simulation. ........ Education 
Softporn Adventure.............. Entertainment 
Solitaire: <siicccnousicwsesian wes Entertainment 
Solo POkGr’s is ,s:s:sisisvereracorersayess mers ands Entertainment 
SHNIN OO oi acsueov dein, shane negerstaenttenetewasocanseagelaraleners Utilities 
SPACC GA: Bettie ake Sea Opal oer ee Entertainment 
Space & Sports Games............ Entertainment 
SPACE TE BIG rem simnjecsnsrswcsror/ecacens 4x0ns Entertainment 
Space Raiders................... Entertainment 
Space Shuttle Landing ........... Entertainment 
Spanish Hangman, The........... Entertainment 
Speed Star: is: saisasae unis vaorwsreawvums Utilities 
Spellitigy Bees so ssicrs wiossisncinnaweyeonsierstece: te Education 
Spelling Builder..................... Education 
Spelling Riles 555 6:5 oes cisierrenssorereaeiseae sn Education 
Spel stats 5c os as wc ciseasssrdigleunts tesiese Business 
Star Avenger..............00006. Entertainment 
Stat Cruiser os siesa segasis wetes aneaiane Entertainment 
Star Gazer’s Guide, The.............. Education 
Star Thiel cca sidsis KGS SES HERS SS Entertainment 
Star Watr0t i-ss35:000 2 e030 ssa ees Entertainment 
Starfleet Orion.................. Entertainment 
Starmines):s cs sccecus case’ a salea as Entertainment 
Starquest/Star Warrior ........... Entertainment 
Stat) Brailes. ccteiro, cers aeras ion sreamanivaies Utilities 
Statistles:.aa4 Ses-csaie aes aes See sie Education 
Stellar Action ................... Entertainment 
Stellar Invaders ................. Entertainment 
Step By: Stepis: s5 stise ews ise Tee Hs Education 
Stock Tracker :siisicnicseecsaarcacmesw a Business 
Strategy & Brain Games .......... Entertainment 
Super Apple Basic .............--..-..- Utilities 
Super Artillery .................. Entertainment 
Super Checkbook III. ................-- Business 
Super Disk Copy 3.6 . 2... ..22.0066 0800. Utilities 
Super Dungeon ................. Entertainment 
Super Forth. 0306 swauctosa steers eas cate 3 Utilities 
Super Invaders................+5: Entertainment 
Super Reversi «2.6.6.6 005 0 600000 Entertainment 
Super: SOU s jo) <:35515.s,isreret onsrerwsererasars:s:areists Utilities 
Super Starwars/Bazooka.......... Entertainment 
Super Starbase Gunner ........... Entertainment 
Super Stellar Trek ............... Entertainment 


Super-Text Version2 ...............-.. Business 
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NAME (Company) DEPARTMENT 

Supermaps oc0cveian cca Heeeeewr Education 
Superprogram .................. Entertainment 
SUPESRSOTIDE 5.05.6: 0)isc0 dee eerryerccrsiwoey Business 
Swordthrust .................... Entertainment 
TASC ses pees TERE oS ee ORE RIS Utilities 
Talking About Sex............ ee Education 
DAM ACHR: 610s var scesevors<evsio-nsere ayers Entertainment 
Target Planner ........ 0000s econ ves Business 
TArtuUrian: ssw sano weorcseesawrnecr Entertainment 
Tawala’s Last Redoubt ........... Entertainment 
Tax; Preparer 66s i.0% ese nwowee ower i Business 
TOU SOBE sacc cs voanesesrs teaare searareayateerass Entertainment 
Temple of Apshai................ Entertainment 
VPOLTOTISE eso a's Weiale Bisa eels Siete elas Entertainment 
Text Editor Veri3.0 s cscccconwascrnswa wate Business 
CE MMEOE ciiccisi.ssa:vchereysiasr spausheusiiousictonevelapans Entertainment 
Three Mile Island................ Entertainment 
3-D Graphics System & Game Tool ....... Utilities 
SED SEND? 5 3054.2 seeiaveleelnranersendis Entertainment 
3-D Supergraphics..................... Utilities 
Thrilogy of Games............... Entertainment 
TIGL OC QIKER o0s.< case serreaxniractie Entertainment 
Torpedo Firer................... Entertainment 
Track & Sector List .................... Utilities 
Tranquility Base ................ Entertainment 
Transtorta Ls <5. hese nesaeeueo ees bee Utilities 
Trend-Spotter cisesci0asian cameras, Business 
ERY PING TROD jeje diesengcassie nacpioierpssiics Education 
UHimasss2 ssn. os we er one oes Entertainment 
Ultra: Blockade. 5 ocicx sisresicvewnrsneats Entertainment 
Ultracheckers ...............005- Entertainment 
Uncle Sam's Jigsaw .................. Education 
Unt Solveysccccesrecm ans uke Dee Come Education 
1 be [oo ie en ee aN Entertainment 
Value: Pack i55ciats.ccce rete teenins Entertainment 
Wisi-Caids roioctsesowsscwracs cman anricinceses Business 
Ee GIGI rctsncscoastianl coactes ataneae ananenad aie Business 
Visicalc Templates, Real Estates......... Business 
WiSTGOR eisreswaienacisustog ciate ace a Sete Business 
WVESIESLO spe a restiate aid eritais hn shag Whee kreaets ee Business 
Visiplot Version 1.0...................- Utilities 
Visiprintsc 53ers sean can sae MATES Business 
ViiSiCOEID ans.cicos crea rane enone esIE OES Utilities 
PVASTET OTOL AG css. tecas coararelinnc carseat cisian weber Business 
Vocabulary 1& II ............0...... Education 
VOICE THE: secrsaconisccos wise wrdere Entertainment 
Voyager Excursion/Saucer War . .. .Entertainment 
Wall Street sssisuwe sac osbanisieare Entertainment 
Warp Factor, The ............... Entertainment 
What's Different? — Reading ......... Education 
What's The Score.................... Education 
Wilderness Campaign ............ Entertainment 
Win atthe Races ................ Entertainment 
Wear ANl oie toccis erates. xivare etenaramurn taverns Entertainment 
Wizard and the Princess, The...... Entertainment 
Wizardey: cciccess ctisdisciienaiearorses Entertainment 
WV ORCUPORVERS “occsasocaveis ie was oral oaleunsio Oxerarens Business 
Word Skills I, I], Hl ................. Education 
Wordsearch Machine ............ Entertainment 
Wordstar Version3.0.................. Business 
World War WD aise. esisciisicas eves we Entertainment 
Worlds Greatest Blackjack Program Entertainment 
Write: Ott nae atc Gaan Gains oats Ages Business 
WOES cca ccruns wisi tetiiaie Slee ai Entertainment 


PAGE 


146 
361 

65 
245 
187 
143 
325 

27 
262 
282 

34 
134 
239 
249 

67 
316 


356 


146 
139 
356 
257 

40 


37 
88 


216 
4] 
205 


124 
370 
335 
355 
280 
121 
132 
243 
373 
249 
260 
243 


122 
357 

76 
271 
301 


258 


TEAR HERE 


KEEPING CURRENT 


A major difficulty in publishing a book of software reviews is in keeping abreast of the almost 
daily introduction of new programs. By the time a book is printed and in the hands of consumers, 
there are many new programs that are not included. 

To keep our readers as up to date as possible, “The Book” will offer the following service. 

“The Book” itself will be published once a year, either in September or October. In between, 
our readers may subscribe to our quarterly update service. Every three months, we will publish 
an update to “The Book” containing those programs that were not able to be included in the last 
edition of “The Book” or since the last update. The cost of this service will be $15.00 a year. Con- 
sidering the cost of software, “The Book” and the subscription service should pay for themselves 
many times throughout the year by reducing or eliminating the money spent on inappropriate 
purchases. 


mm eee esa es eee 


FOLD 


Simply fill out the bottom of this form, tear out the page, fold where indicated and mail postage paid 
to us along with your check or credit card number. 


Name 


Address 


FOLD FOLD 


Start my updates with the 1 year subscription $15.00 


following quarterly: CA residents add tax ($.90) 
Postage and Handling 
[ ] Spring °82 Bulk rate (add $1.00) 
[ ] Summer °82 Ist class (add $2.00) 
[ ] Fall °82 *Foreign Airmail ($5.00) 
[ ] Winter ’82 TOTAL DUE 
[ ] Enclosed is my check 
[ ] Please charge my credit card -- 
[ ] Visa [ |MasterCard 
oo, a a re Exp. date 
(MC Bank #__ SSS 


*Foreign orders please use U.S. funds 
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his APPLE COMPUT ER. 


Spend your software dears wisely 


The hes giles a listing of available software problems but a oe ae ca 
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Which software vendors fr spnat for “het als é as 
ums THE BOOK will a, ‘nd zi ti es aoe 





THE ate will “a sail 
ich adventure programs are best? : 
THE DOOK will tell you! 
Which game programs can be enjoyed by ie isis family? 

THE BOOK will tell you! : 
Do you want sje? know how to get the most from your software dollars? 
THE BOOK will tell you! 





